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goood
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gboboobooooobooboboboooo

gooooooooboobooobao
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gboogoooooo

goodoaooooo

OG_Delete_Column
OG_Delete_Field
OG_Get_Chart_FElement
OG_Get_Column
OG_Get_Field
OG_Get_Row
OG_Insert_Field
OG_Make_Chart

OG_Update_Chart

OG_Delete _Column

oo
ggobooobooboooboobbooboobboooobog
oo
PROCEDURE OG _Delete_Column
(query hdl OG_Query,
indx NUMBER,
total NUMBER) ;
goood
query_hdl gboboooooooooooooo
indx goboooooooboooooooog
total gooooooooo

OG_Delete_Columnl O

/* The following procedure deletes a column
** from the query 'queryO':

*/

PROCEDURE example (col num number) IS




gpoooo

query OG_Query;
BEGIN
query:=0G_Get Query('query0');
OG_Delete_Column(query, col num, 1);
END;

OG_Delete Field

od
goboooobooobobooooodooooooooooolooodooooooooon
g
od
PROCEDURE OG Delete Field
(chart _hdl OG_Object,
indx NUMBER,
total NUMBER) ;
oooao
chart_hdl ooooooooooooooooo
indx oooooooooooooooooooobobooOooog
total oooooooooooooo
oooooon

gogooobbooooooobobbbooooooobobbooooooobobbboooooon
gboboboobooboooboobobobooboboboooooobobooboooobooboOobo
gbob0obobobo0obobO0boo0ob0obobb0ObO0DbOobOoG_Update_Chartd OO
gbobobooooboobooboboboooo

OG_Delete_FieldO O

/* Suppose one chart currently displays plots for both salary
** and commission data, and you want to remove the
** commission plot from that chart and plot it on another one.

*/

PROCEDURE transfer comm(chartl IN OG Object, chart2 IN
OG Object, field index in number) IS
the field OG Field;
BEGIN
the field:=0G_Get Field(Chartl, field index);
OG_Delete Field(Chartl, field index, 1);




gboogoooooo

OG_Insert Field(Chart2, the field, OG Last) ;
OG_Update_Chart (Chartl, OG_All Chupda) ;
OG_Update Chart (Chart2, OG_All Chupda) ;

END;

OG_Get_Chart_Element

oo

go

gpoooo

oogd

gooogoo

gbobobooboooooobooboobooboboooooobooooooboobOoboboboooo
gboboboboboooboobooboboboooooooobooboDbo

FUNCTION OG_Get_ Chart Element
(group hdl OG Object,
row_num NUMBER)

RETURN OG Object;

group_hdl gboboboooooobooooooooobooon

row_num gboodoooooboooooooooo

gboboboooooboobooboboooon

UbO0DbO0bO0b00O00oG Get Object DD ODOODODODOOOOODODLOODOODO
gbooobooboob

OG_Get_Chart_Elementd O

/* The following procedure changes the color of the first:
** bar in a column chart, regardless of its value:

*/

PROCEDURE example (chart OG_Object) IS
bars group OG Object;

elem OG_Object;

BEGIN
bars_group := OG_Get Object('Sal_Bars', chart);
elem := OG _Get Chart Element (Bars_ Group, 0);

OG_Set Fillcolor (Elem, 'red');




gpoooo

END;

OG_Get_Column

od
goboooooboooboooomooooodoobooooooodgoboooooooooon
oo
od
FUNCTION OG_Get Column
(chelement hdl OG_Object)
RETURN VARCHAR2;
oooao
chelement_hdl oooooooooboon
oo

gboboooobooboboboooo

OG_Get_ColumnO O

/* The following function returns the query column represented by
** the first bar in a column chart:

*/

FUNCTION example (chart OG_Object) RETURN CHAR IS
bars OG Object;
elem OG _Object;
col  VARCHAR2(15) ;

BEGIN
bars := OG _Get Object('Sal Bars', chart);
elem := OG_Get_ Chart_ Element (Bars, 0);
col := OG Get Column(Elem) ;
RETURN (col) ;

END;




gboogoooooo

OG_Get_Field
go
goboooooobooboooboooobooboooooOooOoboO0OobOOoOoOoOoOOObbOoooon
goooogo
go
FUNCTION OG Get Field
(chart hdl OG Object,
indx NUMBER)
RETURN OG Field;
gpoooo
chart_hdl ooooooooooooooooo
indx oooodoooooooooooooooooooooo
god

gboboboobooogooo

OG_Get_FieldO O

/* Suppose one chart currently displays plots for both salary
** gand commission data, and you want to remove the
** commission plot from that chart and plot it on another one:

*/

PROCEDURE transfer comm(chartl IN OG Object, chart2 IN
OG_Object, field index IN NUMBER) IS
the field OG Field
BEGIN
the field:=0G_Get Field(The_Chart, field index);
OG Delete Field(Chartl, field index, 1);
OG_Insert Field(Chart2, the field, OG_Last);
END;

OG_Get_Row
oo

gboboboobobobobobooboobobobooobooboooboobobobooboooon
ao




gpoooo

0o
FUNCTION OG_Get Row
(chelement_hdl OG_Object)
RETURN NUMBER;
ogoooo
chelement_hdl oooooooooboon
oo

gooooooooooooooood
OG_Get_RowO O

/* The following format trigger explodes the pie slice

** representing SAL for employee 'SMITH':
*/

PROCEDURE OGFORMATTRIGO (elem IN OG Object,

query IN OG Query) IS
ename VARCHAR2 (10) ;

chart OG_Object;
row_num NUMBER;

BEGIN
ename := OG_Get Charcell (Query, 'ENAME');
IF ename = 'SMITH' THEN
chart := OG_Get Object ('Chart0');
row_num := OG_Get_ Row (Elem) ;
OG_Set Explosion(Chart, row num, 'SAL', 25);
END IF;

END;

OG_Insert_Field
oo

uboboboooobooboboboboboboooboooboobobobo
RN

PROCEDURE OG_Insert Field
(chart hdl OG Object,
field rec OG Field,
indx NUMBER) ;




gboogoooooo

gpoooo

gooogo

chart_hdl gboboooooobooooooood
field_rec gboodoooooboooooooooo
indx gbobodoooooboboooooooo oboboooooboboooobooooo

gogooooono nOO@UInMOOO)Y OOOOOOOOOOOOOOOOO
UnOOOOO0OO0O0ODOO0O0OCOO0OOOOOOOOODOOOODOOOOO0
gboobooooooboooooooobooobooobooooo

0G6_First 00000000000 00000000000000000
0o0(@OOo00000)o

06_last 0O0O0ODDO0OOO0D O0O0OO0O0O0OO0O0O0O0O0O00O0O0
000@O00000000000000000000000
000000O00)o

gbobobobobobobO0obobob0obO00oG_Update_ Chart DO OODOOOODOO
gboboboooboobgooo

OG_lInsert_FieldO O

/* Suppose one chart currently displays plots for both
** gsalary and commission data, and you want to remove
** the commission plot from that chart and plot it on another one:

*/

PROCEDURE transfer comm (chartl IN OG Object, chart2 IN
OG_Object, field index IN NUMBER) IS
the field OG Field;
BEGIN
the field:=0G_Get Field(The Chart, field index);
OG_Delete Field(Chartl, field index, 1);
OG Insert Field(Chart2, the field, OG Last) ;
END;

OG_Make Chart

oo

oo

gbobobobooobooobooboboboboobooon

FUNCTION OG Make Chart
(position OG_Point,




gpoooo

height  NUMBER,

width NUMBER,
template OG Template,
query OG_Query)

RETURN OG Object;

goood
position 0o0oooOxoooyooo
height gooooobg
width goooooo
template goooboboooooboogoo
query goooboobobooooo
oono
goboooobooboooboboon
gooood

oob0b0OD0OO0O000O0b00oGImsert Field OO DDODDODOOOOOOODDODOOOO
OG_Update ChartD D OO0 O0OO00D0O0DOOOOOOOOODOO

OG_Make_ChartO O

/* The following function creates a chart using
** the specified template and query:

*/

FUNCTION example (template OG Template, query OG Query) RETURN OG Object

Is
chart OG_Object;
pos OG_Point;

height NUMBER;
width  NUMBER;

BEGIN
pos.x := OG_Inch;
pos.y := OG_Inch;
height := 4* OG_Inch;
width := 4* OG_Inch;
chart := OG _Make Chart (Pos, height, width, template, query);
RETURN (chart) ;
END;
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OG_Update_Chart

go

oo

gpoooo

gooogoo

gboooboboooboooboboboobooboobboobbooboboboboobooboon
gbobobooboboboboboboobooobooboobobobobobobooboooon
gboboboobooboobooboboboboooooboobobobo

PROCEDURE OG _Update_ Chart

(chart hdl OG_Object,
chart mask NUMBER,
damage BOOLEAN := TRUE,
update bbox BOOLEAN := TRUE) ;
chart_hdl oooooooooooooo
chart_mask 0000d000d0odoo0oooooooooooooooooooog
0o0oooooooooooooooooo
0G_All_Chupda oooooooooooo
0G_Deplaxis_Chupda 00000000 OOOO0OOOOOOOOOO
ooooog
0G_Dep2axis_Chupda 200 00000000000 OOOOCOOOOO
ooooog
0G_Frame_Chupda 000doo00oooooooooooooogo
0G_Indaxis_Chupda OCOOO00O000O0O0OODOOOOOCOCOOO
ooog
0G_Inframe_Chupda OO0 000O0O0OOOO0OCOOOOOCOOOO
0G_Legend_Chupda 000000ooooooooooooooooo
oo
0G_None_Chupda ooooooooooooooo
0G_Title_Chupda 00o0ooooooooooooo
damage goooooooo
update_bbox oo0oooooooooooooooo

000000000 00000DOGraphicsBuilderD OO0 000000000000 D0OO00OO0OOO
gbobobooboooboobobob0oboboboooobOobOonOboG_Update_Chart
gbobobooboobooboboboboobooobooobooboboboboobooboboo
gboooGSet AwrDl OO OO0OODOOOOOOODOOOOOODOODLOODLOOOOOOOO
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gbobobobobobobO0obOoboG_Update_ ChartU OO OOOOODOOOOOODOO
gboboboooboobooboboboboboooo

gboboboobooobooboobooooboboboboooobooboobobobobobo
gboboboobooboobobobobobooooboobooboboboboboboobooboobo

OG_Update_Chartd O

/* Suppose you want to update a chart periodically.
**You could write the following timer trigger:

*/

PROCEDURE my timer IS+
my query OG_Query;
my chart OG Object;
BEGIN
my query:=0G_Get Query ('Emp Query');
my chart:=0G_Get_Object ('Emp_Chart') ;
OG_Execute Query (My Query) ;
OG_Update_Chart (My_ Chart, OG_All Chupda) ;
END;
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Dododoobooood

OG_Connect

OG_Logged_On

OG_Logoff
OG_Logon
OG_Connect
RN
gooooooboboooboooooobooobooooobooobbooooo
oo
FUNCTION OG_Connect
RETURN BOOLEAN;
goood

oo

OG_Connectdl O
/*

* %
* %
* %
* %

*/

Suppose your application requires the
user to be connected to a database.The
following procedure checks if a connection
exists and, if not, prompts the user to
connect by showing the Connect dialog box:

PROCEDURE ensure connection IS
status BOOLEAN;
BEGIN

IF NOT OG_Logged On THEN
status:=0G_Connect;
END IF;

END;
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OG_Logged_On

oo
gobooooooboobooobooomoooooooooObo00obOo00b0ObOO00OO0O0TRUEDO
oobooooo0O0dOFALSED O OODOO

oo
FUNCTION OG_Logged On
RETURN BOOLEAN;

ooooo
goo

ood
TRUE 0000000000000 00000000
FALSE 0000000000000000000000

OG_Logged_On00 O

/* Suppose your application requires the user to be

** connected to a database.The following procedure

** checks if a connection exists and, if not, prompts the
** user to connect by showing the Connect dialog box:

*/

PROCEDURE ensure connection IS
status BOOLEAN;

BEGIN
IF NOT OG_Logged On THEN
status := OG_Connect;
END IF;
END;
OG_Logoff
oo
poooodooo0ooUoUooUOoUOoUOoUOoUoUoood
oo

PROCEDURE OG_Logoff;
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gpoooo

oo

OG_Logoff0 O

/* Suppose you want to disconnect from a database when the display is closed.
** You could write the following Close Display trigger:

*/

PROCEDURE close trig IS

BEGIN
IF OG_Logged_ On THEN
OG_Logoff;
END IF;
END;
OG_Logon
0o
godoooooooooooooooooooooooooooa
0o
PROCEDURE OG_Logon
(username VARCHAR2 := NULL,
password VARCHAR2 := NULL,
connect string VARCHAR2 := NULL);
ogoooo
username goooooboooo
password oooooooooo
connect_string 0dod0ooooooooO00ooOooOoOooooooooOoOoooooOoono
000oOosQuNetD 0000000000000 OOOOOODOOOOO
OO0 00OOracle Network Manager0 0 OO O0O0O0O00O0DOOOOCOOO
oooooad

imoobooboboooboboboboobobooboboobobobobobobobobooboboon

gbobobooobooboobobobooboooooooobobo
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OG_Logond O

/* Suppose your application requires the user to be connected to a database.
** The following procedure checks if a connection exists and, if not,
**gutomatically establishes a connection:

*/

PROCEDURE ensure connection IS

BEGIN
IF NOT OG Logged On THEN
OG Logon('Scott', 'tiger', 't:london:MY DB') ;
END IF;
END;
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gododoaad

OG_Close_Display
OG_Generate_Display
OG_Get_Display
OG_Isnull
OG_Open_Display

OG_Save_Display

OG_Close_Display

oad
ggoobooooboobbooboboobuoobboobbooboobboobboOobLbooo
ggoogobooboobbooboobboobuoobbuoobuooboo
aad
PROCEDURE OG_Close_Display
(display hdl OG_Display) ;
ooooo
display _hdl gooobobooobooboon
gooooo

oobo0oo0obOo0obboOob0b0obobbO0ob0Ob00bbO0DbDOG Clese Displayl OO OO0
gboooboobooboooboooboboboboooobooboopPL/SQLUOOOOODO

gboobaob

OG_Close_Displayl O

/* Suppose the user is through with one display,
** and you want to close it and open another one.

*/

PROCEDURE continue (old disp name, new disp name)
old disp OG Display;

Is

17
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new disp OG Display;
BEGIN
old dispb:=0G Get Display(0ld Disp Name, OG Filesystem) ;
OG_Close Display (0ld Disp) ;
new_dispb:=0G Open Display(New Disp Name, OG Filesystem) ;
END;

OG_Generate_Display

oo

go

gpoooo

gooogoo

gbobobooboobobobob0oooooobbooO0oOnOndGraphics BuilderD O 0O O
gboboooooobooobooboooo

PROCEDURE OG_Generate Display;

PROCEDURE OG Generate Display
(name VARCHAR2,
repository OG Number) ;

name gboboooooooooooooOobooooooOoOoooOoOoooOoOooon
gbobooooooooooooooobooboboo0oobooooooboobooon
oboboobooooooooooboboooooooooooooooobooon
gooo

repository goboooooooooooooooooooooooooooobooon
bobdbooooooooooboOooooooboOoOoboOoOoOobOoOOoOoon
oono

0G_Db gbobobooooooooooooo

0G_Filesystem gboooooooboooooooooao

namel repository0 D0 0000000000 OOO0OOCOOOOOOOOODOOOOOOODOO
gboboooooon

OG_Generate_Displayd O

/* Suppose your display allows the user to interactively specify
**which queries to view, and what chart types to use.

**When the user selects a 'generate' button, you may want to
**generate a runtime version of the display

** that the user can use in the future.

*/

18
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PROCEDURE gen (buttonobj IN OG Object, hitobj IN OG Object,
win IN OG _Window, eventinfo IN OG_Event) IS

BEGIN
og generate display('my disp', OG_FILESYSTEM) ;

END;

OG_Get_Display

RN
O00OGraphicsBuilderl D D OO0 DOOO0ODOO0OOOOOOOODOODDOODOODDOOD
ggoooobuoobioobbOOloG_Open_ Displayd DO o
oo
FUNCTION OG Get Display
RETURN OG Display;
FUNCTION OG Get Display
(display name VARCHAR2,
repository NUMBER)
RETURN OG Display;
gooogd
display_name goboooboooooooboooobooooooooooobDoooboooDo
gboooooboobobOooboboboobooboobooboobooboboo
goooooboboboboboobooooobooboboboobobnoo
repository obobooooooooooooooooboooooooooooooooDo
gbooooobboboobobobbooooboobooboobooboboo
gooood
0G_Db goobooboooooboboooo
0G_Filesystem 0000000000 OOOOODOOOO
gono
ggboogoobuoobboooboboobbooobuoobuooboboobbooobOooboOoNULL
ggooooobooobog
gooood

display_name repository0 0 0 000000 D0D0O0OOO0OOOOODOO0OODOOODOOODOOO
oooo

OG_Get_Displayl O

/* Suppose the user is through with one display,
** and you would like to close it and open another one.

19
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*/

PROCEDURE continue (old disp name, new disp name) IS
old disp OG Display;
new disp OG Display;
BEGIN
old disp:=0G_Get Display(0Old Disp Name, OG Filesystem) ;
OG_Close Display (0ld Disp) ;
new_disp:=0G_Open Display (New Disp Name, OG Filesystem) ;
END;

OG Isnull
0od
Joo0Oo000o0oooO00oooooooooONULLOD OO0 oooooooooooooog

oo

FUNCTION OG Isnull oao
(handle OG Query)
RETURN BOOLEAN;

FUNCTION OG Isnull goooboo
(handle OG Object)
RETURN BOOLEAN;

FUNCTION OG_Isnull gobooooooooo
(handle OG Template)
RETURN BOOLEAN;

FUNCTION OG Isnull goooooooon
(handle OG_Buttonproc)
RETURN BOOLEAN;

FUNCTION OG Isnull gooa
(handle OG_Sound)
RETURN BOOLEAN;

FUNCTION OG Isnull ooooo
(handle OG_Window)
RETURN BOOLEAN;

FUNCTION OG Isnull gooa
(handle OG_Layer)
RETURN BOOLEAN;

FUNCTION OG Isnull oggoo

20
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gpoooo

god

OG_lIsnulld O

(handle OG Timer)
RETURN BOOLEAN;

FUNCTION OG Isnull
(handle OG Display)
RETURN BOOLEAN;

FUNCTION OG Isnull
(handle OG Axis)
RETURN BOOLEAN;

FUNCTION OG Isnull
(handle OG_Ftemp)
RETURN BOOLEAN;

o

gbobooooogoog

FUNCTION OG Isnull oao
(handle OG_Refline)

RETURN BOOLEAN;

oonon goooooooood

TRUE OO0O00ONLLOOODOOOOooOoOno
FALSE OgodooNLLOODOOoooooono

/* Suppose your display occasionally creates a text object that contains

a warning message.At times you

** may want to remove the warningmessage before continuingwith the execution

of the display.Rather

** than keeping track of whether a warning has been generated, you can

check for the existence of the
** text object before deleting it.

*/

PROCEDURE remove warning IS
warning obj OG_Object;

BEGIN

warning obj:=0G Get Object ('warning') ;
IF NOT (OG_Isnull (warning obj))
OG_Destroy (warning obj) ;

END IF;
END;

21
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OG_Open_Display

go

oo

gooog

god

gooogo

goboboobooboboboboboobobobooboboboobboobobobobobbooboboo
UbO0b00o0G Clese Displayl OO ODOOO0OO0OO0OOOO0OOO0OOOOOOODODOOOOOO
gboboboboooboboboNULLOOOonOobobaon

FUNCTION OG Open Display
(display name VARCHAR2,
repository NUMBER)
RETURN OG Display;

display_name obobooobooooooobooooboooooooooOoobDoooboooDo
gbobodooobooooooboobooobobooobooooobooOoOoOoOboOoOoDo
gbobooooooooooooboOooooooOooOooOoOooOoOoOoooboOooo

repository oobooooooooooooooooboooooooooooooooDo
gbobodoooooboooboOooboboooooOooobooOoOoOoOboOoOoDo
oooooo

0G_Db gboobooooooooOoooooDbo

0G_Filesystem 00000000000 O0OOOOOOOOOO

gbobobobooobobooboboo

gbobobooboobobooooboboboboboooooooobooboobooboboooon
gbobobobobooooboooooboobobobobobooooboobOobO0oboboonon
O0O0D00O0GGet DisplayD DD DO ODOODOOD0O0ODOOOOOOOOOOOOODODOOOOOO
gboboboobobobobobobobooobo0bobdoG_Open_Displayll O 0O O
gboboobobobobooooboboboboboobobooboboboboboooon
gboboooooonDg

OG_Open_Display] O

/* Suppose the user is through with one display,
** and you would like to close it and open another one.

*/

PROCEDURE continue (old display name IN CHAR,
new_display name IN CHAR) IS
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old display OG Display;
new display OG Display;

BEGIN
old display:=0G _Get Display(old display name, OG Filesystem) ;
new _display:=0G Open Display(new display name, OG Filesystem) ;
OG_Close Display(old display) ;

END;

OG_Save_Display

RN
ggoobobbooobobbbbboooobbboo0oooobbbUldd Graphics Builder
gogoboooboobooooboooo
oo
PROCEDURE OG_Save Display;
PROCEDURE OG_Save Display
(name VARCHAR2,
repository OG_ Number) ;
gooogd
name go0o0doo0obO0obOobO0obO0oboDboboooOoOooOobOOoboboobOobo
gboooooboobobooboboobooobooobobboobooboboo
goodmoooooOoooooO0oOOo0booooobooooobooDbo
googd
repository gbooooobbboboboboobooooobobobobooboboo
go0ooobooboobO0obOooboobooooboobobooboOobobDoo
god
0G_Db Ooo00ooOoooobobooooo
0G_Filesystem 00000000 O00O0OO0OOOOODOO
gooogod

nameO repository0 D0 000000000000 O0OCOO0OODOOOOODOOOOOOODOO
gbobooooooo

OG_Save_Displayl O

/* Suppose you want to import 100 TIFF images.Doing this
**manually is tedious and would take a long time.

**The solution is to write the following procedure,
**which imports images from the files named 'image0O0'
**through 'image99'.When finished, it saves the display
**go that you can open it again in the Builder.
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*/

PROCEDURE import 100 IS
the image OG_Image;
file name VARCHAR2 (7) ;
BEGIN
FOR i IN 0..99 LOOP
file name:='image'||SUBSTR(TO CHAR(i, '09'), 2);
the image:=0G_Import Image (File Name, OG Filesystem,
OG Tiff Iformat);

END LOOP;
OG_Save Display;
END;
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OG Clonel OO ODOOO
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OG_Delete_Smptext
OG_Destroyd D OO QOO0
OG_Draw
OG_Export_Drawingl O 0 O
OG_Export_DrawingD D OO OO O/O0000O
OG_Export_Drawingd 00 0000
OG_Export_Image
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OG_Get_Cmptext
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OG_Get_Object
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OG_Get_Smptext
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OG_Import_Image

OG_Insert_Child
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OG_Insert_Cmptext
OG_Insert_Point
OG_Insert_Smptext
OG_Make_Ellipse
OG_Make_Group
OG_Make_Image
OG_Make_Line
OG_Make_Poly
OG_Make_Rect
OG_Make_Rrect
OG_Make_Symbol
OG_Make_Text
OG_Move
OG_Point_In
OG_Point_Near
OG_Property_Exists
OG_Rotate
OG_Same
OG_Scale
OG_Set_Edgecolor
OG_Set_Fillcolor
OG_Set_Property
OG_Synchronize

OG_Update_Bbox
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OG Clone O ODOOOOMO

od
goboooooodoboooooooooooooooooooooodoboooooood
od
FUNCTION OG_Clone
(object hdl OG_Object,
damage BOOLEAN := TRUE,
update bbox BOOLEAN := TRUE)
RETURN OG Object;
oooao
object_hdl oooooooooooooooo
damage goooooooo
update_bbox uooooooooooooooooo
oono

gbobooooobooboobobobooon

OG_Clone0 00 O0O0OOOOO

/* Suppose you have created an object, and you want to
** create another identical object without having to
**again specify the same properties.

*/

PROCEDURE dup object (old object IN OG Object) IS
new object OG Object;

BEGIN
new object:=0G_Clone (0ld Object) ;

END;

OG_Damage OO OOOO
00

gboboboooobooboobobobooooooooobobob

go

PROCEDURE OG_Damage
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(object hdl OG Object) ;

|0bject_hdl gbobooooooboooooooa

OG_Damage0 000000000

/*Suppose you want to move an object. The default behavior of the built-in
**procedure OG Move is to update the bounding boxes of all of the modified
**opject's antecedants, including the layer on which the object resides.
**To update a layer's bounding boxes, Graphics Builder must examine every
object

**on that layer.If the layer contains a large number of objects,
**this operation can be very time-consuming.

*/

/*To make your application more efficient, you can move the object
**while inhibiting this automatic bounding box update, then explicitly
**ypdate only that object's bounding boxes. (Note that since the
**gutomatic bounding box update does not occur, the bounding boxes
**of the object's antecedants may be inaccurate.)

*/

/*When you modify an object with a FALSE bounding box update flag,
**you may also want to use a FALSE damage flag.In this case,
**when you are through modifying the object, you would invoke
**0G_Damage to explicitly damage the object.

*/

PROCEDURE move_efficiently (the object OG Object) IS
offset OG_Point;

BEGIN
offset.x:=0G_Inch;
offset.y:=0G_Inch;
OG_Move (The Object, offset, FALSE, FALSE)
OG_Update Bbox (The Object, OG_Bothbbox) ;
OG_Damage (The Object) ;

END;

OG_Delete Child

oo

gbobobobooboboboboboobobooboboIoboobobobobooboon
oo
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oo
PROCEDURE OG Delete Child
(group hdl OG_Object,
indx NUMBER,
total NUMBER,
damage BOOLEAN := TRUE,
update bbox BOOLEAN := TRUE) ;
gooogd
group_hdl ooooooooooooooooo
indx 00000o0oOo0o00ooO0o0o0oooOOooDooOooOooooOo
total 0oooooooooooooo
Damage goooboooo
update_bbox ooo0ooooooooooooooo
gooogod

gbobobobobooooobooooooobobobobooobooooooboobobooobooon
gboboboobooboboboboboobooooboooobooboooooobobOobo
gboboboONULLODODOODOObOOOOOOOobOO0ObObOObOO0OOO0bO0bObOO0Oon
gbobobooboobobooooNILLOOOobOOooooooooooboobooboooon
ood

gbobobooboooboooobooboooboboooboobobooobooooobooboboOobo
gboboboooobooboobobobooooo

OG_Delete_ChildO O

/*Suppose you have a several objects representing products

**in a warehouse, and you want to move one of the products
**from one warehouse to another.Your display may use a group
**comprised of the products to represent the inventory for each
**warehouse.To move a product from one warehouse to another,
**you would want to get the handle to the product object,
**delete it from one warehouse group, and add it to another
**warehouse group.

*/
/*Note that this procedure changes only the internal composition
**xof the group objects.To move or change the appearance of the
**product object, you must use other Graphics Builder built-in procedures.
*/
PROCEDURE move_ prod (warehousel IN OG Object, warehouse2 IN
OG_Object, prod index IN number) IS
the prod O0OG Object;
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BEGIN
the prod:=0G_Get_Child(Warehousel, prod_ index) ;
OG Delete Child(Warehousel, prod index, 1);
OG_Insert Child(Warehouse2, the prod, OG_Last);
END;

OG_Delete_ Cmptext

RN
ggoogooboooobooobooobobboobboobDIcboobboobbboooDbo
ggoooobooooboooboobobboobboobboobbOoobbooboboiIbo
goboooobooboooo
oo
PROCEDURE OG Delete Cmptext
(text hdl OG_Object,
indx NUMBER,
total NUMBER,
damage BOOLEAN := TRUE,
update bbox BOOLEAN := TRUE) ;
gooogd
text_hdl oo0ooooooooooooooo
indx oooo0ooooooooooOoOoobooboO0ob0o0ooooooooooon
ooooooooooooo
total oo0oooooooooooooo
Damage goooboooo
update_bbox oooo0oooooooooooooo
gooood

gboboboobooboobooboboobooboooooooboboboboboboboobobo

OG_Delete_Cmptextd O

/*Suppose you use a text object to display messages to the user.
**A previous part of your application produced two-line messages,
**pbut the part of the display that is currently being used produces
**only one-line messages.You may want to delete the extraneous
**compound text element.

*/

PROCEDURE delete msg_line (msg object IN OG_Object,
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line index IN number) IS
BEGIN

OG Delete Cmptext (Msg Object, line index, 1);
END;

OG_Delete Point

oo
gdbooooboooobobooboooboboobbooobDbUoobboobbolmooobg
goooboooooon

RN
PROCEDURE OG Delete Point

(poly hdl 0G_Object,

indx NUMBER,

total NUMBER,

damage BOOLEAN := TRUE,
update bbox BOOLEAN := TRUE) ;

goood
poly _hdl goo0obOobOo0oboobooboooboboboboobooog

indx goooboboooboobooooobo

total goooboooo

Damage goboooooo

update_bbox gooobOoboooboooooobo
gooogod

Graphics Builderl U D 000000000000 O0OO0OOOOO0OODOODOOOOOOOO0
gbobobobooboboboboboobobooboobobobobobobOobOobOoboon
gbobobobooboooooboobobobooboooooooobobobobooobooobonDo

OG_Delete_Point0 O

/*Suppose you have several polygons on a map, each of which
**connects the cities along a specific distribution route.

**Tf a city is transferred from one distribution route to another,
**you would want to get the point representing that city,

**delete it from one polygon, and add it to another polygon.

*/

PROCEDURE move city(routel IN OG Object, route2 IN
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OG Object, city index IN number) IS
the city OG_Point;
BEGIN
the city:=0G_Get_ Point (Routel, city index);
OG Delete Point (Routel, city index, 1);
OG_Insert Point (Route2, OG_Last, the city);
END;

OG_Delete_Property

go
uboboboooobooboboboboboboooboooboobobobo
go
PROCEDURE OG_Delete_ Property
(object hdl OG Object,
prop name  VARCHAR2) ;
gooog
object_hdl oooooooooboon
prop_name gooobobooooo

OG_Delete_Propertyd O

/* The following procedure deletes the property 'priority'
** from every child object in a named group:

*/

PROCEDURE example (group name VARCHAR2) IS
group_obj OG_Object;
child count NUMBER;
child obj OG_Object;

BEGIN
group_obj := OG_Get Object (Group Name) ;
child count := OG_Get Childcount (Group_Obj) ;

FOR i IN 0..child count LOOP

child obj := OG_Get Child(Group Obj, 1);
OG Delete Property(Child Obj, 'priority');
END LOOP;

END;
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OG_Delete_Smptext

go

oo

gpoooo

gooogoo

gboboboboobobobobobooboboobooboboboboboboboobboono
gbobobooboobobobobooboboboobobobobooboboOoboboooon
gbobobooooboooboooboobobobobooooo

PROCEDURE OG Delete Smptext

(text hdl OG_Object,

cmpindex NUMBER,

smpindex NUMBER,

total NUMBER,

damage BOOLEAN := TRUE,

update bbox BOOLEAN := TRUE) ;
text_hdl gooobooboboooboobooog
Cmpindex goooboboobooboboooboboobooboboag
smpindex goooboboobobobooboon
total goooboboooooboogoo
Damage goboooooo
update_bbox gooobobooobobooooobo

gbobobooooooboobooobooboboboboooooboboboboobooooon
gboooooboboboboooobooboboooboobobbooooboobO0boobooon
gboboboooboobobobobobooboooooboobobon

OG_Delete_Smptextl O

/* Suppose you have created a message text object.To change

**the message it contains, you would delete the simple text element
**containing the current message and insert a new simple text element
**containing the new message.To maintain the font and other attributes,
**however, you first would want to get the simple text element into an
**attribute record.That way, you could modify only the text string,
**and leave the other attribute settings (such as font) unchanged.

*/

PROCEDURE put msg(mess IN VARCHAR2) IS
msgobj OG_Object;
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msgrec OG_Smptext Attr;
BEGIN

msgobj := OG_Get Object('msg');

OG_Get Smptext (msgobj, 0, 0, msgrec);

OG Delete Smptext (msgobj, 0, 0, 1);

msgrec.mask:= OG_STR_SMPTEXTA;

msgrec.str:= mess;

OG_Insert Smptext (msgobj, msgrec, 0, OG LAST) ;
END;

OG_Destroyll O OO QOOO

oo

oo

gpoooo

gooogoo

gboboboobooboobooobooboboboboboobobboboboboboooon
gbobobooooooboobooboboooo

PROCEDURE OG_Destroy
(object hdl OG_Object,

recurse BOOLEAN := FALSE,
damage BOOLEAN := TRUE,
update bbox BOOLEAN := TRUE) ;
object_hdl gooooO0ooOoDoooooogoo
Recurse Jo0d0000oooDo000ooooooooDo0ooooooooooDooonD

OFALSEDOO0O0O0OODOOOOOOOO0O000O0O0O0O0OOOODOO0O0O0
gbobooooooboboooooooboooobo

Damage goooboooo

update_bbox gboboooboooboooooooooo

gboboboobooboobooobobO0obOobO0recurse00DO0TRUEDDODOOOODOO
gbobobooboomoooooooomooooboooboobobooooboobooooon
gboboboobobooboboboboboooobooboboboboboobobooboobOooon
gbobobooboobooboobobobooooboobobobobobooboboOoboboooon
gbobobooboobooobooboboobooboooooooboboboboboboboobobo

recursel] FALSEO O O O Oobject_ hdiD OO0 DO O00OO0O0O0O00O0OOC0OOOOODOODO
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OG_DestroyD OO O OOOOOO

OG_Draw

go

go

gpoooo

gooogoo

OG_Draw O

/* The following procedure destroys the specified object:

*/

PROCEDURE destroy obj (obj name VARCHAR2) IS
object OG _Object;

BEGIN
object := OG_Get Object (Obj Name) ;
OG_Destroy (Object) ;

END;

gboboboobooobooboobobobobooooooboobobob

PROCEDURE OG_Draw
(object hdl OG Object) ;

object_hdl gbobooooooboooooood

gbobobooboooboooooooobobobobooooobooboboboobobobo
gbobooboobobobobobobobobooboboboobboobobobobobboobooo
gboboboboooooooon

000000000 00000DOGraphicsBuilderD OO0 0000000000000 O00OOOO
gbobobobooboooooboobobobooboooooooobobobobooobooobonDo

/*Suppose you want to clone an object and have it appear on the
**]ayout smoothly, without causing a damage region to be redrawn.
**First, you would create the object by calling OG Clone with a FALSE
**damage flag .Then, you can make the object appear on the layout
**py calling OG Draw.

*

/

PROCEDURE clone object IS
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the object OG _Object;
new_object OG_Object;

BEGIN
the object:=0G_Get_ Object ('My Object');
new_object:=0G_Clone (The Object, FALSE);
OG_Draw (new_object) ;

END;

OG_Export_Drawingl 0 O O

oo

gboboboboboboboboboobobooboOobOobOoboOIbobobobOoboon
gboboooooonDg

oo

PROCEDURE OG_Export Drawing
(name VARCHAR2,
repository  NUMBER,
format NUMBER,
compression NUMBER := OG_No Icompression) ;

gpoooo

name goboooooooobooooboooooooooooboooooooooo
gbobooooooooobooOooboOoOoooobOOoOoOoOoOobooOoOoooboOooon
goboooooooooooooooobooooooooboooooooooo
gboooooooooooooooDo

repository goboooooooooooboooooobooooboooboooooooooo
gobbooobooooooooobooOooobooOoooboOooobooOoooboOooooo
oood

0G_Db gbooooooooboooooooooobooon
0G_Filesystem obooooooooooooooooobooooon

format gbooooboooooooboobooooooooboooboOoobooboOooooo
goboooooooooobooooooboooobooooo

0G_Cgml6é_Dformat O OOOOOODOOCOM 2000000000000
0G_Cgm32_Dformat O 0OOOOOODOOCOM 400000000 OOOO

0G_Oracle Dformat 00O 00000000 OracleD 0000 0OO0OOracle
gooobOoboooboobooboooboboooo
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compression gooboboboooobooOoooooooobobOobUoboobooboooo
goboobooooobobooobooboboooobon
0G_No_Ilcompression goooooooooon
0G_H3g_lcompression CCITT Group 30000 0DO0O0DOOOODO
oo
0G_G3fax_lcompression Group 3FAXODO OO DODOOOOOODODODOO

gobooooooooooooboooooo
gbooooooooooboooo

0G_G4fax_Icompression Group 4 FAXDOODOOOOOOOOOOOO
gbboooooooooooooOoboOooooo
gboooooooooboooo

0G_Pack_Icompression PackBitsU OO OO OOOODOOOOOOO
goobooboboooooooooooobo
OOoTIFFOOODOODOOODOODOO

0G_Lzwhdiff_lcompression goooooooOoooowooooooo
goooooooobo

0G_Lzwnohdiff_lcompression 0000000000000 LWOOOOOO
goboooooooboo

06_Jpeg_Lowest_lcompression JPEG0 000 0000000000000
00000mMO0000000000000n
oooooo

06_Jpeg_Low_lcompression JPEG0 0000000000000 0N0N0m
00000mMO0000NoNoNoNonoonoonoo
oo

0G_Jpeg_Medium_lcompression JPEGO 0000000000 OOOOOOO
00000 ooooobooooooo
oag

0G_Jpeg_High_lcompression Jrec0 00000000000 0oooom
gooo0omoooooooooooooda
0ogd

0G_Jpeg_Highest_lcompression JPEGO 00 000000000000 OOMOMI
goooomooooboboooboboboo
gooogo

OG_Export_Drawingd OO0 O QOO

/*Suppose you want to export the display contents to the CGM file
**'my draw' so that you can later import it into some other application.
** The following procedure does this:

*/
PROCEDURE export the drawing IS
BEGIN
OG_Export Drawing('My Draw', OG Filesystem, OG Cgmlé Dformat) ;
END;
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OG_Export_ Drawing O OO QOO 4Od/0doddd

od
gobooooboooboooooodooooooooooolooodooooooooon
goooodgooo
od
PROCEDURE OG_ Export Drawing
(name VARCHAR2,
repository  NUMBER,
format NUMBER,
object hdl 0OG Object,
compression NUMBER := OG_No_Icompression) ;
oooao
name gooooooooooooooboo0o0oboooooooooooooooon

gbboooboobooooooooooobOo0oobooOoO0OoOoboOoobooboOooon
gobboobooooooobOooobooOooboo0oOoOo0oOoOOoOobOoOoOoboOoooo
gbooooooooooooooo

Repository goodoooooooooobooooooboooooobooooooooooon
JOod00ooOooOO0o0do0oobOboo0o0oobOooo0oooo0ooooboooooOooOon
oooad
0G_Db Oo000d00O0oo0o0o0oOoboooooooooo
0G_Filesystem O000d000oOo0o0o0oO0obooooooboooooon

format

goboooooooooboooOooooooo0oooOoobooobo0oooo
gobooooooooooOooboooboOoobooooa

0G_Cgml6é_Dformat O OO OO0OOOOOCM 2000000000000
06_Cgm32_Dformat OO OOO0OOOOOCM 4000000O0COOOO

0G_Oracle_ Dformat OO O0O0O0O00OO0O0OO0ODOOracleD 000000O0OOracle
gboboooooobooooooooooboooon

object_hdl gboooooooooboooOooooooo0ooobooobooobo0oooo
gobboooooooooboobooOoboo0oOoOo0oOobOOoOobOoOoOboOoooo
gboooooooooboooOooooooo0ooobooobooobo0oooo
0000000000006 Get Ohject 00D OOO0OOOOODOOOODODOO
oboooooooooo
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Compression

goboooooooooboooOooooooo0ooobOoobooobo0oooo
gobboooooooooboboooooboboooooo

0G_No_Ilcompression
0G_H3g_lcompression

0G_G3fax_lcompression

0G_G4fax_Ilcompression

0G_Pack_lcompression

0G_Lzwhdiff_lcompression
0G_Lzwnohdiff_lcompression

0G_Jpeg_Lowest_lcompression

0G_Jpeg_Low_lcompression

0G_Jpeg_Medium_Ilcompression

0G_Jpeg_High_lcompression

0G_Jpeg_Highest_Ilcompression

oooooooooboon

CCITT Group 3O OOOCOOOODOODODOO
oo

Group 3FAXODOODOOOOOOOODOOODOOO
oooooooooboooooooooooDo
gbobooooooooooooo

Group 4 FAXO OO OOOOODODOOODOO
gboboooooobooooooooooobo
gbobooooooooooooo

PackBitsU OO OO OOOODODOOOCOOO
gboboooooobooooooooooobo
goomFrFO000OO000O00000

gbobooobooooboobwwoooonbo
oboooooooboon

gboboooobooooooboowwvooobo
oobooooooooooo

JecOD 0 0000000000000C0DOO
obobooooobooooooooooDo
gooooooo

JeEGOD 00000000000 DO000O0O
gboboooooobooooooooooobo
gooo

JeEGOD 0 0000000000000 0O00
gboboooooobooooooooooobo
oooo

00 00000000000000D0O
ooboooooooooooooooDo
gooo

JeEGO 0 0000000000000 DbO00
gboboooooobooooooooooobo
gooooooo

OG_Export_ Drawingd 00000 O0/000000000

/* Suppose you want to export the contents of

'layer0' to the CGM file

** 'my draw' so that you can later import it into some other application.
** The following procedure does this:

*/
*/

PROCEDURE export_the drawing IS

the layer
BEGIN

OG_Object;
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the layer:=0G_Get Object ('Layer0') ;
OG_Export Drawing('My Draw', OG_Filesystem,
OG_Cgmlé Dformat, the layer);
END;

OG_Export_DrawingD OO O 00O O

od
gobooooboooboooooOooOooooOoooOoOooOoOoOoOobOIboboooOobooOoOoOooDo
gobooooooogo
od
PROCEDURE OG_Export_ Drawing
(name VARCHAR2,
repository  NUMBER,
format NUMBER,
window hdl OG_Window,
compression NUMBER := OG_No Icompression) ;
oooao
name 00000o0ooooooooooooooboooocooboooooooobooo

gbbooooooobooboboOoooooooboOoobOoooooOoooooaon
gobooooooooooboooooooooobooobooooooooDo
gobooooooooooboooooooooo

Repository gobooooooooooboobooooboooboooooooooooDo
gbbooooooooobooboOooooobobooobOoOoooboOoooboboooDo
oooooao

0G_Db gbooboooooobooooooooobooon
0G_Filesystem gboboooooooooooooboooooooooo

format gbbooooooooooboboOoooooooboOoobOo0oooDobOOoOoDO
goboooboooooooboooboooooooooooo

0G_Cgml6é_Dformat O OOOOOODOOCOM 2000000000000
0G_Cgm32_Dformat O 0OOOOOODOOCOM 400000000 OOOO

0G_Oracle Dformat 00O O0OOO0OOOOracleD0O0OOODOO
Oracle0 000000000 0ODODOOODOOOODOOO

window_hdl gbobooooooooooboboOooooooooOooboO0OoDbbooboOoDo
gbooooooooobooooobooooooooooDo
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Compression goboooooooooboooboooooooooooobooooboon
gobooooooooooOoooboooboOoobooooa

0G_G3fax_Ilcompression Group 3 FAXOODOODOODOOODOO
gooooobobooboboobooooo
gboooooboobobobobobooo
0G_G4fax_lcompression Group 4 FAXOOOOOOOOOOOOO
goooooboboobobooboooo
goOoooobooboboobobooooo
0G_H3g_lcompression CCITT Group 300 000D DOOODODO
gooo
0G_Jpeg_High_lcompression G0 000000000000 0DD
goooooobOooboboobooooo
gooobooo
0G_Jpeg_Highest_lcompression JPEGOD 00000000 O0OOOOOO
gooooooboobobooboooo
goooboboooo
0G_Jpeg_Low_Ilcompression JEGO 0000000000 00O0oon
gooooooboobobooboooo
goooooo
0G_Jpeg_Lowest_lcompression JPEGO 00 00000000O0ODODOO
gooooo0obOooboboobooooo
goooboboooo
0G_Jpeg_Medium_lcompression JPEGOD O 0000000 OOOOOOO
goooooobobobobooboooo
gooobooo
0G_Lzwhdiff_lcompression ooooooooooooLwooooog
goooboobobooooo
0G_Lzwnohdiff_lcompression ooooooooooooowwoooog
gooobobooobooboono
0G_No_Ilcompression oooooooooooo
0G_Pack_lcompression PackBitsU 00 OO0 OOO0OOOOO
gooobobooobobooooobo

goooooomrFoooobooooa
oo

OG_Export Drawingd OO OO O QOO0

/* Suppose you want to export the contents of the 'Main Layout'
** window to the CGM file 'my draw' so that you can later import it
** into some other application.The following procedure does this:
*
/
PROCEDURE export_the drawing IS
the window OG_Window;
BEGIN
the window:=0G Get Window('Main Layout');
OG_Export Drawing('My Draw', OG_Filesystem,
OG_Cgmlé_Dformat, the window) ;
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END;

OG_Export_Image

od
U0000000000GraphicsBuilderD OO0 O0001000000000000O0000000O
od
PROCEDURE OG_Export_Image
(name VARCHAR2,
repository  NUMBER,
format NUMBER,
image hdl OG_Object,
compression NUMBER := OG_No Icompression) ;
oooao
name 0ododoooooooooooooonooonooonooooooooonooag

gbobdooooooooooooooboOoOoboOo0oOoboOoOoobooOooooa
gboboooooooboooooooooooooooo0ooobooboooooo
goooooa

Repository gboboooooooooooobooooooooooooo0ooboobooooo
gbobooobooooooooooobooobobooooOoooooboooooo

0G_Db oboboooooboooooooooo
0G_Filesystem goboooooooooboooooooobooo

format gbobooooooooooooooboooobooooboooooooonooo
gbobobdooooobooooooooooboooo

06_Bmp_Iformat O O0O000Windows/0S20 00 0000000000000
G_Cals_Iformat OOOOOCALS Type 100000000000000

0G_Gif_Iformat gOO0O00OCompuServed GIFOD OO DODOODOmGIFODOODO
0 0G_Lzwhdiff_lcompression0 0000000000 OO
goood

oc_Jfif_Iformat 0O0OOOJECOO00O00O0O0OOOOOOOOOOCOOO
oo

0G_Pict_Iformat 0000 OMacintoshOPICTOOOOOOOOO
0G_Ras_Iformat OO0OOOSINOOOOOOOOOOCOOOO

OG_Tiff_Iformat OO000O0OTegDOOOOO0OO0O0OOOO0O0DOOOODGOOO
gooo

image_hdl 0000000000000 0000C000000MO3000GraphicsBuilder

gboboooboooboooooooooo
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Compression gbobooooooobooooooooboooooooo0oobooboooooo
goooooa

0G_G3fax_Ilcompression

0G_G4fax_Ilcompression

0G_H3g_lcompression

0G_Jpeg_High_lcompression

0G_Jpeg_Highest_lcompression

0G_Jpeg_Low_lcompression

0G_Jpeg_Lowest_lcompression

0G_Jpeg_Medium_Ilcompression

0G_Lzwhdiff_lcompression

0G_Lzwnohdiff_lcompression

0G_No_Ilcompression
0G_Pack_Icompression

Group3FAXO OO OODODOOODOOODODO
gboooooooooboooooooa
gbooooooooobooooo

Group 4 FAXO OO OOODOOODOOODODO
gboooooooooboooobooooa
gboooooooooobooooon
CCITTGroup 30O OOOOOODOODODOO
oo

JeeGD 00 0000000000000O0O0
goboooooooooboooooooo
oood

JeecO 00000 OoOo0ooooooooonoo
gboooooooooboooobooooa
oboboooooo

JeecO 00000 oOoOooooooooonoo
gboooooooooboooooooa
ooog

D 00 0000000000000O0O0
goboooooooooboooooooo
oboboooooo

JeecO 0 0000oOo0oooooooooo
gboooooooooboooobooooo
oood
goooooooooobowwwooooog
gboooooooooboooooood
GlFODOO0O0O0O0O0DoOooon
gobooboooooooooLwwooood
obooooooooooo

gboooooooooon

PackBits OO O OOO0OO0OODOOCOOO
gboooooooooboooobooooa
ooogTIFFOO0O0O00000o00on

OG_Export_Imagel] O

/* Suppose you want to export the image named 'imageO' to the TIFF file
**'my image' so that you can later import it into some other application

**The following procedure does this:

*/

PROCEDURE export_the image IS
the image 0OG Object;

BEGIN

the image:=0G_Get Object('imagel') ;

OG_Export Image('my_ image', OG_Filesystem,

OG _Tiff Iformat,

the image) ;
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END;

OG_Get_Char_Property

go

oo

gooog

god

gboboboobobobobbobobobooboobocHARDObDObOOoOoOoOoOooon
ao

FUNCTION OG_Get_Char_Property
(object hdl OG Object,
prop name  VARCHAR2)
RETURN VARCHAR2;

object_hdl gooo0ooo0oboooooooboooboooooo
prop_name goooboboooooooog

gbobooooogobog

OG_Get_Char_Propertyl 0

/*The following procedure gets the 'status' property
**in each child object in a group, and then changes
**the object's color if the status is 'obsolete':
*

/
PROCEDURE example (group name VARCHAR2) IS

group_obj OG_Object;

child count NUMBER;

child obj OG_Object;

stat VARCHAR2 (10) ;

BEGIN
group_obj := OG_Get Object (Group Name) ;
child count := OG _Get Childcount (Group Obj) ;

FOR i IN 0..child count LOOP

child obj := OG_Get_ Child(Group_ Obj, 1i);
stat := OG_Get Char Property(Child Obj, 'status');
IF stat = 'obsolete' THEN
OG_Set Fillcolor(Child Obj, 'red');
END IF;
END LOOP;
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END;

OG_Get_Child

oo

go

gooog

god

gboboboobooboobooboooboboboboboooooboobobo0oboooon
gooo

FUNCTION OG Get Child
(group hdl OG _Object,
indx NUMBER)

RETURN OG Object;

group_hdl obobooooooooooooooooooooon
indx 00o000000o00o0o00o0oo00o00o0omoooooooooooo
oooooo

gboboboooooboooboobobobooooo

OG_Get_ChildO O

/*Suppose you have a several objects representing products

**in a warehouse, and you want to move one of the products

**from one warehouse to another.Your display may use a group
**comprised of the products to represent the inventory for each
**warehouse.To move a product from one warehouse to another,

**you would want to get the handle to the product object, delete it
**from one warehouse group, and add it to another warehouse group.

*/

PROCEDURE move_prod (warehousel IN OG_Object, warehouse2 IN
OG Object, prod index in number) IS
the prod O0G_Object;
BEGIN
the prod:=0G_Get_Child(Warehousel, prod_ index) ;
OG Delete Child(Warehousel, prod index, 1);
OG_Insert Child(Warehouse2, the prod, OG_Last);
END;
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/*Note that this procedure changes only the internal composition
**xof the group objects.To move or change the appearance of the
**product object, you must use other Graphics Builder built-in procedures.

*/

OG_Get_Cmptext
oo

gboboboooooooooooboobobobobooooobooboboobOO0obOoboon
gboboboobobobobobobobobobOobobobobOobOobOobOobOoDbo
gbobobooooboboboiimoooboboboobobobn

go

PROCEDURE OG_Get_ Cmptext
(text hdl OG_Object,
indx NUMBER,
attr IN OUT OG Cmptext Attr);

gpoooo

text_hdl gbobooooooboooooooa
indx gbobodoobooobooooooooooOooboooboOobooboOoooo
attr gbobooooOooobooooooooooboooboboobooooon

gooogo

gooobooooooboobooooboooooboboboooobobooooobbooobon
OG_Get_ Cmptextl DO O00OODOO0OOOOODLOOOOOODODOOOOODOODODOOO0
gooooob

OG_Get_Cmptextd O

/* Suppose you want to determine how many simple text elements
**compose the first compound text element within a text object.
**Knowing this, you can loop through and examine each simple text element.

*/

FUNCTION how_many (my_ text IN OG_Object) RETURN NUMBER IS
ctext _rec OG_Cmptext Attr;
BEGIN
ctext rec.mask:=0G_Stcount Cmptexta;
OG_Get Cmptxt (My Text, 0, ctext rec);
RETURN (ctext rec.stcount) ;
END;
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OG_Get_Date_Property

go

go

gooog

god

gboboboooboobooboboboooob0obO0bOobO00ODATEDODODOOODOOODOO
ao

FUNCTION OG_Get_Date_ Property

(object hdl OG Object,

prop name  VARCHAR2,

date fmt VARCHAR2 := 'DD-MON-YY')
RETURN DATE;

object_hdl gooobobOooooboboooboboboooo

prop_name goooboboooooooog

date_fmt 0G_Set Propertyl D00 00ODOO0ODOODOOODOOOODODDOODO
oo

gbobooooogobog

OG_Get_Date__Propertyll O

/*The following procedure gets the 'due_date' property in each child object
**in a group, and then changes the object's color if the due date has past:

*/

PROCEDURE example (group name VARCHAR2) IS
group_obj OG_Object;
child count NUMBER;
child obj OG_Object;

due DATE;

BEGIN
group_obj := OG_Get Object (Group Name) ;
child count := OG_Get Childcount (Group_Obj) ;

FOR i IN 0..child count-1 LOOP
child obj := OG_Get_ Child(Group_ Obj, 1i);
due := OG_Get Date Property(Child Obj, 'due date');
IF due < sysdate THEN
OG_Set Fillcolor(Child Obj, 'red');
END IF;
END LOOP;

47




gpoooo

END;

OG_Get_Num_Property

oo
gbobobobooboobooobooboooooboboboboobooooobooboobobooobooon
oo
FUNCTION OG_Get Num_Property
(object _hdl OG Object,
prop name  VARCHAR2)
RETURN NUMBER;
gooog
object_hdl gobooooooooooooooobooboooooo
prop_name ooboooooooboooooo
god

gbobooooogobog

OG_Get_Num_Property( O

/* The following procedure gets the 'priority' property in each child object
**in a group, and then sets the priority to one greater than its current
value:
*/
PROCEDURE example (group name VARCHAR2) IS

group_obj OG_Object;

child count NUMBER;

child obj OG_Object;

current p NUMBER ;

BEGIN
group_obj := OG_Get Object (Group Name) ;
child count := OG _Get Childcount (Group Obj) ;

FOR i IN 0..child count-1 LOOP

child obj := OG_Get Child(Group Obj, 1);

current p := OG_Get Num Property(Child Obj, 'priority');

OG_Set Property(Child Obj, 'priority', current p + 1);
END LOOP;

END;
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OG_Get_Object

od
goboooobooobobooooOoboOobooOooooOooobooooboOoOoooboOoOoDOboOooon
oboomomooooogooooobooooooomoooodoooooooon
BuiderDOOOOOOOOOO0OO0O0O000O0O0OO0O0O0O0O0O0O0O00O0O0O0O0O0O0C0O000A0
goboobooobooooooobooobOooooOobOob0ooOoOOO0OO0ObOO0O0Ob0O0O0ONULLO O
gooooooo
od
FUNCTION OG Get Object
(object name VARCHAR2)
RETURN OG Object;
FUNCTION OG _Get Object
(object name VARCHAR2,
root hdl OG_Object)
RETURN OG Object;
oooao
object_name oooooooooooooooooooOoOooooooooo
O0: OBECTNAMEOD OO OODOOOOOOCODOOOOO0BOO
root_hdl ooodoooooooooooooooooooooo
oono
goboooooooooobooooon
oooooon

root_hdl0 000000 ODOGraphics BuilderD O OO OO00O00000O0O0O0O0O0O0DOOOOO
gboboboobooboobooboboboooboobobobobobooboboobobOobo
U D0Oreot_hdlD OO0 0ODOOGraphics BuiderU OO OOODOO0OO0OO0O0O0OO0OO0ODOOOOOODOO
gboboboobooboooboboboboobooobobobOobobooboobobooon
gooooob

object name0 0 0000000000000 0DOO0OO0OOODOOOODOODODOOODODO
gboboboobobobooobooboobobobooboboboboobooobooboooon
UbO0D00000D000G_Insert_Childll OG_Delete_Child0 OO0 O OO0O0O00O00O0OO0O0OOO
gboboooooo

OG_Get_Object] O

/* Suppose you have a map of the world and you want to change
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**the color of one of the countries.First, you would get the handle
**to the country object, then you would change its color.

*/

PROCEDURE color country(country name) IS
my object OG_Object;
obj record OG Graphic Ca;

BEGIN
my object:=0G_Get Object (Country Name) ;
obj_record.graphic_ caob.mask:=0G_None_Generica;
obj record.graphic caoh.mask:=0G Ffcolor Graphica;
obj record.graphic caoh.ffcolor:='red';
OG_Set Attr(My Object, obj record) ;

END;

OG_Get Point

od
oboooooboocoboboooboooobooooboOoooooxobooOyooooooooo
oooodd
od
FUNCTION OG Get Point
(object hdl OG Object,
indx NUMBER
rotated BOOLEAN := FALSE)
RETURN OG_Point;
oooao
object_hdl oooooooooooo
indx ooooooooo
rotated 00odoooooooooooooomoooooooooooooo
ooooood
oo
goooodgooo
oooooon

Oo00O: 0000000mdexD0000DOO0ODO
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OO0OoOoOOOOO0OO0OO0OO0OO0000: O0odooooooibooooboono20o00000
gbos3spooooooboobobo

ooooO: 0D0oo0ODbOUbObbIIDbOO00O0ODLOoObO20000000D30ODbOO0O0O0ODOO
god

O: 0000000000 IDO0DO0O0OODO
Ooo0o000o00O0O0O00: 00000000

Graphics BuilderD O OO0 000000000000 OO0O0OO0O0DOO0DOO0ODOOOOOOOOOD0
gbobooboboobobobobobooboboobobobobobobobobOobOobDon
gboboboobobooboobobobobooooooboobobobobooboobobo

OG_Get_PointO O

/* Suppose you have several polygons on a map, each of which connects
**the cities within a specific distribution area.If a city is transferred
from one

**distribution area to another, you would want to get a handle to the point
**representing that city, delete it from one polygon, and add it to another
polygon.

*/

PROCEDURE move_city(areal IN OG_Object, area2 IN OG Object,
city index NUMBER) IS
the city OG_Point;
BEGIN
the city:=0G_Get_ Point (Areal, city index);
OG Delete Point (Areal, city index, 1);
OG_Insert Point (Area2, OG Last, the city);
END;

OG_Get_Smptext

oo

go

gboboboobooboooooooobobobobooooboobooboboobobobo
gboboboobooboobooboboooboooboobooboboooboobobooboobooon
gboboboooboobooboobobooobooooooobobooboobobob0obonon
gbobobooooboobooboobobobooboobooboboobobOobo

PROCEDURE OG_Get_ Smptext
(text hdl OG_Object,
cmpindex NUMBER,
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gooog

gooogoo

smpindex NUMBER,
attr IN OUT OG_Smptext Attr);
text_hdl goodooooboooooooooa
Cmpindx goodobobooooboo0oobooobobbooobobooobooo
goooooooa
Smpindex 000d0ooboooooooboooooooooooooo
attr J00d0ooboooooooboooooooooooooo

gooobooooooboobooooboooooboboboooobobooooobbooobon
OG Get Smptextl DD OO DOOD0OOO0OODOOOOODOOOOODOOOODOOOOOODn
gooooob

OG_Get_Smptextd O

/* Suppose you have created a message text object.To change the
**message it contains, you would delete the simple text element containing
**the current message and insert a new simple text element containing the
**new message.To maintain the font and other attributes, however,
**you first would want to get the simple text element into an attribute
record.

**That way youcouldmodifyonly the text string, and leave theotherattribute
**gettings (such as font) unchanged.

*/

PROCEDURE put msg (mess IN VARCHAR2) IS
msgobj OG_Object;
msgrec OG_Smptext Attr;
BEGIN
msgobj :=0G_Get Object ('Msg') ;
msgrec.mask:=0G_Font Smptexta+
OG_Color_Smptexta;
msgrec. font.mask:=0G_All Fonta;
OG_Get Smptext (Msgobj, 0, 0, msgrec);
OG Delete Smptext (Msgobj, 0, 0, 1, FALSE);
msgrec.mask:=msgrec.mask + OG_Str Smptexta;
msgrec.str:=mess;
OG_Insert Smptext (Msgobj, msgrec, 0, OG Last);
END;
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OG_Import_Drawing

go

go

gpoooo

gbobobooboobooobooooooobooboboboooboooobobooooooboobOobo

gboboboob

FUNCTION OG_Import_ Drawing

(name

VARCHAR2,

repository  NUMBER,

format
use colors
damage

NUMBER,
BOOLEAN,
BOOLEAN := TRUE,

update bbox BOOLEAN := TRUE)
RETURN OG Object;

FUNCTION OG_Import_ Drawing

(name VARCHAR2,
repository  NUMBER,

format NUMBER,

use_colors BOOLEAN,

parent _hdl OG Object,

damage BOOLEAN := TRUE,
update bbox BOOLEAN := TRUE)

RETURN OG Object;

name

gbboobooooooobooobooOoobooOoOooOoOobOOoOobOoOoOoboOoooo
goboooobooooooobOooo0ooOoO0bObOOooboDbOo00oDbOo00onn
gobooooooooobooooobooooo0oooOoobooobo0oooo
gboooooooooboooo

Repository 000000D000000000000000000000000000000
000000000000000000000000000000000000
oooooo
0G_Db 000000000000000000000000000
oooo
0G_Filesysten 000000000000000000000000000
0oooooo
format 000000000000000000000000000000000000

gboooooooooboooboobooooon

06_Cgm Dformat OOOOOOOOOCMIO(IOOOOO04000)000
0000000000000

06_Oracle_Dformat0 000000 O0 DO O0racled 000000 OOracle
0000000000000000000000
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use_colors gboooooooooboooOooooooo0ooobooobooobo0oooo
OOTRUEDOOO0OO0O0OCOOOOOOOOOOODOOODOOODOOFALSEDDDOO
Graphics BuilderD O 0OOCOOOOO00OO0OODOOOOOOOOOO

parent_hdl gobboooooooooboobooOoboo0oOoOo0oOobOOoOobOoOoOboOoooo
gooooooooooooOoOoOoooOoOOoooooooooooooooo
gooooooooooooOoOoboooO0ob00ooooooooooOobon
gooooooooooooOoOoboooO0ob00ooooooooooOobon
Damage ooooooobogoo

update_bbox gpboooooooooboooooo

oogd

gbobobobooooooobooboobobo

OG_Import_DrawingO O

/* Suppose you want to import the contents of the CGM file 'my draw'
**onto the layer 'layer0O'.You can get the object handle to the layer,
**then use that for parent hdl.The following procedure does this:
*
/
PROCEDURE import the drawing IS
the layer OG_Object;
dummy OG_Object;
BEGIN
the layer:=0G_Get Object ('Layer0') ;
dummy : =0G_Import Drawing('My Draw', OG_Filesystem,
OG_Cgmleé Dformat, FALSE, the layer);
END;

OG_Import_Image
oad

gbobobooboobooboooooboooooooobooboobobboobobO0oboooon
gbobooogo

go

FUNCTION OG_Import_ Image
(name VARCHAR2,
repository  NUMBER,
format NUMBER,
damage BOOLEAN := TRUE,
update bbox BOOLEAN := TRUE)
RETURN OG Object;
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gbobooooooooooooooooobobooooooooooooobooon
gboboooooooooooooooOoobboooooooooooobooOooon
gboboooooooooooooobooooboooooooooboooboooon

gbobodooooooooooooooboOoooboOoOooOooOoOooOoOoOoboOoOoon
obobooooooooooooooboooobooooooooobooobooooon

0G_Db gbobodoooooboooboooooboooboooooo
oo

0G_Filesystem gbobodooobooobooooooooooooooboooobo
oono

gbobodoooooooobooooooobooboooobooooooOoooobooooon
goboooooooooooooog

0G_Any_Iformat Graphics Builder0 000 000000000000000

O0: 00000000000000O0raclel000000000000O00OO
gboboooooobooooooood

0G_Bmp_Iformat gooooswooooooOoooooooooooo
0G_Cals_Iformat goooocAassDoooboooooooooooon
0G_Gif_Iformat oooooearFroOoOOOOOOObOO0O000o0ooo

0G_Jfif_lformat gboodooJrRiFrD0O0oboobooooocooooon

0G_Oracle_Sformat OO OOO0O0OOOracleD00O0O0O00O0OOracled OO0
gooobOoboboooboobooog

0G_Pcd_Iformat gooooecpOO0O0OO0OO0ODOODOODOOOOOOO

0G_Pcx_Iformat oooooecxoooOOOOOOOOOOOOOOOO

0G_Pict_Iformat ooooorPCctTOOoOOOOODOOOOO0OO0OO0O0O0OO

0G_Ras_Iformat oooooswooooooooooobooooooo
oooo

0G_Tiff_lformat gooooTiFF00O00DbOO0o0ooOooooooooon

gobooooooo

gbobooboooboooooooooo

goood
name
Repository
format
Damage
update_bbox
oono

gboboboooooobooobobo

OG_Import_Imaged O

/* Suppose you want to import the contents of the TIFF file 'my image'
**onto the layer 'layer0O'.The following procedure does this:

*/

PROCEDURE import_ the image IS

the image

BEGIN

OG_Object;
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OG_Activate Layer (OG Get Layer('Layer0'));
the image:=0G_Import_ Image('My_ Image', OG_Filesystem,
OG Tiff Iformat);
END;

OG _Insert_Child

oo
gdbooooboobooboobboooobboooboobObuooboobbooobooboo
g0000bO0o0ob0o0obU0ooboobobU0o0obbOU0oboUoOobbOOon0boObOdd Graphics
Builderl OO DOOOODOOODOOODOOOODOODDOODO
RN
PROCEDURE OG_Insert Child
(group hdl OG_Object,
child hdl OG_Object,
indx NUMBER,
damage BOOLEAN := TRUE,
update bbox BOOLEAN := TRUE) ;
goood
group_hdlI gooobobooboboboooboboooo
child_hdl gooobobooboobooboobobo
indx goodO0oOoOoO0oboOo0oOO00ooOoOoDOoOobDOoUOOooooOooooon
Onpd00000000000D0O0ODOO0DOODODnOObOODOOobODOoD
goofd0obooOo0obOoooOo0oobOOo0boooooooooboooDbo
gooo
0G_First gobo0obOoboOoboobDOo =oobobobobobobooo
oooo
0G_Last goboooobo0obOobD =00ob00oboooboboooo
goboooooooboboooo
Damage goooboooo
update_bbox goooboboooboboobooobo
gooood

gboboiocooooboooooooobooooboobooboooooooobooboooooboon
gboboboobooooboobobobooooboobobobobobobooobboooon
gboboboobobobobooboboboboobboboboooobdabdDb O Graphics
Buildee 0 OO0 O000O0DOO0OOO0OOODOOO0DOODODODOD OG_Activate_Layer 0 O [
OG_Show_Layerl DO DO O0OO0OO0OOO0OOO0O0DOOOOOOOO

56



oooobobooobobooboobon

U0O0OGraphics BuilderD O O OO O0O0O0DOO0ODOOO0OO0OOOOOOO0OOO0DOOOOOOOODOO
gboboboobobobooooooooboboboboooobooboobobobobobo
gboboboboboboooooooobooboboboooooobooboooooboboOobo
0000 Graphics BuilderD O OO0 O0O0O0O0O0O0O0O

gboboobooboooooooboboboboooooobooooboobOoboboboooo
gbooobobooobOobObO0ob0bO0bO00b00b000000O Graphics BuilderD OO O OO0
gboboboooobooboboboboooo

OG_lInsert_ChildO O

/* Suppose you have a several objects representing products in a warehouse,
**and you want to move one of the products from one warehouse to another.
**Your display may use a group comprised of the products to represent the
**inventory for each warehouse.To move a product from one warehouse to
**another, you would want to get the handle to the product object, delete
it

**from one warehouse group, and add it to another warehouse group.

*/

PROCEDURE move prod (warehousel IN OG Object, warehouse2 IN
OG _Object, prod index IN number) IS
the prod O0OG Object;

BEGIN
the prod:=0G_Get Child(Warehousel, prod index) ;
OG_Delete_ Child(Warehousel, prod_index, 1);
OG_Insert Child(Warehouse2, the prod, OG Last) ;

END;

OG_Insert_Cmptext

go

oo

gpoooo

gbobobobobomoooobobboobooobooooooooboobobobobooboooboonDo
gboboboboboboboboboobobooboOobOobOobobObOobOObDIDbOoboOon
gboboooboooo

PROCEDURE OG_Insert Cmptext

(text hdl OG_Object,
indx NUMBER,
damage BOOLEAN := TRUE,
update bbox BOOLEAN := TRUE) ;
text_hdl goodooooboooooooooa |
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gooogo

indx gboboboooooooooooooooboooooooooobooooon
oooo0oooooooooooooobocbonMOOnoOoOooooooon
gooooboonpOOO0O0OOO0O00OO00oOOo0oOoDbDOO00ObbO0OoDODbDO
gbobooooooooooooooooboooo0oooooDo

0G_First ooooo0ooooooooOoobbo =o00ooooooo
oobooooooog

0G_Last gbobodoooooooooobooboOo =0O000obooboooobo
gobooooooboooooooooobooooooooo
gobooooooo

Damage goooboooo

update_bbox oboboooooboooooooooo

UbO0b0bO000000DOGraphicsBuilderD 0000000000000 0O0DOODOODOODOO
gboboboobooboobooboooobobobobooooobooboobobobobobo
gboboooboooobobobobooooooboobobobobooboooooboonn
OG_Get_ CmptextU OO0 O O0OO0O0OOOODOO

OG_Insert_Cmptextd O

/* Suppose you want to create a text object that contains a message for
**the user.The following function will create the object, insert a compound
text

**element, then insert a simple text element that contains the text of
the message.

*/

PROCEDURE make text (the message IN VARCHAR2) IS
text _rec 0OG_Text Ca;
text obj OG_Object;
smp_rec OG_Smptext Attr;
BEGIN
text rec.text caob.mask:=0G_None Generica;
text rec.text caoh.mask:=0G_None_ Graphica;
text rec.text caot.mask:=0G_None Texta;
text obj:=0G_Make (Text Rec) ;
OG_Insert Cmptext (Text Obj, OG Last) ;
smp_rec.mask:=0G_Str Smptexta;
smp_rec.str:=the message;
OG_Insert Smptext (Text Obj, smp _rec, 0, OG Last);
END;
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OG_Insert_Point

RN
godboooobooboboooboobobooboobobooobuoobobooo
RN
PROCEDURE OG_Insert_ Point
(poly hdl 0G_Object,
indx NUMBER,
pt OG_Point,
damage BOOLEAN := TRUE,
update bbox BOOLEAN := TRUE) ;
goood
poly_hdl 0000000O0000O0o0O000oOoO0o0oU0ooDOOooOo
indx 000000000000 0oO0oU0ooOOo0oUbOoOOooooDOnNIODOO
ooo0oooooooooo0oOop@O000bDOO0O0bODOOO0O0ooODoOO
0000o0oO0o000oO0o0o0ooOoO0o0U0bOoOOoOo0oOoOOoOoOoOoOO
0G_First 0o00ooooO0o0o0oooD =o0ooOoO0oUooOoO0noo
0G_Last oooooooo0o0oo0 =000o0o00o0oooO00oo
goooooooooooooooooo
pt 00000O0OxoO0Oyooooooooooo
Damage goooboooo
update_bbox oooooooooooooooooo
gooogod

Graphics BuilderD O OO0 000000000000 OO0O0OO0O0DOO0DOODOOOOOOOOOD0
gbobobobobobobobooboobobooboOobOobOobobobobOobOobOobOon
gbobobobobooboobobobobobooooooboobobobobooboobobo

OG_lInsert_Pointd O

/* Suppose you have several polygons on a map, each of which connects
**the cities within a specific distribution area.If a city is transferred
from one

**distribution area to another, you would want to get a handle to the point
**representing that city, delete it from one polygon, and add it to another
polygon.

*/

PROCEDURE move_city(areal IN OG_Object, area2 IN OG Object,
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city index IN NUMBER) IS
the city OG_Point;
BEGIN
the city:=0G_Get_ Point (Areal, city index);
OG Delete Point (Areal, city index, 1);
OG_Insert Point (Area2, OG_Last, the city);
END;

OG_Insert_Smptext

go

oo

gpoooo

gboboboobooboooooooboooboboboboboooooobobOobo
gboboboobobobobboobobobooboobobobooboobobobooboooon
gbobobooboooboobobobooooon

PROCEDURE OG_Insert Smptext

(textobj OG_Object,

smp attr OG_Smptext Attr,

cmpindex NUMBER,

smpindex NUMBER,

damage BOOLEAN := TRUE,

update bbox BOOLEAN := TRUE) ;
text_hdl goooboobobooooobooog
smp_attr gooobobooboobooboooboobo
Cmpindex gooobOobOoooobOobooobobOobooboOoboDOooboobooooo
Smpindex gboooboboobooboboobobobooobobooboobooboooo

goooOnOO0O00OO0OODOOOOO0OO0ODOOODOOONMODOODODOOOOO
goboooooooooooooooboooooooooooboooboooon
goooooad

0G_First gooooooooobooono =o0coboboooooooooo

oooooo
0G_Last 00ooooooooooo0 =00000ooooooooo
oo0o0ooo0ooo0o0oooOo0ooOo0oOooOoooooOOOn
Damage goooboooo
update_bbox go0oooooooooooooooo
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gooogoo

gbobobooooooobooooooOsmp_arD 0000000000 DOO0OOO0OOO
gbobobooboooboooboobooobobobobobboooooobobOobobooon
gboboboooboobogoo

OG_Insert_Smptext[] O

/* Suppose you want to create a text object that contains a message

**for the user.The following procedure will create the object, insert a
**compound text element, then insert a simple text element that contains
**the text of the message.

*/

PROCEDURE make text (the message IN VARCHAR2)

text rec

text obj

smp_rec
BEGIN

text rec.
text_rec.
text rec.
:=0G_Make (Text Rec) ;

text obj

OG_Text Ca;
OG_Object;
OG_Smptext Attr;

text caob.mask:=0G_None Generica;
text caoh.mask:=0G_None_ Graphica;
text caot.mask:=0G_None Texta;

OG_Insert Cmptext (Text Obj, OG Last) ;
smp_rec.mask:=0G_Str Smptxta;
smp_rec.str:=the message;

OG_Insert Smptext (Text Obj, smp_rec, 0, OG _Last) ;

END;

OG_Make_Ellipse

IS

RN
ggboooobooboooboobooobooboo
oo
FUNCTION OG Make Ellipse
(position OG_Point,
height NUMBER,
width NUMBER)
RETURN OG Object;
gooogd
position gooOxOobOOoOyooo
height 0ooooo
width goooo
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god

gboboooooobooobobo

OG_Make_Ellipsed O

/* The following function creates an ellipse:

*/

FUNCTION example RETURN OG Object IS
object OG _Object;
pos OG_Point;
height NUMBER;
width NUMBER ;

BEGIN
pos.x := OG_Inch;
pos.y := OG_Inch;
height := 4* OG_Inch;
width := 4* OG_Inch;
object := OG_Make Ellipse(Pos, height, width);
RETURN (object) ;
END;

OG_Make_Group

oo
goooooobooooobooboooooodoooooooooooobooodgooan
OG_Imsert_Child0OOOO0OO0O0OO0DOOOO0OOOCOO0OOOOOO0ODOCOO0ODOOOOOOO
oo
FUNCTION OG_Make Group
RETURN OG Object;
ooooo
oo
ood

gboboboobooboboobobo
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OG_Make_Groupd O

/* The following function creates a group with the specified name:

*/

FUNCTION example (group name VARCHAR2) RETURN OG Object IS
object OG_Object;
BEGIN
object := OG_Make Group;
OG_Set Name (Object, group name) ;
RETURN (object) ;
END;

OG_Make_Image

go

oo

gpoooo

gboboboobobobobobooboobobobooobooboooboobobobooboooon
oo

FUNCTION OG_Make Image

(query OG_Query,
which data NUMBER,
colname VARCHAR2)

RETURN OG Object;

query oboboooooooboooooooobooooooooooooooDo
00o00000o000000o0o000moooooooooo0oo0o0o0o
00000000000 O00OGraphics BuilderD0O0O0O0O0O00O00O0OO
goboooooooooooo

which_data goboooooooooooooooboobooboooooooooo
gbobodooooooobooooobobbooooooooobooOoOoOoboboOoDo
ooboooooooo

0G_Newdata gboboooobocooooooboboooooboooooa
0G_Olddata gbobobdooooobooooboooooooOooooo

Colname gbobodboboooooooboOooobooboooobooOoOoboOooonoooon
gbooooooooboooooooooboooooboooboooooooo

gooooo
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gbobobobooobooooboonoo

OG_Make_Imaged O

/* The following function creates an image from data in the sixth
**row of the query 'image query' in the column IMAGE COLUMN:
*/

FUNCTION example (image name VARCHAR2) RETURN OG Object IS
query OG_Query;
object OG_Object;

BEGIN
query := OG_Get Query('Image Query');
OG_Execute Query (Query) ;
OG_Start From(Query, OG Newdata, 5);
object := OG_Make Image (Query, OG Newdata, 'IMAGE COLUMN') ;

OG_Set Name (Object, image name) ;
RETURN (object) ;

END;
OG_Make_Line
oo
gofdoooooooooooooooooooooo
oo
FUNCTION OG _Make Line
(startpt OG_Point,
endpt OG_Point)
RETURN OG_ObjeCt;
ooood
startpt gooooboboooooboboboooooo
endpt 0o0doobooooooooooooo
ooo

gboboboooooboooon
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OG_Make_Linel O

/* The following function creates a 2" horizontal line:

*/

FUNCTION example RETURN OG Object IS
object OG Object;
startpt OG_Point;
endpt OG_Point;

BEGIN
startpt.x := OG_Inch;
startpt.y := OG_Inch;
endpt.x := 2 * OG_Inch;
endpt.y := OG_Inch;
object := OG_Make Line(Startpt, endpt);
RETURN (object) ;
END;

OG_Make_Poly

oo

go

gpoooo

oogd

gbooboboooboobobobooboobobooboobboobobboboobooboboaon
Ob0OO00OG Insert_ Point 0O O0DO0O00O000D0O0O0O0OOCOOODOODOODOO0DOOOOOO

gooo

FUNCTION OG Make Poly
RETURN OG_Object;

god

uboboboooobooboboboboboboooboooboobobobo

OG_Make_Polyd O

/* The following function creates a polygon with the specified name:

*/

FUNCTION example (poly name VARCHAR2) RETURN OG Object IS
object OG_Object;
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BEGIN
object := OG_Make Poly;
OG_Set Name (Object, poly name) ;
RETURN (object) ;

END;

OG_Make Rect

oad
ggbooooboobboobuoobboobooboboon
oad
FUNCTION OG_Make Rect
(position OG_Point,
height NUMBER,
width NUMBER)
RETURN OG Object;
goooo
position ooboOxoboOdyooOd
height goooooo
width gooood
ooad

gboboboboooooooon

OG_Make_ RectO O

/* The following function creates a rectangle:

*/

FUNCTION example RETURN OG Object IS
object OG_Object;
pos OG_Point;
height NUMBER;
width NUMBER ;

BEGIN
pos.x := OG_Inch;
pos.y := OG_Inch;
height := 4* OG_Inch;
width := 4* OG_Inch;
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object := OG_Make Rect (Pos, height, width);
RETURN (object) ;
END;

OG_Make_ Rrect

RN
ggbobogoobuooboooboobboooboobooobobod
RN
FUNCTION OG_Make Rrect
(position OG_Point,
height NUMBER,
width NUMBER)
RETURN OG Object;
gooogd
position ooooooOxgoooyoDO
height 0ooooooooo
width oooooooo
oono

gboboooooobooobooboooo

OG_Make_Rrectd O

/* The following function creates a rounded rectangle:

*/

FUNCTION example RETURN OG Object IS
object OG_Object;
pos OG_Point;
height NUMBER;
width NUMBER ;

BEGIN
pos.x := OG_Inch;
pos.y := OG_Inch;
height := 4* OG_Inch;
width := 4* OG_Inch;
object := OG_Make Rrect (Pos, height, width);

RETURN (object) ;
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END;

OG_Make_Symbol

RN
gogboobooobuoobbooboobboobboooboo
RN
FUNCTION OG Make Symbol
(position OG_Point,
indx NUMBER,
symsize  NUMBER)
RETURN OG Object;
gooogd
position goboooooo
indx 000000o0O0000oO0o0oUoOoO0o0UOoOOoOoUooOoDoOoOoO
Symsize ooo0oooO0ooOo0oooOo00ooOOoooOoOooooOOO0bOoOOonO
0G_Large_Symsize
0G_Medium_Symsize
0G_Small_Symsize
gono

gbobobooooobobonbo

OG_Make_SymbolO O
/* The following function creates a symbol:

*/

FUNCTION example RETURN OG Object IS
symbol OG Object;

pos OG_Point;
BEGIN
pos.x := OG_Inch;
pos.y := OG_Inch;
symbol := OG_Make Symbol (Pos, 5, OG_Large Symsize) ;

RETURN (symbol) ;

END;
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OG_Make Text

RN
gboboboooobooboobobobooboooooboobobobooon

go

FUNCTION OG Make Text
(position OG_Point,
RETURN OG_ObjeCt;

OG_Make Text
(position OG_Point,
string VARCHAR?2)

RETURN OG Object;

OG_Make Text
(position OG_Point,
string VARCHARZ2,
ptsize NUMBER)

RETURN OG_Obj ect;

gpoooo

position gbodooboooboooxoooyoDbo

string ooooooog

ptsize goooobd

god

gbobobobooobooobooboboboboobooon

OG_Make_TextO O

/* The following function creates a text object:

*/

FUNCTION example RETURN OG Object IS
object OG_Object;

pos OG_Point;
BEGIN
pos.x := OG_Inch;
pos.y := OG_Inch;
object := OG_Make Text (Pos, 'Sales Rankings');
RETURN (object) ;
END;

69



gpoooo

OG_Move

go

gbobooboooooboobobobooobooooooboooboobobooobooobooonoo

go

PROCEDURE OG_Move
(object hdl OG_Object,
offset OG_Point,
damage BOOLEAN := TRUE,
update bbox BOOLEAN := TRUE) ;

gooog

object_hdl goooboboooobobogo

ooooo gooob0obOoboOoOobOobooooobobooooo
Damage goboooooo

update_bbox goooboboooboboobooobo

gooogoo

gbobobobobooboOxybOoboboooboooooooobobobobooboobooooon
gboboboooooogoon

gbooboobdobOxyyOOOooooooobobooboobobobobooboooooooon
gboboboooooboobooboboooon

gbobobooobooboobooboboooboooooooobooooooboobO0oboooon
gbooobooboob

OG_Movell O

/* Suppose you have an object that represents inventory in a warehouse.
**Tf the inventory is moved from one warehouse to another, you would
**want to move the object that represents it.

*/

PROCEDURE move_inventory (invent obj IN OG Object) IS
distance 0OG_Point;
BEGIN
distance.x:=(3*0G_Inch) ;
distance.y:=(3*0G_Inch) ;
OG_Move (Invent Obj, distance);
END;
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OG_Point_In

go

gbobobooboobooobooboboooboobobobooboooooboobob0obobooon
goao

go

FUNCTION OG_Point In
(object hdl OG Object,
ref pt OG_Point,
aperture OG_Point)
RETURN OG Object;

FUNCTION OG_Point In
(window_hdl OG Window,
ref pt OG_Point,
aperture OG_Point)
RETURN OG Object;

gpoooo

object_hdl oo0oooooooooooooooo
window_hdl 0o0ooooooooooooooo
ref _pt oooo

Aperture 00000000000 object MMIDOOOOOOOOOOOOOOO
gooo

god

gboboboobobobobobobooboobobooobooboooboobobobooboooon
gbobobobobobbobooboooooooboboboboONULLOOOODOODOODO

gooogoo

gbobobooboooboooooooobobobobooooobooboboboboboooa
gboboboobobooooboooooobooobobooboooooobooobo0oboobooon
gbobobooobobooooooobooooboobobobobooboooooobooboOoDbo
UbobOobO0ob0O0bOoG_ _Point_In[1 OG_Point Nearl U O OO OO OO0OO0OO0O0OCOOO0OO
gbobobooboboboboboobobooboboboboboobo0oboboooon
gbobooooobooboobobobooon

gboooobobobobooooboboobooboboboboboobooooboobooon
gboboboobooboobooNULLOODOO0DbO0ob0ob0ooooooboobo0obobonn
gboboboobooboobooboboooboooooooboooobooboobO0oboooon
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gbobobobobioooobooooboooboobooboooobooboobobobooboon
gboboboobooobooboobobooobooooboooooooooboobobobobooo
gbobooboboboboobobobooooobobobooboobobO0obobooon
gboboboobooboboboooooboobobobobobooboboOobobOobaNULL
gboboboobobbbobboooobooobooboboobooobooboboboboooon
gbo@mooboboboooooooobobobom@mooboobooboooboomonon
gbobobooboooobooboboboooon

gbobobooboooboooboobobobooobooooooooooooobooooooboobOoDbo
gboooboobo

OG_Point_InO O

/* Suppose your application allows the user to select an object and drag
it on

**top of other objects that are within a group.When the user releases the
mouse

**pbutton, you want to determine which object the mouse is pointing to,
and destroy it.

**The following procedure could be used as a button procedure for the object
that was dragged.
*

/

PROCEDURE destroy target (hitobj IN OG Object, buttonobj IN
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OG Object, win IN OG Window, eventinfo IN OG Event) IS
the group OG_Object;

aper OG_Point;
target obj OG_Object;
BEGIN

IF eventinfo.event type=0G_Mouse Up THEN
the group:=0G_Get Object ('Big Group') ;
aper.x:=3*0G_App.HSCREEN RES; /* three pixels */
aper.y:=3*0G_App.VSCREEN_RES; /* three pixels */
target_obj:=0G_Point_ In(The_Group,
eventinfo.mouse position, aper);
IF not (OG_Isnull (Target Obj)) THEN
OG_Destroy (Target Obj) ;
END IF;
END IF;
END;

OG_Point_Near

od
gobooooooboocooboooboboooobobooooboooOobooOoOoOoOoOboO0O0bbOOooboon
gooo
od
FUNCTION OG_Point Near
(object hdl OG Object,
ref pt OG_Point,
aperture OG_Point)
RETURN OG Object;
FUNCTION OG Point Near
(window_hdl OG Window,
ref pt OG_Point,
aperture OG_Point)
RETURN OG Object;
oooao
object_hdl uooooooooooooooooo
window_hdl ooooooooooooooooo
ref _pt oooo
Aperture ooooooooooooo
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gbobobooobobooooooooboooboboboboboooooboobobOobo
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gbobobooooobobonbo

gboboooobooboboboooobooobooboboooooboooNLLO0ObOOonn
god

gbobobooboooboooboobobobobobobooobooooooooooboboOobo
gboboboboboboboboboboboobobobobobboOoboboboobobooon
gbobooboboboobooboboooooboobobobobbooboboboboooon
goboboobooboboboboboobooboboobobobooboboobobobooboboobobo
NULLOOOOOOoDbOOobobOoobooboooooooooboooooooooooboobobo
gboboboboboboboboboboboobobobobobboOoboboboobobooon
gboboboooooboobobobobobobooooo
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UbOaerwre0 0 0000000000 OO0DOODOOOODOODOOOOOODOOOOOOOOO
gbooboboboobobobooboboboboboboboobobobooOapertured O
obo0obobO0b0bO0obOob0O0ob0ob00b0b00bO0o0G Point Nearl OO OOOOOOOO
gboboboboboob0Oaperured OxOyOD OOOOOOOOOO

gboboboobooboooboobobobooboooooooooooooooooobooboOoDbo
gboobooobo

OO00Oaperture 0 0000000000 DOOD0OODOOODOODOODOOOOODODOOOODOO
gboboboobobooboobDOobDbaperwre xO OOy OO ODOODOOOOO300000O0
gboobd

OG_Point_NearO O

/* Suppose your application allows the user to select an object and drag
it

**to the edge of other objects that are within a group.When the user releases
**the mouse button, you want to determine which object's edge the mouse
**ig pointing to, and destroy it.The following procedure could be used
as a

**pbutton procedure for the object that was dragged.

*/

PROCEDURE destroy target (hitobj IN OG Object, buttonobj IN
OG Object, win IN OG Window, eventinfo IN OG Event) IS
the group OG_Object;

aper OG_Point;
target obj OG_Object;
BEGIN

IF eventinfo.event type=0G Mouse Up THEN
the group:=0G_Get Object ('Big Group') ;
aper.x:=3*0G_App.HSCREEN RES; /* three pixels */
aper.y:=3*0G_App.VSCREEN_RES; /* three pixels */
target obj:=0G_Point Near (The_ Group,
eventinfo.mouse position, aper);
IF not (OG_Isnull (Target Obj)) THEN
OG_Destroy (Target Obj) ;
END IF;
END IF;
END;

OG_Property_Exists

oo

gbobobooboobooobooboboooboobobobooboooooboobob0obobooon
gboboooooon
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oo
FUNCTION OG Property Exists
(object _hdl OG Object,
prop name  VARCHAR2)
RETURN BOOLEAN;
gooog
object_hdl gboboooooboooooooooo
prop_name oboooooooooooooooboooboooooo
oogd
TRUE gboooooooooooooao
FALSE gbooooooooooooooboooon

OG_Property_Exists [

/* The following procedure adds the property 'priority' to an object, if
it doesn't already exist:

*/

PROCEDURE example (object OG Object) IS
BEGIN
IF NOT OG_Property Exists(Object, 'priority') THEN
OG_Set Property(Object, 'priority', 10);
END IF;
END;

OG_Rotate
o0

gbobobobooboooooboobobobooboooooooobobobobooobooobonDo

oo
PROCEDURE OG_Rotate
(object _hdl OG_Object,
center pt OG_Point,
degrees NUMBER,
damage BOOLEAN := TRUE,
update bbox BOOLEAN := TRUE) ;
gooog
object_hdl goboooooooboooooooog
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OG_Rotate] O

OG_Same

oo

go

center_pt goooboboobooboonbog

Degrees 0o00oooo0ooooooooooooo
Damage goboooooo

update_bbox 00o00ooo0o0oooooOooooo

/* Suppose you have a display that contains a dial.The needle of the dial
**points at specific values along the face of the dial.When the data changes,
**you may want to rotate the needle to point to a new value.

*/

PROCEDURE rotate needle (degrees IN NUMBER,
center pt IN OG _Point) IS
the needle 0OG_Object;
BEGIN
the needle:=0G Get Object ('Needle 1');
OG_Rotate (The_Needle, center pt, degrees);
END;

gbobobobobobobo22o0bb0b00ob0oboobooobooboobobobooboon
gboboboboboboooo200b0oboobobooooboobobob200b0b0O0b00ODbOo
gbobobooooboooobooboboboobooon

FUNCTION OG_Same object
(handlel OG Object,
handle2 OG_Object)

RETURN BOOLEAN;

FUNCTION OG_Same query
(handlel OG Query,
handle2 OG_Query)

RETURN BOOLEAN;

FUNCTION OG_Same chart template
(handlel OG Template,
handle2 OG Template)
RETURN BOOLEAN;

FUNCTION OG_Same button procedure
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gooog

oogd

(handlel OG Buttonproc,
handle2 OG_Buttonproc)

RETURN BOOLEAN;

FUNCTION OG_Same
(handlel OG_Sound,
handle2 OG_Sound)

RETURN BOOLEAN;

FUNCTION OG_Same
(handlel OG Window,
handle2 OG_Window)

RETURN BOOLEAN;

FUNCTION OG_Same
(handlel OG Layer,
handle2 OG_Layer)

RETURN BOOLEAN;

FUNCTION OG_Same
(handlel OG Timer,
handle2 OG Timer)

RETURN BOOLEAN;

FUNCTION OG_Same
(handlel OG Display,
handle2 OG Display)

RETURN BOOLEAN;

FUNCTION OG_Same
(handlel OG Axis,
handle2 O0OG Axis)

RETURN BOOLEAN;

FUNCTION OG_Same
(handlel OG_Ftemp,
handle2 OG Ftemp)

RETURN BOOLEAN;

FUNCTION OG_Same
(handlel OG Refline,
handle2 OG Refline)

RETURN BOOLEAN;

sound

window

layer

timer

display

axis

field template

reference line

handlel ooobz200000000000000000
handle2 gbobooz20b000000b00200000000
TRUE 20000000000D0A0

FALSE 0000000000000
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gooogo

OG_Same O

OG_Scale

go

go

gooog

'="00000000000000000000b0bO0obOobOoO00obO00ob0bOo0b0obooOoDbOo
gbobooooboobobobooboooon

PROCEDURE invalid (objl OG Object, obj2 OG Object) IS
BEGIN
IF objl = obj2 THEN --illegal comparison
NULL;
END IF;
END;

/* Suppose you want to compare two objects to see if they are the same.
**The following function returns TRUE if they are the same and FALSE if
they are not:

*/

FUNCTION compare (objl OG Object, obj2 OG Object) RETURN BOOLEAN IS
BEGIN
IF OG_Same (Objl, obj2) THEN
RETURN (TRUE) ;
ELSE
RETURN (FALSE) ;
END IF;
END;

gboboboboboooboobooboboboooooooobooboDbo

PROCEDURE OG_Scale
(object hdl.OG Object,

anchor OG_Point,
oldpt OG_Point,
newpt OG_Point,
damage BOOLEAN := TRUE,
update bbox BOOLEAN := TRUE) ;
object_hdl goooobobooooobobobooooo
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gooogoo

anchor ooooooooooooooooo
oldpt ooo

newpt ooo

Damage goboooooo

update_bbox oooooooooooooooooo

gboboboooooooboobobobobooooooobobbbOoboboooooooon
gboooooobobobobomoomo22obobooooboobobobobooboooboonDo
gboboboooxboboyoooooooobobaoob

gboboobobobobooooooooboobobobobobobooooooooboobOoDbo
gbobobooboboboooxuboybobobobobobooobooooboooooo
gbobooboooboobobobobooooooobooboboboboboooboooboobo

gboboboobobobob©GlInch, OG_Inch) D OOOOOOOOOOO20000000
gbobooooboobobobooboooon

anchor =(0G_Inch, OG_Inch), oldpt= (OG_Inch+1, OG_Inch+1),newpt= (OG_Inch+2, OG_Inch+2)0]
ooo0o0oOxooOobOoooooooooOoobooooooo

(newpt.x-anchor.x) l(oldpt.x-anchor.x) = (OG_Inch+2-OG_Inch) / (OG_Inch+1-OG_Inch) =2 /1 =2
(newpt.y-anchor.y) / (oldpt.y-anchor.y) =(OG_Inch+2-OG_Inch) / (OG_Inch+1-OG_Inch) =2/1=2

gbobobobobooboooooooobobobobooooboboooooobobobo
gboboboboboboboboboobobo2ob00ob0bOo00obOOobOOobOoboobDOooboon
gbobobobobowmsgooooobooboooboboboooboooooooooo3non
gboboobooobooboboboboobooooooobobobobobooboooboobo

gboboboobooooobooooobooboobooooooooboobobobooooooooboon
gboboobuoboboboobobobobobobooon

gbobooboobooooooboobobobooboooobooobooooboobOoboboboooo
gbobobooobooboboboboobooboooobobobboboooboobobobooboooon
gboboboboobooobobobboobobobobobobboobdbedapiOOnOO
oboobD0O0rewprdDODOOOOOOODOODO
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OG_ScaleI O

Hlt

/* Suppose you want to double the size of the object that the user selects.
**Assume the object's center is at (OG_Inch, OG Inch), and use this point
as

**the anchor.The following button procedure will double the size of the
object:

*/

PROCEDURE double (buttonobj IN OG Object, hitobj IN
OG Object, win IN OG Window, eventinfo IN OG _Event) IS
anchor OG Point;
newpt OG_Point;
oldpt OG_Point;
BEGIN
anchor.x:=0G_Inch;
anchor.y:=0G_Inch;
oldpt.x:=0G_Inch+1;
oldpt.y:=0G_Inch+1;
newpt .x:=0G_Inch+2;
newpt.y:=0G_Inch+2;
OG_Scale(Hitobj, anchor, oldpt, newpt) ;
END;

OG_Set_Edgecolor

go

go

gboboboooboobobooobooboobobobobooboboooboobooboooon
gboboobooobooboboboboboobooobooboboboboood

PROCEDURE OG_Set_ Edgecolor
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(object OG_Object,
color VARCHAR2
damage BOOLEAN := TRUE,
update bbox BOOLEAN := TRUE) ;
ogoooo
object odoooooooooooooon
color goooooo
Damage goooboooo
update_bbox odooooooooooooooog

OG_Set_Edgecolor] O

/* The following procedure sets the edge color of the specified object:

*/

PROCEDURE example (object OG_Object) IS
BEGIN

OG_Set Edgecolor (Object, 'red');
END;

OG_Set _Fillcolor

0o
gooddddooouobobobbbbbobbbboboboodoouooobooboo
goddddddooooooooooooooobobobobooboboobooooo

0o
PROCEDURE OG Set Fillcolor

(object OG_Object,

color VARCHAR2

damage BOOLEAN := TRUE,

update bbox BOOLEAN := TRUE) ;

ogoooo

object goooooboooooooooo
color ooooooog
Damage goooboooo
update_bbox Joodoooboooooooooooa
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OG_Set_FillcolorO O
/* The following procedure sets the fill color of the specified object:

*/
PROCEDURE example (object OG_Object) IS
BEGIN

OG_Set Fillcolor (Object, 'red');
END;

OG_Set_Property

go
gbobobooooboobooboobobobooboobooboboobobOobo
go
PROCEDURE OG_Set_ Property date
(object hdl OG Object,
prop name  VARCHAR2,
prop value VARCHAR2,
date fmt VARCHAR2 := 'DD-MON-YY') ;
PROCEDURE OG_Set Property number
(object_hdl OG Object,
prop_name VARCHARZ2,
prop value NUMBER) ;
PROCEDURE OG_Set Property char
(object_hdl OG_Object, :
prop_name VARCHARZ2,
prop value VARCHAR2,) ;
gpoooo
object_hdl gboobooooooboooooooooobooon
prop_name goooboboooo
prop_value oooooooooooo
date_fmt prop_valueD 000000000000 ODOOOCOCCOOO
gooogo

gboboboobooobooboobooooboboboboooobooboobobobobobo
gboboooooboobobobobobooooobooboboboobooboono
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OG_Set_Propertyd O

/* The following procedure gets the 'priority' property in each child object
in a
**group, and then sets the priority to one greater than its current value:

*/

PROCEDURE example (group name VARCHAR2) IS
group_obj OG_Object;
child count NUMBER;
child obj OG_Object;
current p NUMBER ;

BEGIN
group_obj := OG_Get Object (Group Name) ;
child count := OG _Get Childcount (Group Obj) ;

FOR i IN 0..child count-1 LOOP
child obj := OG_Get_ Child(Group_ Obj, 1i);
current p := OG_Get Num Property(Child Obj, 'priority');
OG_Set Property(Child Obj, 'priority', current p + 1);
END LOOP;

END;

OG_Synchronize

go

oo

gpoooo

gooogoo

gboboboobooboobooooobobobobobooboboboobOoboboooon
gbobobooboobooboboboboboooon

PROCEDURE OG_Synchronize;

god

gboooboboop/sQLUObObOOO0DOO0O0O0OO0DODO0DOG_Synchronizell O O
gboboboooogn

OG_Synchronize O

/* Suppose youwant tomove anobject across thedisplayintenl/4" increments.
**Instead of moving it multiple times and having it update visually only
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at the end
**of the procedure, youmay want to "synchronize" the layout with the internal
**representation of the object after each move.

*/

PROCEDURE slide_across(the object IN OG_Object) IS
offset OG_Point;
BEGIN
offset.x:=(1/4) *OG_Inch;
offset.y:=0;
FOR i IN 1..10 LOOP
move (the object, offset);
OG_Synchronize;
END LOOP;
END;

OG_Update_Bbox

od
gobooooooodoobooooooooobooooboooooooooobobooooon
gobooooooomooobobooooooooooooooboOooooOooOobOObOboOoOooon
od
PROCEDURE OG_Update Bbox
(object _hdl OG_Object,
which bbox NUMBER) ;
oooao
object_hdl ooooooooooooooo
which_bbox oooooooooooooooooooooooooooooooooooo

gbobodoobooobooooooooooOooboooboOobooboOoooo

0G_Bothbbox oboooooooooooooooooboooooo
0G_Innerbbox oobooooOoooooooooooooboooooo
0G_Outerbbox gbobobdooboooboooooboooooooOooooa

OG_Update_Bbox O

/*Suppose you want to move an object.The default behavior

**of the built-in procedure OG Move is to update the bounding

**poxes of all of the modified object's antecedants, including

**the layer on which the object resides.To update a layer's
**pbounding boxes, Graphics Builder must examine every object on that layer.
**Tf the layer contains a large number of objects, this operation
**can be very time-consuming.*/
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/*To make your application more efficient, you can move the
**opject while inhibiting this automatic bounding box update,
**then explicitly update only that object's bounding boxes.
** (Note that since the automatic bounding box update does not
**occur, the bounding boxes of the object's antecedants

**may be inaccurate.)

*/

/*When you modify an object with a FALSE bounding box update
**flag, you may also want to use a FALSE damage flag.In this case,
**when you are through modifying the object, you would invoke
**0G_Damage to explicitly damage the object.
*

/

PROCEDURE move_efficiently (the object OG Object) IS
offset OG_Point;

BEGIN
offset.x:=0G_Inch;
offset.y:=0G_Inch;
OG_Move (The Object, offset, FALSE, FALSE)
OG_Update Bbox (The Object, OG_Bothbbox) ;
OG_Damage (The Object) ;

END;
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goodoaooooo

OG_Activate_Layer
OG_Get_Layer
OG_Hide_Layer

OG_Show_Layer

OG_Activate_Layer
RN
gogoogoobooboooboobbooobooboobboobbooboobobo
