Using the Script Editor
1 General Information

Use the Script Editor to create and edit the elicitation scripts that are executed by the Scenario Elicitation module. The elicitation scripts are associated with the concepts and the features from the ontology.

2 Navigating Between Elicitation Scripts

To access the elicitation scripts you must first open the Object Browser and/or Feature Browser from the Ontology menu. Then select a concept or a feature from the tree and press the Script button. The script editor for the selected concept or feature is open in the right panel, as shown in figure 1.
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Figure 1. The Script Editor
From the top drop-down box select the type of script you with to edit. For a concept C you can select between 5 types of scripts:

· elicit instances of C
· elicit properties of an instance of C
· elicit superconcepts of an instance of C
· elicit subconcepts of C
· elicit properties of C

For a feature F you can select between 2 types of scripts:
· elicit the values of F for an instance
· elicit instances having the value of F an (existing) instance
You can then view or edit the selected script. If you make changes, you must press the Save button before going to another script or closing the tool.

To go to another script you select the desired concept or feature from the hierarchy and/or select the script type from the top drop-down box.

3 The Script Structure
A script consists of a (possibly missing) instance variable, a list of controls, a list of additional variables, a list of ontology actions, a report, and a list of script calls. The variables are identifiers enclosed between “<” and “>” and take string values at execution. The most fields from the Script Editor accept expressions that can contain concatenations of variables and pieces of text.
3.1 The Instance Variable

This variable is present for the types of scripts that are executed for an instance: elicit properties of an instance of a concept, elicit superconcepts of an instance of concept, elicit the values of a feature for an instance, elicit instances having the value of a feature an existing instance. At execution, this variable has as constant value the name of the instance for which the script is executed.

3.2 The Controls

Each control specifies the appearance and behavior of an input field from the Scenario Editor. To define a control, first you have to select the control type and then to fill in the control attributes.

The possible control types are:

· label, a textual message
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· single-line, a control for entering an object name or a description on a single line
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· multiple-line, a control for entering several names, or several single-line descriptions
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· multiple-paragraphs, a control for entering a description on more paragraphs
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· single-selection-list, a control for selecting at most one value from a list of possible values (using radio buttons)
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· single-selection-with-name, same as single-selection-list, plus an edit field for entering a name for the selected item
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· multiple-selection-list, a control for selecting any number of values from a list of possible values (using check-boxes)
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· multiple-selection-with-name, same as multiple-selection-list, plus an edit field for entering a name for each selected item 
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Each control has several attributes, depending on its type. The possible attributes are:
· text, for specifying the message to the user

· question, for specifying the prompt to the user

· height, for specifying the control height in lines

· answer variable(s), for specifying the variable(s) that will hold the value typed by the user; initially the value of an answer variable is taken from the ontology by making a search on the ontology actions; when the value in the control is modified by the user the variable value is updated and the ontology is updated according to the ontology actions

· default value, for specifying a default value if no initial value exists in the ontology

· modifier, for specifying a value that replaces the very first value typed by the user

· possible values, for specifying the possible values in the selection list

3.2 The Additional Variables

In addition to the instance variable and the variables associated with the controls, you can declare variables that hold values already existing in the ontology and associated with the element being elicited. The values of these variables are taken from the ontology, by making a search on the ontology actions.
3.3 The Ontology Actions

Each ontology action is a triplet of the form “object feature value”.

· the object can be either a variable or a text containing no variables (it cannot be a concatenation)
· the feature can be only a text, and can have two special values: “instance-of” and “subclass-of”

· the value can be either a variable or a text containing no variables (it cannot be a concatenation)

The ontology actions are used to assign initial values for the variables associated with the controls and for the additional variables. When the value of a variable associated with a control is modified by the user, the ontology actions are used to update the ontology accordingly.
3.4 The Report

The report is an expression that can also contain HTML tags. The Scenario Elicitation module will write in the report file the value of the report expression for each script in execution. The HTML tags are put as is in the generated file, and therefore it is your responsibility to follow the correct HTML syntax if you use them. There is a special tag, “<number>”, that is replaced by the Scenario Elicitation module with a number corresponding to the position of the current script in the tree of script calls.
3.5 The Script Calls

Each script call specifies:

· the type of the script called

· whether the controls of the script called are placed in the same right pane as the controls of the current script, or a new folder is created in the table of contents for the script called

· in case a new folder is created in the table of contents, the folder name (optional)

· the script arguments, such as instance, concept, and feature, depending on the type of the script being called; if the script has an instance argument, the concept argument is optional and its value at execution will be the direct superconcept of the instance argument, that must be unique
4 Using the Finder

You have to use the finder if you want to enter a variable, a concept, or a feature in an expression. To do so, simply type the first few characters of the element to be entered and press “Control+.”. In case of a variable, it is required to enter the “<” character, to distinguish from the case when you want to enter a concept. After pressing “Control+.” select the desired element from the menu, as shown in figure 2.
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Figure 2. Using the Finder

5 Specifying the Root Script

To specify with script is the starting point for the execution of the Scenario Elicitation module open the Script Editor for that script and check the is root check-box on the bottom-right (see figure 1). Only one script can be root at a time, therefore this will delete the “is root” flag from the script that was previously the root. Internally, the information about which script is the root is kept as a predefined feature of the top-level concept. Only scripts that do not have an instance variable can be set as root.
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