Using the debugger from SPoD

Step 1 - Getting started bring up the PROGRAM (must be a program because you must be able to execute it and only programs can be executed) in the program editor.

Important: Program must be stowed (date and time stamps on source and object modules need to match for the debugger to work).
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Step 2 - Invoke the debugger

 - Press the button that shows a small red bug above and to the left of the 'n' for natural (see arrow in picture above)

- Select the Tools menu, select Development tools, and select Debugger

Your screen will look like this after the debugger has been invoked: 
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Step 3 - Debug time - 
Getting to know your environment:

The debug environment divides the screen into 4 sections:

Upper left - Shows breakpoints and watchpoints

Upper right - Shows code, there will be pictures to the left of the code that guide you thru this process (ex. yellow arrow - statement to be executed next, red box - indicates a breakpoint was set here) 

Lower left - Variable window, shows active variables and their values

Lower right - Shows variables you put watchpoints on

Take advantage of the fact that you in a window GUI environment.  Place the cursor in the code use the right mouse button to see what you can do there.  Highlight a field and right mouse click to see what you can do there.  Mouse over the pictures on the tool bar to see what the pictures mean.

Yellow arrow - shows your trace position - what command will be executed next

Place the cursor on any line and right mouse click shows what you can do.
· Toggle breakpoint - turns a breakpoint on if there isn't one, turns a breakpoint that was on to off, when a breakpoint is set you will get a red box on that line to the left of the code and the breakpoint will be listed in a window to the left of the code window. 

· Run to cursor - moves the trace point
Tool bar (mouse over to associate picture with its meaning)

· Go - Executes the code until the next active watchpoint or breakpoint is detected.
· Step over - The next program step is executed, will stop if a breakpoint or watchpoint is detected.  The trace cursor (yellow arrow in the program window) will show you what code will be executed next.
· Step into - Stops execution on every line, allows the programmer to examine and modify variable values. The trace cursor will be appropriately placed in the program window.
· Step out - Returns to the previous program level but will stop if a watchpoint or breakpoint is reached.
· Toggle Breakpoint - Breakpoint is added or removed.  Another way to do this is by leaving the breakpoint "on" and unchecking it in the upper left hand window.  This makes it easier to remember what breakpoints you had and if you want them back click the box next to the breakpoint (upper right hand window) to turn it back on.

Variable Menu

· Display the contents of a variable - or place cursor on the variable in the program window

· Modify the content of the variable

· Quick watch 

Step 4 - exit - select the icon that shows an arrow going on the door to exit the debugger.  When the debugger is done it will automatically exit

More information - within SPoD select Help - then select What's New - then select Animated Demos - then select Natural Debugger

