scui.Language.MarkObjects( )
SYNTAX

scui.Language.MarkObjects(MarkList)
PURPOSE

This function is used to connect the language file to your Gui objects. Since the text for every object state can be different you have to specify for which state of your object the language file definition must be applyied.
The table <MarkList> can have any entries you want but every entry must have these anonymous fields:

· ObjectName

· TranslationTag

· ObjectState

INPUT

- MarkList

A table used to connect your Gui objects to the language file
OUTPUT

EXAMPLE

Suppose you want to define two buttons:
scui.NewObject( #IFOCLASS_BUTTON, "btn1", nil, nil, nil, { Values = { "Button 

one" })
scui.NewObject( #IFOCLASS_BUTTON, "btn2", nil, nil, nil, { Values = { "Button 

two" })

Now we have to attach the buttons to the language file, for this suppose the the tag associated are respectively “btn_1” and “btn_2”:

scui.Language.MarkObjects({{ "btn1", "btn_1", #LANG_ALL },

                           { "btn2", "btn_2", #LANG_ALL }})
At this point if you load another catalog with scui.Language.LoadCatalog() your buttons will be translated immediately.
NOTE
Please see the appendix for a complete overview of the translation system.
