Offline Help Files
6.04.02 SynR3.js Global Objects

There are four global objects that are defined in the SynR3.js file. These are as
follows:

SR3Connection
SR3Transaction
SR3TransactionObject
SR3Screen SR3Connection

SR3Connection

The SR3Connection object is used to represent a client connection. Taking the name
of the connection as a string argument in the constructor, this object can be used to
manage connections to SAP. The syntax to use the SR3Connection object is as
follows:

SR3Connect i on(strConnecti onNane );

In the following example, we are creating a new connection:

obj Connecti on = new SR3Connection("test server");

The SR3Connection object has four attached methods, which will be defined and
explained in the following sections.

onCreateConnection

The onCreateConnection method is called by the framework when a new connection
is created. The syntax is as follows:

SR3Connect i on. onCr eat eConnection( );

See the following example:

obj Connecti on. onCr eat eConnection( );

onDeleteConnection Page 1/12

(c) 2024 Liquid Ul | Synactive | GuiXT <dev@guixt.com> | 2024-11-21 14:00
URL: https://www.guixt.com/knowledge_base/content/137/1087/en/60402-synr3js-global-objects.html


https://www.guixt.com/knowledge_base/content/137/1087/en/60402-synr3js-global-objects.html

Offline Help Files

The onDeleteConnection method is called by the framework when an existing
connection is deleted. The syntax is as follows:

SR3Connect i on. onDel et eConnection( );

See the following example:

obj Connecti on. onDel et eConnection( );

onStartTransaction

The onStartTransaction method is called by the framework when a new connection
is created. The requisite parameters are the transaction code, the screen number,
the message string and setting the screen refresh to true or false. These
parameters are passed as arguments and the syntax is as follows:

SR3Connection.onStart Transacti on(str Transacti onCode, nScr eenNunber , bRef
reshScreen, strMessageString );

See the following example:

obj Connecti on. onStart Transacti on(strTransacti onCode, nScr eenNunber , bRef
reshScreen, str MessageString );

onProcessTransaction

The onProcessTransaction method is called by the framework when a new
connection is created. The syntax is as follows:

SR3Connect i on. onProcessTransaction( );

See the following example:
obj Connecti on. onProcessTransaction( );
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SR3Transaction

The SR3Transaction object is used to create and manage transactions within an
Offline session or connection. The constructor takes the following parameters as
arguments:

Connection name

Transaction code

Screen number

Refresh screen Boolean (true or false)
Message string

The syntax is as follows:

SR3Tr ansacti on(strConnecti onNane, str Transacti onCode, nScr eenNunber , bRef
reshScreen, strMessageString );

The following example shows how to create a new Transaction object in Offline:

obj Transacti on = new SR3Transacti on(strConnecti onNane, strTransacti onCo
de, nScr eenNunber, bRef reshScr een, str MessageString );

The SR3Transaction object has seven methods attached, which will be explained in
the following sections.

onlnitializeTransaction

The onlnitializeTransaction method is called when a user starts a new transaction.
The requisite parameters are the transaction code, the screen number, the
message string and setting the screen refresh to true or false. These parameters
are passed as arguments and the syntax is as follows:

SR3Transaction.onlnitializeTransacti on(bRefreshScreen, strMessageString

)

See the following example:

obj Transactionl.onlnitializeransacti on(bRefreshScreen, strMessageString

)
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onEnterTransaction

The onEnterTransaction method is called immediately following the user's
initialization of a new transaction. The requisite parameters are the array containing
the status strings, the message string and setting the screen refresh to true or
false. These parameters are passed as arguments and the syntax is as follows:

SR3Tr ansacti on. onEnt er Transact i on(ar St at usScr eens, bRef reshScr een, strMe
ssageString);

See the follow ng exanpl e:
obj Transacti on. onEnt er Transacti on(ar St at usScr eens, bRef reshScr een, str Me
ssageString);

sendScreen

The sendScreen method is used to send the current transaction screen based on
the screen number. The requisite parameters are the screen number, the message
string and setting the screen refresh to true or false. These parameters are passed
as arguments and the syntax is as follows:

SR3Tr ansaction.onStart Transacti on(nScr eenNunber , bRef reshScr een, st r Mess
agesString);

See the foll ow ng exanpl e:
obj Transacti on. onSt art Transacti on(nScr eenNunber, bRef reshScr een, str Mess
ageString);

sendPreviousScreen

The sendPreviousScreen method is used to send the previous screen of the user's
current transaction. The only parameter required is the screen refresh Boolean
value. The parameter is passed as an argument and the syntax is as follows:

SR3t ransacti on. sendPr evi ousScr een( bRef reshScr een) ;

See the following example:

obj Transact i on. sendPr evi ousScr een( bRef r eshScr een) ;

sendNextScreen
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The sendNextScreen method is used to send the screen immediately following the
current screen in the user's current transaction. The only parameter required is the
screen refresh Boolean value. The parameter is passed as an argument and the
syntax is as follows:

SR3t ransacti on. sendPr evi ousScr een( bRef reshScr een) ;

See the following example:

obj Transact i on. sendPr evi ousScr een( bRef reshScr een) ;

onLeaveTransaction

The onLeaveTransaction method is called by the framework when the user leaves
the current transaction. There are no parameters required for this method. The
syntax is as follows:

SR3Tr ansacti on. onLeaveTransaction( );

See the following example:

obj Transacti on. onLeaveTransaction( );

cleanScreen

The cleanScreen method is called by the framework when a new connection is
created. The requisite parameter is the Boolean value for the screen refresh. This
parameter is passed as an argument and the syntax is as follows:

SR3Tr ansacti on. cl eanScr een( bRef r eshScr een) ;

See the following example:

obj Transacti on. cl eanScr een( bRef reshScr een) ;
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SR3TransactionObject

The SR3TransactionObject is used to represent an individual transaction in Offline.
The constructor takes the Transaction code string as a parameter when the object is
created. The syntax is as follows:

SR3Tr ansacti onObj ect (strTransacti onCode) ;

The example below we are creating a new transaction object based on transaction
'‘MMO1":

var strMW1TCode = "MWD1";
obj Transaction = new SR3Transacti onQbj ect (str MMD1TCode) ;

We set the transaction code as a variable, enabling us to pass it to the method
more easily and also making it portable for later use if needed.

SR3TransactionObject has four attached methods, which we will describe and
demonstrate in the following section.

addDatabaseTable

The addDatabaseTable method is used to add a database definition to the current
transaction. The database definition is passed as an argument to the constructor
and the syntax is as follows:

SR3Tr ansacti on. addDat abaseTabl e( ar Dat abaseDef i ni ti on);

See the following example:

obj Transacti on. addDat abaseTabl e( ar Dat abaseDefi ni ti on)

obj XX01. addDat abaseTabl e( [{
fieldnanme:"g_first_nanme",columtitle:"First Nanme", cvol umw dth: 16, fi el
dl engt h: 16, fi el dt ype: DBF_STRI NG, keyt ype: DBT_NON_ PRI MARY_KEY, col umt ype
: CTRL_TABLE_STATIC} ] );

addScreen

The addScreen method is used primarily when a user wishes to add a new screen
definition to the current transaction. The array containing the screen definitions is
passed as an argument and the syntax is as follows:
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SR3Transaction.addScreen( arScreenDefinition );
See the following example, where we are adding a new screen:

obj Transacti on. addScr een(ar Scr eenDefi nition);

obj XX01. addScreen( [

{type: SCR_CAPTI ON, | abel : "TRI AL"},

{type: SCR EDI T, | abel : "Fi r st

Nane", posi tion: {

row. 2, col : 1, edcol : 14, edl en: 16},
fieldnanme:"g_first_nanme", maxtextl engt h: 16, requi red: 1}]);

addNavigationScreen

The addNavigationScreens method is used primarily when a user wishes to add a
new navigation screen definition to the current transaction. The array containing
the screen definitions is passed as an argument and the syntax is as follows:

SR3Tr ansacti on. addNavi gati onScreens( );

See the following example, where we are adding a new screen:

obj Transacti on. addNavi gati onScreens( );

obj Menu. addNavi gati onScreens( |

{type: SCR_CAPTI ON, | abel : "O fline Main Menu"},

{type: SCR_GROUPBO

X, label :"Ofline Main Menu", posit

ion:{row 0, col : 0, height:9,w dth: 25}, fieldnanme: "z_nenu_group},
{type: SCR_PUSHBUTTOCN, | a

bel : "@X@ogoff", postion:{row. 7, col:1,w dth: 20},

fieldnanme: "FWKDR", fcode: "/next"} ] );

createTable

The createTable method is used to create a database table for a given transaction.
The field name and the field elements object are passed as arguments to the
constructor and the syntax is as follows:

SR3Tr ansacti on. cr eat eTabl e(str Tabl eNane, obj Fi el dEl enent s) ;

See the following example:
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obj Transact i on. creat eTabl e( st r Tabl eNare, obj Fi el dEl enent s("t abl e nane",
obj Fi el dEl enent s) ;

SR3Screen

The SR3Screen object is used to represent an individual screen in a given
transaction. The parameters needed are the screen definition array, the main modal
screen object and the status message string. These are passed to the constructor as
arguments. The syntax is as follows:

SR3Scr een(obj Current Transacti on, ar Scr eenDef i ni ti ons, obj Mai nMbdal Scr een
, bRef reshScreen, st rMessageString );

See the following example:

obj Screen = new SR3Tr ansacti onCbj ect (obj Current Transacti on, ar Scr eenDef
i ni tions, obj Mai nMbdal Scr een, bRef reshScr een, str MessageString );

The SR3Screen object has eleven methods attached. These methods are described
and demonstrated in the following sections.

getMultiLangLabelText

The getMultiLangLabelText method is get the multi-lingual label text for a given
transaction. This method can be written in two different manners, depending if the
method arguments are the label definition string or the array containing the label

definitions. If the label definition string is used, the syntax is as follows:

SR3Scr een. get Mul ti LanguagelLabel Text (strLabel Definition);

If the array for the label definitions is used, the syntax would be as shown below:

SR3Scr een. get Mul ti LanguagelLabel Text (ar Label Definition );

Please see the following example:
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strlLabel = obj Screen. get Mul ti LanguageLabel Text ("I abel ™ );

createScreen

The createScreen method uses the screen definition to create a real screen for a
given transaction. The syntax is as follows:

SR3Scr een. creat eScreen( );

See the following example:

bResult = obj Screen. creat eScreen( );

findTableDefinition

The findTableDefinition method is used to find the definition of a table in the current
screen. The syntax is as follows:

SR3Screen. fi ndTabl eDefinition( );

See the following example:

obj Tabl e = obj Screen. fi ndTabl eDefinition( );

findListDefinition

The findListDefinition method is similar to the findTableDefinition method previously
described. It is used to find the list definition for the current screenThe syntax is as
follows:

SR3Screen. findLi stDefinition( );

See the following example:
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obj Li st = obj Screen.findListDefinition( );

createTableListControl

The createTableListControl method is used to cerate a database table for a given
transaction. The field name and the field elements object are passed as arguments
to the constructor and the syntax is as follows:

SR3Scr een. cr eat eTabl e( obj Tabl eLi stDefinition );

See the following example:

bResult = obj Screen. creat eTabl e(obj Tabl eLi stDefinition );

onEnterScreen

The onEnterScreen method is called immediately when the user enters a enw
screen. The requisite parameters are the array containing the status strings, the
message string and setting the screen refresh to true or false. These parameters
are passed as arguments and the syntax is as follows:

SR3Scr een. onEnt er Scr een( bRef reshScr een, st r Message ) ;

See the following example:

obj Scr een. onEnt er Scr een( bRef reshScr een, st r Message ) ;

onSendScreen
The onSendScreen method is called whena screen is sent. The syntax is as follows:

SR3Tr ansacti on. onEnt er Transact i on( bRef reshScr een, str Message ) ;

See the following example:
obj Scr een. onSendScr een( bRef reshScr een, str Message );
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cleanContents

The cleanScreen method is called by the framework when a new connection is
created. The requisite parameter is the Boolean value for the screen refresh. This
parameter is passed as an argument and the syntax is as follows:

SR3Scr een. cl eanScr een( bRef reshScr een) ;

See the following example:

obj Scr een. cl eanScr een( bRef reshScr een) ;

addScreen

The addScreen method is used to add a new scren on top of the current screen. The
array containing the screen definitions is passed as an argument and the syntax is
as follows:

SR3Scr een. addScr een(ar Scr eenDef i ni tions);

See the following example, where we are adding a new screen:

obj Scr een. addScreen(ar ScreenDefi nitions);

removeTopScreen

The RemoveControl method is used to removethe top screen added by the
addScreen method from the current screen. The syntax is as follows:

SR3Scr een. renmoveTopScreen( );

In the following example, we are removing a table control from the current screen:

obj Screen.renoveTopScreen( );
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onProcessScreen

The onProcessScreen method is called when a new screen is received. The syntax is
as follows:

SR3Scr een. onProcessScreen(obj Current Transacti on);

See the following example:

obj Screen. onProcessScreen(obj Current Transacti on);
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