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1. Overview:

GooyLCD IDE is a low cost, yet very powerful intatgd development environment for monochrome
displays. With GooyLCD IDE you will be able to ctea professional graphical user interface on YR@ir
without the need for constant downloading or taiadl error sessions. It supports GLC-Mxx series and
comes loaded with advanced utilities and functidesfont and bitmap editor, GUI objects, programmi
utility, proportional fonts, real time simulator ..ceBe up and running with your GUI LCD application
just few hours. Save weeks of hard graphic prograngm

The key for robust, user-friendly and elegant usterface is a prototype, test and repeat unisl iitght.

With GooyLCD IDE, you will be able to design, redgs test and simulate with only few clicks, which
allows for rapid and effective user interface daatvith minimum prototype cycle time. You can star
designing your GUI application before your hardwiareeady and because GooyLCD is easy to use, the
marketing and sales personal can also involveignhhase of the design.

2. Features:

Supports GLC-Mxx series

Real time interface between the software and theéuheo
Visual screen builder

Font editor

Bitmap editor

Image loader

Real time object simulator

20 predefined objects menu

Object browser

Project report

Programming utility for production purposes

Touch screen, Contrast, Terminal, Brightness, Alanth Beep utilities
Objects, text and graphics can be placed at arg} piithin the view area of the display
6 proportional fonts ( 8X8, 8X16, 16X24)

Open and save projects

Open and save bitmaps

Open and save fonts

Configurable display (view area) dimension
Configurable display resolution

Configurable display back color

Configurable display fore color

Objects auto size function

Start up settings window

Module configuration window



3. System requirements:

Intel-based Pentium or compatible personal computer
Windows 98, XP or Vista

CD-ROM drive

128 MB RAM or higher

USB or RS232 Port

4. |Installation:

Insert the CD into your CD-ROM drive
From the Start menu, choose Run and type D:\SETUEk OK
Follow the on-screen instructions to complete ttstallation

5. Interface:

RS232 serial bus is used to communicate with théuteo If your PC does not have a serial port, e t
you can use a USB to serial converter, which wstall a virtual com port in your PC. Not all USB t
serial converters in the market today have the g@rmfermance, some of them may be not suitable for
high speed interface like the one we use. Fronegperience, we recommend to use Prolific USB téaber
converter.

6. Display:

GooyLCD treats the target display as graphical aanive. a drawing surface in which objects can be
placed. All placements are free, so there is ndgdileed positions or grid, which limits the artisti
freedom.

The display is 1:1 compatible to the target disglagD) with the origin (0,0) at upper left cornet= axis
is going from left to right and Y-axis is going dowards. The coordinates are counted in displaylqise
the display set the limits for the coordinate syste

The display resolution (horizontal and verticalaleson) and the dimensions (width and height) @ser
defined and must match the target display resaiwind view area dimensions. The maximum display
resolution is 320X240 (QVGA) and the maximum viewwadimensions are 125mm (W) X 100mm(H).
The display back and fore color are also user ddfand they usually match the target display bghkli
color and drawing color.

*. Display Resolution !|
" 128464
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Edit Display Resolution. ® 126
The display resolution must & T
match the target display P ——
resolution. 240X 64
240128




Edit Display dimensions (width
and height) in mm.

The display dimensions must
match the target display view
area dimensions.

Enable or disable the dotted 8-
pixels grid.

*. Display Dim

Edit the display back and
fore (drawing) color.

The highlight color is fixed
to Yellow so, do not use
yellow for back or for
color

7. Module Select:

GooyLCD is currently support the following modules:
GLC-M1x
GLC-M2x
GLC-M3x

8. Comm port, Baud Rate and Device ID:
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The selected baud rate and Device ID (communicatitiress) must match the module baud rate and
device ID for the communication to function progeifhe selected com port must exist in your PCraotd

be in use by another application.

The default values for the baud rate and devictotzll modules are:

Baud Rate = 19.2Kb/sec
Device ID = 0x10 = 16
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If you use a USB to serial converter, th
installed com port can be from 1 to 255.
In this case select “Other” and enter the
com port number.
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9. Module Configuration Utility:

This utility is used to configure the module fortaular display, set the communication baud raig a
device ID and, select the power up options.

Again, the selected baud rate and device ID musththe one selected through the Comm Port window.
Each module has its own configuration parameterspse configuration options will be enabled or
disabled depend on the selected module. For méremation about the module configuration, see the
module user manual.

To configure a module:

. Configure Module [GLC-M2x ]

Select and enter your configuration options
CIICk on “Applyn F‘owerUp.f.F!eset RA5232/R5422 Factary Canfig
To save the configuration bytes to a file, click on v EZ;Z;‘@“;Z; PevioolD [15__] | | Pesowerd e |
“Save to Hex file”, enter a file name and thenlkcli¢ - Baud Rate
on Save. ¢ [192kbises ~] |-+_|
To send these configurations to the module, click
on ‘lsend TO MOdU|e” LCG[:aphlc: Contraller RamM SR
’—_| i
The configuration data will be saved in the module T 2 1
internal EEPROM and they will be restored after < 19200
power on or reset. 52| PRttt
The display resolution is already configured (sild) [ = 320
through the Display Resolution Window . 240
The splash screen is an image with ID = 0. For i ‘
example this image can be your company logo. oK g s f | b |
The factory configuration is only for Haidar l

Technology use.

10. Contrast Utility:

This utility is used to adjust the target displaytrast.
A value from 0 to 255 can be used as contrast.level
This range is not practical for most application.
Manually adjust the contrast level and determire th
practical range for your application. For examptenf
235 to 245

11.Backlight Utility:

This utility is used to turn the backlight ON or B&nd
adjust the brightness level. The brightness level
adjustment is only for displays with LED backlight.
value from 0 to 255 can be used as brightness. [&téd
range is not practical for most applications. Mdlyua
adjust the brightness level and determine the joadct
range for your application




12. Alarm Utility:

This utility is used to set the visual and aud#ilerm.

13.Buzzer Utility:

This utility is used to examine the beep function.

14.Touch Screen Utility:

This utility is used to examine the
performance, configure and, calibrate the
touch screen.

When the screen is touched, the touch status
light will turn green.

You can also measure the relative touch
pressure (RT) and see the difference
between a finger and stylus touch.

For more information about the touch
screen, see module user manual.




15. Terminal Utility:

This utility is used to examine the Terminal
commands. See the module user manual for mpre
information about the terminal commands.




16. Button Functions:

Button Function
[;1‘ Open file
! Save file
= Clear target display (LCD)
=
Refresh Display
Show Touch Zones
=
*—I%l* Move Fast (8 pixels)
1
+4 Move Smooth (1 pixel)
- Move Left
- Move Right
1_ Move Up
Move Down

(). Send To Module
=
= Save To EEPROM
-
- Show From EEPROM
=
F Switch between Negative and Positive
Picture
White Pen
. Black Pen
o Delete
o= Object Property
Simulate

Send Screen To module (the screen wi
not be saved in the module EEPROM)

Zoom Out

ol Nolg

Zoom In




17.Font Editor

A single font is edited in this window.

Commands

Single Character

The font editor window is divided into four panels:
- Single Character: shows the currently selectedachear
Characters List: shows all characters in the ctiyreselected font
Commands: commands for editing, selecting, loadang, saving to module. It also provides
information about the selected font and charadtendidth, height ...etc
Editing Tools: contain tools for character editing.

17.1. Font Setup:

6 fonts are provided for proportional writing. lroportional writing, the characters are writtenadéing
to their width with one blank pixel between thentl. ¢haracters are written with proportional spacing
except “0— 9", “/", “\" -t = and * * (sp ace) are written with mono spacing (fixed widthieT
character width and height are automatically cal@d for the selected character.

Editing
Tools

Characters
List




Select Font:This will select the character cell size and forde to be used by the module for saving

and writing. The following table shows the fontilis

Font Cell Size # of CHRs Font Code
Font 1 8X8 128 50
Font 2 8X8 128 51
Font 3 8 X 16 128 52
Font 4 8 X 16 128 53
Font 5 16 X 24 128 54
Font 6 16 X 24 128 55

All fonts contain up to 128 characters (ASCII coffesn 0x20 to Ox9F). ASCII codes from 0x00 to Ox1F
must not be used. Once the font is selected, tigescharacter matrix will be updated to the neilvsiee.
The character size must not exceed the cell size.

Top Line: A value from 0 to (cell height —1) can be used. i@hpetters are usually placed between
the base line and the top line. Letters with accean utilize the area above the top line.

The top line value determines the “InternalLeediggace for the selected character. When a system

font is loaded, all characters will be shifted i@y up or down according to the top line value.

Mid Line: A value from 0 to (cell height — 1) can be usedwkocase letters are usually placed
between the base line and the mid line.

Base Line:A value from 0 to (cell height — 1) can be useowkr case letters with hanging parts like

g” can utilize the area under the base line.

Wid Line: A value from O to (cell width — 1) can be used. @loters must fill the area between the
left borderline and the wid line. A good value fid line is cell width — 2, which allow you to uiik

most of the cell area. Also this value can be usadanually determine the character width for some

characters like “ “ (space), “*", etc.

Load Sys Font:This button is used to load and convert a systam fifter you select system font

name, style and size. Click “OK” and the selectad fvill be converted to a binary matrix format and
displayed on the character list. Not all systentdarame, style or size can be converted succegsfull
because the limitation in the cell size.

Modify CHR: This button is used to save the edited charactiéer fe font is displayed on the
character list. You can edit any character by dtiglon the character. The color of the charactér wi
change from black to red and it will be shown om $ingle character matrix. Now, you can use the
editing tools to edit the selected character. Ajtar are done, click on “Modify CHR” to save iteth

color of the character will change from red to grelicating that this character has been editedd an
saved.

Send Font To Module:This button is used to send the selected fontdartbhdule to be saved in the

Font/BM EEPROM
17.2. Save Font:
To save a font to a file, click on the “Save” ic@nter a file name and click “Ok”. The font is sd\as
binary file (.dat) and only can be read by the feditor. To easily reconagize a font file, add fitiet name,
system font name, size and style to the file ndfoeexample: Fontl_Arial_Reg_8.

17.3. Open Font:

To open a font file, click on the “Open” icon. Setla file name and click on “OK”.

10



18.Bitmap Editor:

Send, Save and Enter Bitmap 1D
Show Numbe

Save and Editing
Open a <4—— Tools
bitmap >

Bitmap >

Size

Edit a
< bitmap

Font frame >
is disabled

To edit a bitmap:

Select the bitmap size

Edit your bitmap using the editing tools

To see how the bitmap looks like on the targetldispclick on “Send To Module” icon

If you are satisfied, save the bitmap to a filstfiClick on “Save” icon

Enter the bitmap name and find an available ID nemfior this size, then click on “OK”

Enter the available bitmap ID number.

To save the bitmap in the module EEPROM, click 8ave To EEPROM” icon

To check if the bitmap is saved correctly or talfavailable ID number, click on “Show From
EEPROM" icon.

When you save a bitmap to file, add the bitmap aimt D to the name of the file. This will allowy®o
find available ID number for your bitmap. You cdscuse “Show From EEPROM” icon to scan all the
bitmaps which are saved in the module EEPROM fioarselected size. This also will prevent you from
overwrite an already saved bitmap.

11



Not all bitmaps location (ID numbers) are availaldeme ID numbers are already used by the objscts a
OEM bitmaps. While these bitmaps are editable leyuber (not recommended), they must saved with
same ID number as shown by the following table:

OEM bitmap name Size ID number
Blank_8X8_31 8 X8 31
LBUP_8X8 30 8 X8 30
LBDown_8X8 29 8 X8 29
CBchecked 8X8 27 8 X8 27
Cbunchecked 8X8 26 8 X8 26
RBchecked 8X8 25 8 X8 25
RBunchecked 8X8 24 8 X8 24
LBUPH_8X8_23 8 X8 23
LBDownH_8X8 22 8 X8 22
Blank_64X64_31 64 X 64 31
Blank_48X48_31 48 X 48 31
Blank_32X32_31 32 X32 31
Blank_24X24 31 24 X 24 31
Blank_16X16_31 16 X 16 31
Blank_16X8_31 16 X8 31
Blank _8X16_31 8 X 16 31
Blank_32X16_31 32X16 31
Blank_16X32_31 16 X 32 31

The bitmaps are saved as binary file (.dat) ang cah be open by the bitmap editor.

Small Digits (DigitS), Medium Digits (DigitM) and iB Digits (DigitB) bitmaps must be saved
in files using the following format:

DigitS_ID.dat

DigitM_ID.dat

DigitB_ID.dat

Where ID is the bitmap (digit) ID number.
e.g.: To save small digit O
DigitS_0.dat

12



19.Image Loader:

Select
Imageor |—p
Bitmap |
< mage
preview
Enter Image 1D —»
<4— Selectan
image (.bmp)
Enter Bitmap ID >
< Selgqt
Positive or
Negative
Send, save and >
show
Actual image or bitmap Convert the image to
size Image Box B&W and display it on
the image box

Image is a full screen bitmap and usually usegkesk screen to display the company logo or toaligu
describe a process. The resolution of the imagelgdhie the same as the target display resolutiotit b
can be smaller or bigger. In this case, the imagddr will embed blank bytes if it is smaller otede

bytes from the image if it is bigger.

The Image Box has the same dimensions and resolasithe target display so the image shown on the
image box will look exactly as on the target digpla

The image loader is also allows you to display emavert a bitmap as long as it has a supportedaside
saved as window bitmap (.bmp).

To save an image to the module:
Edit your image using any Paint program like “WindBaint Shop Pro” and save it as bitmap (.bmp)
From the Image Loader, click on “Load Image”, tisetect your image and click on “Ok”.
Your image now is shown on the Image preview b@e& a positive or negative picture and click on
“Convert” and the image will be shown on the imbage.
Click on “Send To Module” icon to display the image the target display.
If you are satisfied, give the image an ID numbmat elick on “Save To EEPROM” icon to save the
image in the module Font/BM EEPROM.
You can display an already saved image on thettdigplay by clicking on “Show From EEPROM”
icon. Also you can scan the images already savétkimodule to find an available ID number for
your new image. This will prevent you from overerd saved image.

The same steps are used for a bitmap except bétsirhe bitmap has a supported size.

13



20.Main Window:

Screen layout is handle in this window.

Main ment Layout tool:

Objects
ment

=~

Display 1:1 compatible to the target displa

The main window has four panels:
Display
Objects browser
Objects menu
Main menu
Layout tools

20.1. Objects browser:

The object browser contain all the screens andctbja the project. By clicking on a Screen, thiected
screen will be displayed on the display and ortdinget display if the check box “Display Screen” is
selected which provide a real time interface betw@eoyLCD and the target display. Clicking on an
object contained in the selected screen will hgttlthe object (the color of the object turns ivtdlow)
and you can use the layout tools to edit the opjeleich include: Move, Delete, Edit Properties and
Simulate.

20.2. Object menu:
The object menu contains all the pre-coded objadigh are used to build the graphical user interfa
application. The menu include the following objects

14

Objects
browser




21.Adding object to a screen:
For more information about the object, see the reothanual.

21.1. Adding GUI object:

GUI objects are windows™ style objects used forlengenting advanced windows™ compatible dialogs.
The GUI objects are Label, TextField, CheckBox, iRBdtton, ListBox, Form, Button, and TextBox. GUI
objects have one Property window where some oftinemands are enabled or disabled depends on the
selected object.

Border | Object | Maximum
select | Code number of
objects

Object name >

Object ID assigned [
automatically

< Font preview window

Select Font >

ListBox editting
tools —> ¢ Object width and height

< Number Of Characte

Object _Text >
or caption

15



To add a GUI object to a screen:

- From the Object menus, click on the object button yeed to add
The objects property window will appear with théeséed object class name shown on the window
header
Enter the object name. The object name must beuarfi each object and if the object name you
entered match any object name from the same ctame,ran error occurred. The object ID is
automatically assigned by the software (is not esi#@able). The Max label shows the maximum
number of objects you can add to one screen.
Select Font and Border style if applicable
If you need the object to be visible when the stieaded on the target display then select “Visible
If you need the object to be Touch sensitive (dhémuch zone) then select “Touch”
Enter the caption or the object text. If the “AutS is selected, object the software accordinthio
selected font automatically calculates dimensiovidth and height) and caption number of characters
(NOQC). If the selected object is a Label or TextBire caption or the text will be the object iritiaxt
when the screen is loaded and because the teditébke at run time, the object width must be big
enough to hold (without clipping) the text at rime. If the “AutoSize” is not selected, you cantedi
the object width and height. Text is always lefttified except the button text, which is center,
justified.
If the selected object is ListBox, enter the listtmmber of items and the item maximum length in
characters (8 pixels). The item maximum length meitees the width of the highlight box when the
item is selected and should be higher than thedsinitem. Enter the item text and then click ondAd
Item” and repeat that for all items. To remove @it an item, select the item index and then cliok' o
Remove Item” or edit the item text.
Example: Let us assume you need to add a 3 itesth®}
Item 1: Settings
ltem 2: Run
Item 3: Stop
The longest item is item 1 (8 characters) them Ibeax length must be higher than 8
Then:
Number Of Items = 3
Item Max Length = 10
After you finish editing the object, click on “Apgland then click on “OK”
Move the mouse cursor to the location (within tieplhy area) you need to place the object and left
click
To further adjust the object location, highlighe thbject by clicking on the object name in the obje
browser and then use the layout tools to move Iijeco
To see how the screen looks like on the targetalisplick on “Send Screen to module” icon
To save the object in the module EEPROM, from “@jeenu, select “Compile and Save”

16



21.2. Adding HMI object:

GooyLCD allows you to add the industry leading HanMachine Interface objects to your applications.
The provided HMI objects are: BarGraph, Chart, bBiigage, NumberBox, and Slider. All HMI objects
have one property window where some of the commarelenabled or disabled depends on the selected
object.

BarGraph editing tools

Object name >

Chart editing
tools —>
< Nu_mberBo;
editing tools
Slider editing
tools —>
< Common
commands
The Handler T T A
bitmap must be
8X16
The Pointer LinearGage Object bitmap
bitmap must be editing tools preview window
16X8

Load object bitmap

To add a HMI object to a screen:

- From the Object menus, click on the object buttou wish to add
The objects property window will appear with théeséed object class name shown on the window
header
Enter the object name. The object name must beuarfy each object. If the object name you entered
matches any object name from the same class nanegta occurred. The object ID is automatically
assigned by the software (is not user editableg. Nlax label shows the maximum number of objects
you can add to one screen.
If the object has a bitmap like pointer, handledigits, click on “Load Bitmap”, the loaded bitmap
will appear on the preview window
If you want the object to be visible when the sorkaded, select “Visible”
If you want the object to have a touch zone, selEatich”

17



Enter the object width and height in pixels. Ndtattthe actual object width and height can be highe
than the entered one. For example, if you ent@8fdr a bargraph height and 8 for its width, the
actual height is 130 and actual width is the same.

After you finish editing the object, click on “Apgland then click on “OK”

Move the mouse cursor to the location (within tiepthy area) you need to place the object and left
click

To further adjust the object location, highlighe thbject by clicking on the object name in the obje
browser and then use the layout tools to move Iijeco

To see how the screen looks like on the targetalsglick on “Send Screen to module” icon

To save the object in the module EEPROM, from “@jeenu, select “Compile and Save”

21.3. Adding Graphics objects:
The graphics objects are Bitmap, ImageSeq and AromaAll graphic objects have the same property
window with some commands are enabled or disaldpemds on the selected object.

Object name >

Bitmap Size >

< Bitmap preview

window
Loaded bitmap L >
informatior ¢ Load a bitmap
o < ImageSeq
Animation > editina tool:

editing tools

To add a Graphic object to a screen:

- From the Object menus, click on the object button yeed to add
The objects property window will appear with théeséed object class name shown on the window
header
Enter the object name. The object name must beuarfir each object and if the object name you
entered match any object name from the same ctame,ran error occurred. The object ID is
automatically assigned by the software (is not esiable). The Max label shows the maximum
number of objects you can add to one screen.
If you want the object to be visible when the sorkaded, select “Visible”

18



If you want the object to have a touch zone, selEatich”

To select the object bitmap, click on “Load BM” datinen browse to find your bitmap and then click
on "Load”. The selected bitmap will appear on theview window

If the selected object is ImageSeq, enter the numhienages to be sequenced. The starting bitmap ID
will be update when you load the bitmap

If the selected object is Animation, enter the namtif frames and select the animation movement
style. The starting bitmap ID will be updated wh@u load the bitmap

After you finish editing the object, click on “Apgland then click on “OK”

Move the mouse cursor to the location (within tiepthy area) you need to place the object and left
click

To further adjust the object location, highlighe thbject by clicking on the object name in the obje
browser and then use the layout tools to move kijeco

To see how the screen looks like on the targetalisglick on “Send Screen to module” icon

To save the object in the module EEPROM, from “@jeenu, select “Compile and Save”

21.4. Adding Draw objects:
The draw objects are Line, Circle, Ellipse and Begte. All drawing objects have the same property
window with some commands being enabled or disatidgetnding on the selected object.

To add a draw object to a screen:
From the Object menus, click on the object button yeed to add
The objects property window will appear with théeséed object class name shown on the window
header
Enter the object name. The object name must beuarfay each object and if the object name you
entered match any object name from the same ctame,ran error occurred. The object ID is
automatically assigned by the software (is not asiable). The Max label shows the maximum
number of objects you can add to one screen.
If you want the object to be visible when the sorkmded, select “Visible”
If you want the object to have a touch zone, sélBatich”
Select the draw style and the fill style if appht=
After you finish editing the object, click on “Apgland then click on “OK”
Move the mouse cursor to the location (within tieplhy area) you need to place the object, cliak an
hold the mouse left button
Move the mouse (within the display area) with i button is kept pressed to complete drawing the
object

19



If you are done, leave the mouse left button

To further adjust the object location, highlighe thbject by clicking on the object name in the obje
browser and then use the layout tools to move Iijeco

To see how the screen looks like on the targetalisglick on “Send Screen to module” icon

To save the object in the module EEPROM, from “@jeenu, select “Compile and Save”

20



22.Adding a Screen to a project:

A project can have up to 24 screens. By defaultnithe software is loaded, screen0 is automatiealtjed
to the project. The screen name is not editabliéyser. To add a screen to a project:
From “Project” menu, select “Screen”
From Add/Remove Screen, click “Add” to add a screehighlight a screen and click “Remove” to
remove a screen from a project.

To save a screen to the module
EEPROM. From the Project menu,
click on “Compile and Save a screen”.

When you remove a screen from a project, all theatd contained in this screen will be removed fidos
action is undoable, so be sure to save the prbgfore removing a screen.
To remove (delete) a screen form the module:

From “Project” menu, select “Delete Screen”

From Delete Screen window, enter the screen IDngrd to delete and click on “Delete Screen”

To load (show) a screen is already saved in theuleastreen:
From “Project” menu, select “Delete Screen”
From Load Screen window, enter the screen ID yadne show and click on “Load Screen”

21



23.Edit Object properties:

To edit an object properties:
- From the Object browser, click on the object yoadcto edit. This will highlight the object
From the layout tools, click on “Object Propertgbn
The first 7 properties are not editable. Doublekctin the property value you need to edit
Edit the property value and then press Enter
Click on “Apply” to save the change

Screen number

The first 7

editable

properties are nof

If there is no
value assigned to
the property.
This property is
not applicable to
the selected
object

Visible and Touch properties have a value of 1 tr ihdicate if the property is selected or noestdd.
Font, Border Style, Draw Style and Fill Style prdjes also have a value (number) assign to theselext
different font or style.

Value | Font Border style | Fill Style Draw Style | Visible Touch

0 - No border Transp. Normal Not Visiblg  Has no touchezop
1 Fontl | Normal Solid Bold Visible Has touch zone

2 Font2 | Bold Hor. Lines | Thick

3 Font3 | Thick Ver. Lines | Dot

4 Font4 | - Cross Dash

5 Font5 | - Blank

6 Font6 | -

22



24.Simulate:

The simulation window provides a very powerful ttmlexamine the objects run time properties, clieck
the bitmaps, object bitmaps and fonts are savélteimodule EEPROM correctly and help you in
designing a user friendly navigation. It also usedimulate your animation using timer trigger e¢esnd
to plot different functions on the chart objectr ffze simulation window to work properly, your sene
must be compiled and saved in the module EEPROM.

To simulate an object:

From “Project” menu, select “Compile and Save”

From the “Object Browser”, click on the object needimulate
From the Layout Tools, click on the “Simulate” icon

The simulation screen will appear with only theesétd object run time properties enabled

Select, Edit or Click the run time properties anelrt click on “Send”

List box scroll
upn/dowr

To automatically trigger the
animation, select Auto and
click on “Play”. To stop,
click on “Stop”

Before you close the
simulation window, be sure
that you stop the animation

Clear Chart

Green = Plotting the chart
still in progress

Red = Plotting the chart ig
done

Do not close the window
until plotting is done

RED = 0 (Inactive)

Green =1 (Active)

If the highlighted object is Label or Text
box, send the label caption or the textbox
text before you highlight/unhighlight or
visible/ invisible the object

23



25.Programming Mode:

Reading/Writing to the module EEPROM is a sensitivgrocess. Close all other applications including
firewall and virus scanning software

The programming mode is used to program the blamttubes providing a powerful tool for mass
production. GooyLCD provide two utilities, one fdirect writing to the module EEPROM and the other
for direct reading from the module EEPROM. Afteuyfmish from your project and all screens, fonts,
bitmaps and images are already saved in the m&kRROM (we are going to call this module “Master”),
you can use “Read EEPROM?” utility to make an exagty of the master EEPROM and save it to four
individual Hex files. Those files will be the masfies to program the blank modules using “Write
EEPROM” utility.

To set the module to the programming mode:
Turn off the module and display
Disconnect the display connector
Set the DIP switch to Programming mode
Turn on the module

In this mode, the module will automatically configued to 115.2 kb/sec and to a device ID equal to 16.
The firmware will skip the LCD initialization routi ne so any command needing to access the display
is not allowed.

To configure GooyLCD to the programming mode:
From the main menu, select “Config” and then s€l€ammunication”
From the “Communication” windovgelect 115.2 kb/sec baud rate and enter 16 for tlievice ID

The check sum is
44— the summation of
all bytes

To Read the module EEPROM:

From the main menu, select Utilities, then sel&#dd EEPROM”
Select Bitmap EEPROM
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Click on “Hex File Name”, enter the Hex file named. Projectl_BM EEPROM.Hex) and then click
“Save”

Click on “Read EEPROM”

When reading the EEPROM complete successfullyfith@®rojectl BM EEPROM.Hex has an exact
copy of the module Font/Bitmap EEPROM

Select Program EEPROM (1) ( Screen0 to 7)

Click on “Hex File Name”, enter the Hex file nameed. Projectl_Prog_1 EEPROM.Hex) and then
click “Save”

Click on “Read EEPROM”

When reading the EEPROM complete successfullyfilth@rojectl Prog 1 EEPROM.Hex has an
exact copy of the module Program EEPROM (1)

Repeat the same steps for Program EEPROM (2) (& teel5) and Program EEPRM (3) (Screenl6

to 23) EEPROM. If your project has only 8 screenkess, there is no need to read EEPROM (2) and
EEPROM (3)

After reading the master module EEPROM successfiithg Hex files which, are saved in the previous
step are the master files which, are going to leel i3 program the blank modules in the next step.

Programming a blank module require the following tsteps:
Writing the master files to the module correspogdaicPROM
Writing the module configuration bytes (16 bytes}ie module internal EEPROM

The blank module also needs to be set to the pmogiag mode and powered on.

When a project is loaded “Open”, it will overwrite the baud rate and the device ID to the

module configuration values. When you change the bauate and / or the device ID in the
“Communication” window will also overwrite the values of the baud rate and device ID in
the module configuration window.
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To write the module configuration bytes:
- From the main menu, select Utilities, then sel&gtite EEPROM”
Select Module Config Bytes
Click on “Hex File Name”, enter the Module configtion hex file name (e.g. Projectl_Config .Hex)
and then click “Save”
Click on “Write EEPROM”

Repeat the same steps to write (program) to thaitad®itmap EEPROM, Program EEPROM (1) ,
Program EEPROM (2) and Program EEPROM (3).

26. Settings:

The settings window allows you to configure GooyL@IE upon starting up. The starting up settings
(options) are:

Communication and Module

Display size and resolution

Fonts

Object bitmaps

Fonts and object bitmaps (numberbox digits, poiatet handler) can be automatically loaded upotirsgar
which eliminate the need to down load them evengtthe software starts.

The starting up settings or options will be writtertext file automatically generated by the sofeyahe
file name isS'GUILCD.ini" and it will be saved in the application path.

When a project is loaded, communication, module, digay size and resolution will be
overwritten by the project parameters without affeding the selected options in the settings
window
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27.Generate Project Report:

This utility is used to generate a project repdlte project report is a text file contains thedaling
sections:

Project header which includes project name, daig,naodule configuration

All the project Screens

All objects contained in each screen

Object class name, object name, object code aretil)

The report will assist you when you start writifg tcode for your application.

To generate a project report:
From the main menu, select Project and then clicieenerate Report
From Project Report window, click on File name ander the report name then click on Save

Click on Generate

27



