The Alf editor

The Alf editor window

The Alf editor window provides a general way to edit the Alf code of any element with an Alf body. If your
project was created using the Alf project template, then the Alf editor window will already be open and
docked in the lower left window pane. But, if it is not open, you can open it by selecting Windows > Alf
(the window will initially appear at the bottom of the main MagicDraw window, but it may be moved and
docked like other MagicDraw windows). The Alf editor window remains open and in the same position for
a given project, even when the project is closed and opened again. For opaque behaviors, expression
and actions, associated Alf code may also be edited as the body of those elements (for more details on
editing the Alf bodies of these kinds of model elements, see the child pages of this page).

To edit Alf code in the Alf editor window, open the window (if it is not already open) and select the
element whose Alf body is to be edited. If the element has an Alf body (or if it is possible to add a new Alf
body to it), then the Alf code appears in the window. As shown in the sample image below, the code is
displayed with keywords and syntactic elements highlighted in different colors.

a af
Alf a ox

TestAddressBook
1WritelLine ("Testing Address Book...");
2 boock = new 'Address Book'();
3
4 Writeline ("Adding Ed at 1234 A1f Street...");
5 book.add ("E4™, “1Z34 R1f Street™);
& WritehAddressesFor (bock, "Ed");

7

EWriteline ("‘\nAdding Ed at 5878 No Magic Ave...");

S book.add ("EA™, "5&72 No Magic RAve");
10 WritekddressesFor (bock, "Ed");
11
1Z Writeline ("\nRemcoving address 1...");
12 book.remove ("E4d", 1);
14 WriteRddressesFor(boock, "Ed");
15
l&WriteLine ("\nDone.%n");

17

The Alf editor window

The buttons at the bottom right of the window have the following functions.

Button Description
name
Create Create a behavior for the selected element, which can have an Alf body. This button will

only be active if the selected element cannot itself have an Alf body, but an associated
Behavior can be created for it (such as an entry Behavior for a State, or a method
Behavior for an Operation). If more there is more than one possibility (such as entry, exit
and do-activity Behaviors for a State), then you will be able to select one from a pop-up
menu.

Save Save changes that have been made to the Alf body being edited. If, after making changes
to the Alf code, you select a different element, then your changes will be automatically
saved, even if you have not pressed the Save button.

Revert Revert the contents of the window to the last saved version of the Alf body. An changes
made since the last save will be lost.

Alf compilation errors

When you save Alf code from the editor, if the code has no errors, then it is automatically compiled so
that it becomes executable. If the code has errors, however, then it can still be saved as text, but it
cannot be compiled.

1 An Alf body that is saved with compilation errors may have been previously compiled
successfully. In this case, the executable behavior of the element with which it is associated
will still reflect that generated from the last successful compilation.
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The Alf editor will detect errors in Alf code as it is being edited. Detected errors are identified by
underlining the relevant text in red and showing a red marker to the left of any line containing an
identified error. Alf code may have two kinds of errors: syntax errors, which result from a failure to parse
the text being edited as Alf code, and constraint violations, which are violations of the semantic checks
made on Alf code that has been parsed successfully.

The image below shows an example of text with a syntax error. Hovering the cursor over the marked text
(or the marker to the left of the line) shows the cause of the error. As shown, more than one syntax error
may be highlighted in a text. However, constraint violations are not shown until all syntax errors have
been corrected.

a Af
Alf a %

TestAddressBook
1 WriteLinel'Iesting Address Book. . "7
2 boock = new 'Rddress Book'();
3 |[1:10] Syntax Error: Unexpected <STRING_LITERAL >
4 WriteLin dding Ed at 1234 ALEf Street...");
Sbock.add ("Ed", "1234 R1f Street");
& WritehddressesFor (book, "Ed™);

7

BWritelLine ("\nRkdding Ed at 5678 No Magic Ave...");

Sbook.add ("E4™ 5878 Mo Magic ave™); -
10 WritelkddressesFor (bock, "Ed");

11
12 WriteLine(

“nRemoving address 1...");

e("Ed", )i —
14 WritehkddressesFor (book, "Ed");

15

1€ Writeline ("\nDone.\n");

17

13 book . remow

Syntax errors

If the text being edited parses successfully, then the Alf editor runs a series of constraint checks (so
called because these checks are formally specified in the Alf standard as constraints on the abstract
syntax tree of parsed Alf code). As shown in the example below, there may be multiple constraint
violations, with the relevant text for each of them being identified. Hovering the cursor over the marked
text (or the marker to the left of the line) shows what constraints have been violated.

Qa af
Alf €%
TestAddressBook
1WriteLin| e =
2 book = new 'Address Book'():

3 [1:1] One or more arguments are not compatible (in type and/or multiplic
4 Writg [1:1] Behavior or feature reference cannot be resolved. (behaviordnvocatio
S bookx.add ("Ed”, "1234 RB1f Street”); -
& WritehddressesFor(book, "Ed4d");

7

BWriteLine ("\nkdding Ed at 5878 No Magic Awe...");

9 book_add ("E4™, "5&78 No Magic Awve™);
10 WritekddressesFor (bock, "Ed");
11
12 Writeline ("\nRemoving address 1...");
13 book remove (734", mull) -
14 WriteRddressesFor(boock, "Ed");

15
l&WriteLine ("\nlone.\n");
17

Constraint violations

If you save Alf code with errors, then these errors will also be recorded in the Active Validation Results
window (as shown below).

G} Depending on your Active Validation environment options, it may take a couple of seconds
after you save your Alf code before the error notifications appear in the Active Validation
Results (or before they disappear, once they are corrected)



By default, the Active Validation Option Validate Only Visible Diagrams is set to true for a
project. This means that only Alf errors on currently visible diagrams will appear in the Active
Validation Results. If you would like all Alf errors included in the results, then select Analyze >
Validation > Active Validation Options and set the Validate Only Visible Diagrams option
to false. This is particularly useful to provide a summary when there are compilation errors in
various Alf bodies across your project. Note, however, that setting this option to false means
that all active validations will be carried out across your project, not just the collection of Alf
errors. This could result in a degradation of performance, if your project is large or you have a
large number of validations being performed.

Severity Abbreviotion  Message Not Ignored

1:1) Ore o

3 TestAddressBook Qerror I 5:1] Nome

Resdy o1e i® 3

Alf compilation errors in Active Validation Results

Removing error annotations

Sometimes, an element will remain marked with an Alf compilation error annotation, even though, when
you look at the Alf code associated with it in the Alf Editor, there are no errors. For example, if you enter
Alf code that references a property that does not exist, this will be marked as an error. If you later create
a property consistent with the reference in the Alf code, the original error annotation remains, because no
dependency of the Alf code on the property could be recorded before the property existed. However, if
you then look at the Alf code in the Alf Editor, it will not have any errors. To remove the error annotations,
simply press the Save button in the Alf Editor (even if you have made no changes to the text). Doing a pro
ject build will also clear the annotations.

E-$] Model
=) E Customer

L~ © +name : String

Qa Af
Alf el X
List Customers
llfor (customer in Customer.allInstances())
2 Writeline (customer.name) ;
3}
4
] m [
Create [ Save ] I Revert

Saving from the Alf Editor to remove an error annotation

Read-only Alf bodies

Sometimes an Alf body will be attached to an element that is editable, such as when it is in a read-only
used project or a part of a Teamwork Cloud project that is not locked for edit. In this case, the Alf Editor
will still show the Alf code for the element, but on a gray background to indicate that the code is not
editable. If the element becomes editable (for instance, by locking it for edit in Teamwork Cloud), then the
Alf Editor will allow the code to be edited.


https://docs.nomagic.com/display/MAF190SP3/Building+and+cleaning
https://docs.nomagic.com/display/MAF190SP3/Building+and+cleaning

G} [ Classes [Thermostat-cs,mdzip]
4 Relations . aarf

Af 2 x

monitor [rezd only]
1

BB Thermostat

+1- T monitor ( measuredTemperature : Real )
© -house : Classes: House [1]
© -setTemperature : Real = 70.0

© -margin : Real = 5.0

-HT
E3- B Interfaces [Thermostat-cs. mdzip]
B 3 Signals [Thermostat-cs.mdzip]

Viewing the Alf body of a read-only element
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