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1. Overview:

GooyLCD Mono is a low cost, yet very powerful Visual Screen Builder for monochrome graphic displays.
It fully supports Haidar GLC-Mxx serial LCD controllers and sLCD mono panels and comes loaded with
many different utilities and tools for rapid screen creation.
With GooyLCD Mono, you will be able to create a professional graphical user interface screens from your
PC without the need for constant code editing, downloading or trial and error sessions. You will be up and
running with your GUI application in just few hours and you will end saving weeks or may be even months
of hard graphic programming.
The key for robust, user-friendly and elegant user interface is a prototype, test and repeat until it is right.
GooyLCD Mono provides you with the tools to design and simulate your screens with only few clicks and
without the need to have your hardware and code even to be ready. This allows for rapid and effective user
interface creation with minimum prototype cycle time.

2. Features:

·  Fully supports GLC-Mxx and sLCD mono panels
·  Real time interface between the software and the target display
·  Virtual display is 1:1 compatible with the target display
·  Virtual display Zooming
·  Font editor/converter utility
·  True Type Font Import
·  Bitmap editor utility
·  Open, Edit and Save Window’s Bitmap file (.bmp)
·  Reverse or Normal Display mode
·  Image (full screen bitmap) loader utility
·  Real time object simulator for testing the objects real time properties
·  20 predefined objects menu
·  Graphical Button Object
·  Vector/Point Chart Object Type
·  Single Object Command to fill the Chart (Array command)
·  Object browser
·  C compatible Project report for easy copy and paste to your code
·  EEPROM Programming utility for production purposes
·  Touch screen, Contrast, Terminal, Brightness, Alarm and Beep utilities
·  Objects, text and graphics can be placed at any pixel within the view area of the display
·  Convert system font and program it with one click
·  Open and save projects
·  Open and save bitmaps
·  Open and save fonts
·  One click bitmap list programming
·  One click font list programming
·  Configurable virtual display back color and drawing color
·  Product select utility
·  New project wizard
·  Compile and program single or multiple screens with one click
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3. System requirements:

·  Intel-based Pentium or compatible personal computer
·  Windows 98, XP
·  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:\SETUP. Click OK
·  Follow the on-screen instructions to complete the installation

5. Interface:

RS232 serial bus is used to communicate with the serial controller or the panel. You can use a USB to
serial converter if your PC have not a serial port. Not all USB to serial converters in the market today have
the same performance, some of them may be not suitable for high speed interface like the one we use. From
our experience, we recommend to use Prolific USB to Serial converter.

6. Virtual Display:

GooyLCD treats the target display as graphical canvas, i.e. a drawing surface in which objects can be
placed. All placements are free, so there is no predefined positions or grid, which limits the artistic
freedom.
The display is 1:1 compatible to the target display (LCD) with the origin (0,0) at upper left corner. X- axis
is going from left to right and Y-axis is going downwards. The coordinates are counted in display pixels, so
the display set the limits for the coordinate system.
The display resolution (horizontal and vertical resolution) is automatically set for the sLCD mono panels or
user defined for GLC-M11 or GLC-M31. The maximum display resolution is 320X240 (QVGA).
The display back and draw color are user defined and they usually set to match the target display backlight
color and drawing color. The default back color is black and the default draw color is white.

Edit the display back and
drawing color.
The highlight color is fixed
to Yellow. You will not be
able to see the highlighted
object if either the back
color or the draw color is
yellow.



4

7. Product Select Utility:

The Product Select Utility provides fast and easy way to configure the software for specific product.

All supported products are listed on the “ProductList.inc” text file, which is saved in the application path.
The user must select the appropriate product before starting a new project. This will automatically
configure the software to the product specific settings. For GLC-M11 or GLC-M31, the user also needs to
select the target LCD resolution. The selected product settings and information will be saved in the project
header. To select a product:
·  Select the appropriate product form the product list
·  Click on “Apply” to save and configure the software
·  For GLC-M11 and GLC-M31, select the target LCD resolution from the LCD Resolution(X,Y) list
·  In case you need to do a change, click on “Cancel” and start again

8. Comm port, Baud Rate and Device ID Settings:

The Communication window is used to set the communication Com. port number, baud rate and device ID.
The selected baud rate and Device ID (communication address) must match the selected product baud rate
and device ID.  Also, the selected com port must exist in your PC and not be in use by another application.
The default values for the baud rate and device ID for all modules are:
Baud Rate = 19.2Kb/sec Device ID = 0x10 = 16

If you use a USB to serial converter, the installed com
port can be from 1 to 255. In this case select  “Other”
and enter the com port number. To test the
communication between the software and the selected
product:
·  Be sure that the product under contro is connected to

your PC serial port using Standard RS232 Cable
·  Click on “TEST”
·  If the test is successful, the TEST button will turn

into green , the product number and firmware will
be displayed.
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9. LCD Controller Configuration Utility:

This utility is used to configure the Serial LCD Controller (GLC-Mxx) for particular display and set the
communication baud rate, device ID and, select the power up options.
See the controller user manual for more information about configuration bytes.

Power Up Options:
·  BackLight ON/OFF: This will configure the LCD controller to turn the LCD backlight ON or OFF
·  Splash Screen: This will configure the LCD controller to display the splash screen (Image 0). This

option is only enabled when the option “Use Image Memory Location for Bitmaps” is not checked
·  Enable TouchScreen: This will configure the LCD controller to enable or disable the touch screen

controller
·  Reverse Display: This will configure the LCD controller for Reverse Display ( the background color is

the draw color while the draw color is the background color)
General Settings:
·  Use Image Memory Location For Bitmaps: This will configure the LCD controller to use the image

memory location for the extra 64 32X32 bitmaps and the Huge (64X128) digits. If this option is
checked, “ Image Loader” utility and “Splash Screen” option will be disabled and you not be able to
download images (full screen bitmap) to the controller.

·  The product Part #, LCD Part #, LCD Resolution and LCD graphic controller are automatically set by
the Product Select utility.

RS232/RS422 Settings:
·  Device ID: This will set the communication address ID
·  Baud Rate: This will set the communication baud rate

To program the configuration bytes, click on “Program”.  If the operation is successful, you will receive an
ACK and you need to power the LCD controller OFF and then power it ON for the new configuration to
take place.
To save the configuration bytes to a text file, click on “Save To Text File”

In case the baud rate and/or the device ID locations are corrupted or you are not able to communicate with
LCD controller. Set the controller Dip switch (1) to “Programming Mode” and then sequence the power
(power off then on). This will set the LCD controller baud rate to 115200 bit/sec and the device ID to 16.
From the communication utility, set the device ID to 16 and select 115200 baud rate and then click on
“TEST”. If the test was successful then, from the “Configure LCD Controller”, set the device ID and the
baud rate to your desired settings and then click on “Program”. Power the controller OFF then ON for the
new configuration to take place and do not forget to set the Communication utility baud rate and device ID
back to your desired settings again.
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10. Contrast Utility:

11. Backlight Utility:

12. Alarm Utility:

13. Buzzer Utility:

This utility is used to adjust the target display contrast.
A value from 0 to 255 can be used as contrast level.
This range is not practical for most displays. Manually
adjust the contrast level and determine the practical
range for your display. For example from 235 to 245.
The display will appear blank if the contrast value is
outside the range specified in the display data sheet.

This utility is used to turn the backlight ON or OFF
and adjust the brightness level. The brightness level
adjustment is only for displays with LED backlight.
A value from 0 to 255 can be used as brightness
level. This range is not practical for most displays.
Manually adjust the brightness level and determine
the practical range for your display.

This utility is used to set and test the visual and
audible alarm.

This utility is used to test the beep function.
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14. Touch Screen Utility:

15. Terminal Utility:

This utility is used to test the performance,
of the touch screen controller and the touch
screen panel and also can be used to
configure and, calibrate the touch screen.
When the screen is touched, the touch status
light will turn green and the new touch data
will be updated.
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.

This utility is used to test the Terminal
commands. See the controller user manual for
more information about the terminal
commands.
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16. Button Functions:

Button Function
Open file

Save file

Clear target display

Show Objects

Show Touch Zones

Move Fast (8 pixels)

Move Smooth (1 pixel)

Move Left

Move Right

Move Up

Move Down

Send To Controller

Save To EEPROM

Show From EEPROM

Switch between Negative and Positive Picture

White Pen

Black Pen

Delete

Object Property

Simulate

Send Screen To module (the screen will not be
saved in the module EEPROM)
Zoom Out

Zoom In
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17. Font Editor

A single font is edited in this window.

The font editor window is divided into four panels:
·  Single Character: shows the currently selected character
·  Characters List: shows all characters in the currently selected font
·  Commands: commands for editing, selecting, loading, and saving to module. It also provides

information about the selected font and character like width, height …etc
·  Editing Tools: contain tools for character editing.

17.1. Font Setup:
Six fonts are provided for proportional writing. In proportional writing, the characters are written according
to their width with one blank pixel between them. All characters are written with proportional spacing. The
character width and height are automatically calculated for the selected character.

·  TTF Import:  A Windows TTF font is vector based, and will be drawn using the full color depth of the
Windows system. This results in many shades of gray being used to represent the individual character.
As fonts in GooyLCD Mono are purely monochromatic (only two colors, or pixel states, on and off)
there must be made some sort of conversion, reducing the gray-scale Windows characters to black-
and-white GooyLCD font characters. The black/white ratio slider determines how dark a pixel must be,
in order for GooyLCD to perceive it as black, and not white. Some fonts are best imported with the

Editing Tools

Black/White
ratio slider for
TTF fonts

Load System
Font

Program
Font

Program
Font List

Save Modified
Character
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slider near the middle position, while others will be better represented if the slider is pushed more
toward the right. It is easy to experiment, because the import can be repeated again and again, using
slightly different slider settings. If the import covers a very large range of characters a smaller sub-
range can be used when adjusting the slider, in order to speed up the response.

·  Select Font: This will select the character cell size and the font code. The following table shows the
font list:

Font Cell Size # of CHRs Font Code
Font 1 8 X 8 128 50
Font 2 8 X 8 128 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 codes from 0x20 to 0x9F). ASCII codes from 0x00 to 0x1F
must not be used. Once the font is selected, the single character matrix will be updated to the new cell size.
The character size must not exceed the cell size.

·  Top Line: A value from 0 to (cell height –1) can be used. Capital letters are usually placed between
the base line and the top line. Letters with accents can utilize the area above the top line.
The top line value determines the “InternalLeeding” space for the selected character. When a system
font is loaded, all characters will be shifted vertically up or down according to the top line value.

·  Mid Line: A value from 0 to (cell height – 1) can be used. Lower case letters are usually placed
between the base line and the mid line.

·  Base Line: A value from 0 to (cell height – 1) can be used. Lower case letters with hanging parts like
“g” can utilize the area under the base line.

·  Wid Line: A value from 0 to (cell width – 1) can be used. Characters must fill the area between the
left borderline and the wid line. A good value for wid line is (cell width – 2), which allow you to
utilize most of the cell area. Also this value can be used to manually determine the character width for
some characters like “ “ (space), “*”, etc. The space character width is set automatically to the average
font characters width

·  Load System Font: This button is used to load and convert a system font. After you select system font
name, style and size. Click “OK” and the selected font will be converted to a binary matrix format and
displayed on the character list. Not all system fonts name, style or size can be converted successfully
because the limitation in the cell size.

·  Save Modified CHR: This button is used to save the edited character. After the font is displayed on
the character list. You can edit any character by clicking on the character. The color of the character
will change from black to red and it will be shown on the single character matrix. Now, you can use
the editing tools to edit the selected character. After you are done, click on “Modify CHR” to save it,
the color of the character will change from red to green indicating that this character has been edited
and saved.

·  Program Font: This button is used to save the selected font to the controller EEPROM
·  Program Font List: This  button is used to save up to 6 different fonts to the controller EEPROM

with one click
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17.2. Save Font:
To save a font to a file, click on the “Save” icon. Enter a file name and click “Ok”. The font is saved as
binary file (.bin) and only can be read by the font editor. To easily reconagize a font file, add the font name,
system font name, size and style to the file name. For example: Font1_ArialReg8.

17.3. Open Font:
To open a font file, click on the “Open” icon. Select a file name and click on “OK”.  In GooyLCD Mono
V1.10, you are still able to open the old font files (.dat) but only we can save them as binary (.bin). You can
easily convert your old font files to be compatible with the new version by open the (.dat) font file and save
it as (.bin)

18. Bitmap Editor:

To edit a bitmap:
·  Select the bitmap size
·  Edit your bitmap using the editing tools
·  To see how the bitmap looks like on the target display, click on “Send To Controller” icon
·  To save the bitmap to a file first. Click on “Save” icon
·  Assign ID number to the bitmap.
·  To save the bitmap to the controller EEPROM, click on “Save To EEPROM” icon

Editing
Tools

Program
Bitmap
List

Bitmap Code
Select

Program
Bitmap

Save and
Open a
bitmap file

Edit
Bitmap

Display the
Bitmap On
the Target
LCD

Show Bitmap
from
EEPROM

Save Bitmap
To EEPROM
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·  To check if the bitmap is saved correctly or to find available ID number, click on “Show From
EEPROM” icon.

When you save a bitmap to file, the bitmap file name will automatically include the bitmap ID and code.
This will allow you to find available ID number for your bitmap and also help you mange your project
bitmaps. You can also use “Show From EEPROM” icon to show or scan all the saved bitmaps in the
controller EEPROM from the selected size.
Not all bitmaps locations (ID numbers) are available. Some ID numbers are already used by the objects as
OEM bitmaps. While these bitmaps are editable by the user (not recommended), they must saved with
same ID number and code as shown on the table below:

OEM bitmap name Size ID number
Blank_8X8_31 8 X 8 31
ListBoxHScrollUP_8X8_30 8 X 8 30
ListBoxHScrollDown_8X8_29 8 X 8 29
CBchecked_8X8_27 8 X 8 27
CBunchecked_8X8_26 8 X 8 26
RBchecked_8X8_25 8 X 8 25
RBunchecked_8X8_24 8 X 8 24
ListBoxUScrollUp_8X8_23 8 X 8 23
ListBoxUScrollDown_8X8_22 8 X 8 22
Blank_64X64_31 64 X 64 31
Blank_48X48_31 48 X 48 31
Blank_32X32_31 32 X 32 31
Blank_24X24_31 24 X 24 31
Blank_16X16_31 16 X 16 31
Blank_16X8_31 16 X 8 31
Blank_8X16_31 8 X 16 31
Blank_32X16_31 32 X 16 31
Blank_16X32_31 16 X 32 31
Blank_Extra32X32_31 32 X 32 31

The bitmaps are saved as binary file (.bin) and only can be open by the bitmap editor. In the new version
(V1.10) you will still able to open old bitmap files (.dat). To be compatible with the new version, open
your bitmap file (.dat) and save it as (.bin). When a bitmap is saved to a file, the bitmap ID, Code, Width,
Height are also saved to the bitmap header. When you open bitmap file (.bin), the bitmap ID and Code
will be automatically updated.
In the new version, you will be able to open window bitmap files “.bmp” so you can design your bitmaps
using any Paint programs like “Window Paint Shop Pro” and saves it as bitmap (.bmp). From the bitmap
editor utility, open the bitmap file and assign an ID and then save it as binary file (.bin).
Another new powerful feature of the new version is the capability of programming single or multiple
bitmaps with one click. The “Program Bitmap List” utility is used to program a list of bitmaps with one
click.
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19. Image Loader:

Image is a full screen bitmap and usually used as splash screen to display the company logo or to visually
describe a process. The resolution of the image should be the same as the target display resolution.

To save an image to the controller:
·  Edit your image using any Paint program like “Window Paint Shop Pro” and save it as bitmap (.bmp)
·  From the Image Loader, click on “Load Image”, then select your image and click on “Ok”.
·   Select a positive or negative picture and click on “Convert” and the image will be shown on the image

window.
·  Click on “Send To Module” icon to display the image on the target display.
·  To save image to the controller EEPROM, assign an ID number to the image and click on “Save To

EEPROM” icon.
·  You can display an already saved image on the target display by clicking on “Show From EEPROM”

icon. Also you can scan the images already saved in the module to find an available ID number for
your new image. This will prevent you from overwrite a saved image.

Important Note:
Small Digits (DigitS), Medium Digits (DigitM) ,Big Digits (DigitB) bitmaps and huge digits
(DigitH) must be saved in files using the following format:
DigitS_ID.bin
DigitM_ID.bin
DigitB_ID.bin
DigitH_ID.bin
Where ID is the bitmap (digit) ID number.
e.g.: To save small digit 0
DigitS_0.bin
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20. Main Window:

The main window has four panels:
·  Virtual Display
·  Project Explorer
·  Object ToolBox
·  Main menu
·  Layout and Programming tools

20.1. Project Explorer:
The Project Explorer displays a hierarchical list of the project screens and all the objects contained by each
one. Clicking on a screen node in the list will automatically show the screen on the virtual display and, if
“Show the screen on the target display” is checked then, the screen will also be shown on the target display.
Clicking on an object in the selected screen list will highlight the object (the color of the object turns into
Yellow) which will allow you to use the layout tools to edit, move, delete or simulate the highlighted
object.

20.2. Object ToolBox:
The Object ToolBox displays all GooyLCD predefined objects or controls. The objects are divided into 4
groups:

·  Text Objects
·  Primitive Objects
·  Picture Objects
·  Human Machine Interface (HMI) Objects
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Text Objects
Object Description
TextField Static Text that can not be changed
Label Text with boarder
TextBox Same as Label but with Cursor function
CheckBox Creates a box that the user can easily chose if something is true or false. Multiple

choices are possible
RadioButton Allows you to display multiple choices that you only can chose one
Form Creates a box that you will be able to edit its title
ListBox Allows you to display a list of items that you only can select one
Button Creates a command button, which can be Graphical or Standard. Standard button

is similar to window’s button with text as the button caption. Graphical button is
basically 2 bitmaps, one for Unpressed state and the other for Pressed state

Primitive Objects
Object Description
Line Allows you to display line
Circle Allows you to display circle
Ellipse Allows you to display ellipse
Rectangle Allows you to display rectangle

Picture Objects
Object Description
Bitmap Allows you to display a single bitmap
ImageSeq Allows you to display multiple bitmaps from a list or array of bitmaps
Animation Allows you to display a bitmap based animation

HMI Objects
Object Description
BarGraph Allows you to display a horizontal or vertical bar graph
LinearGage Allows you to display a vertical linear gauge with editable pointer
Chart Allows you to display a chart. The chart can be YT or XY
NumberBox Allows you to display a 7-segement style number using editable digit bitmaps
Slider Allows you to display a horizontal slider with editable handle

20.3. Layout and Programming Tools:

                      

20.4. Main Menu:
The Main Menu allows you to access all the software utilities and functions.

Object
Simulation

Compile &
Program
All Screens

Compile &
Program
Current
Screen

Highlighted
Object ID,
Code and
Position

Screens and Objects
Memory Gauge

Normal / Reverse
Display

Unhighlight all
objects

Zoom In /
Zoom Out

Enable or
Disable Grid
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20.5. Virtual Display:
The Virtual Display is basically a picture box where you will be able to graphically layout your application
screens. It has the same resolution as the target display with zoom in and zoom out capability. The back
ground and the draw color are editable by the user.

21. Screen Layout:

Every Graphical User Interface application has at least one screen. A screen is basically an object container
similar to “Form” in windows programming. The screen dimension or resolution is the same as the target
display resolution so only one screen can be displayed at any time. Each screen can hold certain number of
objects and every GUI application can have up to 24 screens. “LoadScreen” and “UnLoadScreen” object
commands are the only commands needed by your host controller to Load and Display a screen.

To add Text, Picture or HMI object to the virtual display:
·  From the Object ToolBox, click on the desired object button
·  The object property window will appear
·  From the object property window, edit the object design time properties and then click on “Apply”
·  Move the mouse to inside the virtual display, a box with same dimension as the object will appear on

at the location of the mouse icon.
·  Move the mouse to the desired location where you need the object to be drawn
·  Click on the mouse left button
·  The object will be drawn and added to the screen object list

Selected
Product Name

Display
Resolution

Mouse
Position (X,Y) Mouse Row and Column

Selected Screen
Name
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·  If you need to move the object, highlight the object and use the layout tools ( move up, down, left and
right) to move the object

To add a Primitive object to the virtual display:
·  Move the mouse to the desired location where the first point will be drawn
·  Click left and hold
·  Move the mouse to second point desired location
·  Release the mouse left button
·  The object will be drawn and added to the screen object list

To add or remove a screen to/from your project:
·  From the main menu, select “Project” and then select “Add/Remove Screen”
·  The “Add/Remove Screen” window will appear
·  Add or Remove a screen
·  Click on “OK”
·  The screen name and ID are set automatically by the software and can not be edited

22. Object Properties:

Each object has its own design time and run time properties. Design time properties are only available at
design time and can not be altered during run time. Run time properties are only available during run time
and can be altered by the host controller through the object serial commands.

                                                              Design Time Mode

PC Running GooyLCD
Design your GUI
application screens
And then compile and
program your screens.
Also, edit font and
bitmaps and save them
to the controller
EEPROM

Serial LCD Controller
GLC-Mxx Series.
The application screens
are now saved in the
controller EEPROM.
Fonts and bitmaps are all
saved in the controller
EEPROM

Target Display.
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21.1. Objects Design Time Properties:
·  Text objects: Label, TextField, TextBox, CheckBox, RadioButton and Form

Property Description
Name Object unique name
ID Object unique ID (set automatically)
Code Object unique Code (set automatically)
Max Maximum number of objects per screen (set automatically)
Font Object font
BoarderStyle Object boarder style (is fixed to none for textfield)
Width Object width (when “Auto Size” is checked, object size is determined by the

widest character in the selected font (for example “W”) and the text number of
characters (NOC).
In case of TextField, the object width is the text width

Height Object height (when “Auto Size” is checked, object height is determined by the
font height.

Visible Allows you to make the object visible or invisible when the screen is loaded
TouchZone Allows you to assign a touch zone for the object
Acts As TextField This only valid for Label and TextBox and if it checked, the label or the textbox

will acts as TextField and you will not be able to alter the object text

                                                                    Run Time Mode

Host Controller
Board

RS232 Object
and Terminal
Commands

Serial LCD
Controller
GLC-Mxx Series

Target Display
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CheckBox Bitmap 1 CheckBox Checked Box 8X8 OEM Bitmap ID
CheckBox Bitmap 2 CheckBox Unchecked Box 8X8 OEM Bitmap ID
RadioButton Bitmap 1 RadioBitton Unchecked Circle 8X8 OEM Bitmap ID
RadioButton Bitmap 2 RadioBitton Checked Circle 8X8 OEM Bitmap ID
Text The initial text of the object ( this text will be displayed when the screen is

loaded)

·  Text Objects: Button

Property Description
Name Object unique name
ID Object unique ID (set automatically)
Code Object unique Code (set automatically)
Max Maximum number of objects per screen (set automatically)
Font Button font (only for standard button)
BoarderStyel Button boarder style is fixed to “none”
Width For Standard button, Object width (when “Auto Size” is checked, object width is

determined by the widest character in the selected font (for example “W”) and
the text number of characters (NOC). The text will be placed at the center of the
button
For graphical button, the object width is the bitmap width

Height Object height (when “Auto Size” is checked, object height is determined by the
font height. For graphical button, the button height will be the bitmap height

TouchZone Allows you to assign a touch zone for the object
Visible Allows you to make the object visible or invisible when the screen is loaded
Standard/Graphical Allows you to select the button style standard or graphical
Bitmap Code Pressed and Unpressed bitmap code (size)
Pressed Bitmap ID Pressed state bitmap ID
Unpressed Bitmap ID Unpressed state bitmap ID
Text The Button caption (only for standard button)
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·  Text Objects: ListBox

Property Description
Name Object unique name
ID Object unique ID (set automatically)
Code Object unique Code (set automatically)
Max Maximum number of objects per screen (set automatically)
Font Fixed to “Font1” only
Boarder Style Fixed to “None” only
Width Object width (when “Auto Size” is checked, object size is determined by the

Item Max Length plus width offset for the scroll up and scroll down OEM
bitmaps width

Height Object height (when “Auto Size” is checked, object height is determined by
the Number Of Items

Visible ListBox is always visible
TouchZone Allows you to assign a touch zone for the ListBox (one touch zone for the

scroll up bitmap and one for the scroll down bitmap)
Item Max Length The maximum number of characters for every item in the list
Number Of Items Automatically increased  or decreased every time an Item is added or

removed ( Maximum 32 items)
UHL Scroll Up Bitmap UnHighlighted Scroll Up 8X8 OEM bitmap ID
UHL Scroll Down Bitmap UnHighlighted Scroll Down 8X8 OEM bitmap ID
HL Scroll Up Bitmap Highlighted Scroll Up 8X8 OEM bitmap ID
HL Scroll Down Bitrmap Highlighted Scroll Down 8X8 OEM bitmap ID
Text List text
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·  Primitive Objects: Line, Circle, Ellipse and Rectangle

Property Description
Name Object unique name
ID Object unique ID (set automatically)
Code Object unique Code (set automatically)
Max Maximum number of objects per screen (set automatically)
Draw Style Object Draw Style
Fill Style Object Fill Style
Width For line and rectangle: Width = ( X2 – X1)

For circle: Width = 2*R
For Ellipse: Width = 2*Rx

Height For line and rectangle: Height = ( Y2 – Y1)
For circle: Height = 2*R
For Ellipse: Height = 2*Ry

Visible Allows you to make the object visible or invisible when the screen is loaded
Touch Zone Allows you to assign a touch zone for the object

·  Picture Objects: Bitmap, ImageSeq and Animation
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Property Description
Name Object unique name
ID Object unique ID (set automatically)
Code Object unique Code (set automatically)
Max Maximum number of objects per screen (set automatically)
Bitmap ID Object bitmap ID
Bitmap Code Object bitmap Code
Width For Bitmap and ImageSeq: Width = Bitmap width

For Animation: Width = NOB * Bitmap Width
Height For Bitmap and ImageSeq: Height = Bitmap Height

For Animation: Height = NOB * Bitmap Height
Number Of Bitmaps Object bitmap count (only for animation and imageseq)
Array Starting ID First bitmap ID in the object bitmap array (only for animation and  imageseq)
Trigger Fixed to External Trigger (Object command “Trigger”)
Movement Animation redrawing direction
Visible Allows you to make the object visible or invisible when the screen is loaded
Touch Zone Allows you to assign a touch zone for the object

·  HMI Objects: Chart

Property Description
Name Object unique name
ID Object unique ID (set automatically)
Code Object unique Code (set automatically)
Max Maximum number of objects per screen (set automatically)
Mode Chart Mode (YT Digital, XY Digital, YT Analog, XY Analog)
Type Chart Type ( Dot or Line)
Analog Input Chart analog input channel (CH0, CH1, CH2) (only in chart analog input mode)
Width X-axis (Xmax) Maximum + 2 (Max = 255)
Height Y-axis (Ymax)Maximum + 2  (Max = 255)
Xmax Chart X axis number of points
Ymax Chart Y axis number of points
Visible Fixed to Visible
Touch Zone Allows you to assign a touch zone for the object
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·  HMI Objects: NumberBox

Property Description
Name Object unique name
ID Object unique ID (set automatically)
Code Object unique Code (set automatically)
Max Maximum number of objects per screen (set automatically)
Number Of Digits NumberBox digits count ( 1 to 8)
Digit Size NumberBox digit size ( Small, Medium, Big, Huge)
Width Digit Count * Digit Bitmap Width
Height Digit Count * Digit Bitmap Height
Visible Allows you to make the object visible or invisible when the screen is loaded
Touch Zone Allows you to assign a touch zone for the object

·  HMI Objects: BarGraph

Property Description
Name Object unique name
ID Object unique ID (set automatically)
Code Object unique Code (set automatically)
Max Maximum number of objects per screen (set automatically)
Orientation BarGraph Orientation (Horizontal or Vertical)
Style Fixed to Smooth
Width Vertical: Width = Xmax

Horizontal: Width = Ymax + 2
Height Vertical: Width = Ymax

Horizontal: Width = Xmax + 2
Xmax BarGraph X-axis maximum
Ymax BarGraph Y-axis maximum
Visible Allows you to make the object visible or invisible when the screen is loaded
Touch Zone Allows you to assign a touch zone for the object
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·  HMI Objects: LinearGage

Property Description
Name Object unique name
ID Object unique ID (set automatically)
Code Object unique Code (set automatically)
Max Maximum number of objects per screen (set automatically)
Tick Style LinearGage Tick Style( Left only, Right and Left)
Tick Frea LinearGage Tick Frequency
Width Fixed to 28
Height Ymax + 8
Xmax NA
Ymax LinearGage Y-axis maximum
Pointer Bitmap ID LinearGage Pointer Bitmap ID (Pointer size must be 16X8)
Visible Allows you to make the object visible or invisible when the screen is loaded
Touch Zone Allows you to assign a touch zone for the object

·  HMI Objects: Slider

Property Description
Name Object unique name
ID Object unique ID (set automatically)
Code Object unique Code (set automatically)
Max Maximum number of objects per screen (set automatically)
Tick Style Slider Tick Style( None, Bottom)
Tick Frea Slider Tick Frequency
Width Xmax + 8
Height Fixed to 16
Xmax Slider X-axis maximum
Ymax NA
Handle Bitmap ID Slider Handle Bitmap ID (Handle size must be 8X16)
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Visible Allows you to make the object visible or invisible when the screen is loaded
Touch Zone Allows you to assign a touch zone for the object

21.2. Objects Run Time Properties:
Please refer to the serial LCD controller instruction manual for more detailed information about the object
commands format and how to use them

Property Name Target Object or Objects Function Object
Command
Code (Dec)

Load Screen Move screen data to RAM and
display (draw) the screen

62

UnLoad Screen Clear RAM and Display 63
HighLight Label, TextBox, CheckBox,

RadioButon, Button, Bitmap
Highlight or unhighlight object text 70

Check CheckBox and RadioButton Switch between checked and
unchecked states

71

Click Button Switch between Pressed and
UnPressed states

75

Cursor TextBox Enable or Disable Cursor 72
Visible All Objects except TextField,

Animation, Chart, ListBox
Hide or Show the object 78

Scroll ListBox Scroll Up or Scroll Down 80
Value BarGraph, Slider, LinearGage,

ImageSeq
Update (Redraw) the object with
new value

81

Text Label, Form and TextBox,
NumberBox

Change the object caption or text 73

DrawStyle Line, Rectangle Change the object draw style 83
FillStyle Rectangle, Circle, Ellipse Change the object fill style 84
Array Chart Fill the Chart with an array of points 88
Pixel Chart Update the chart with new pixel

(x,y)
85

Clear Chart, TextBox, Label Clear text or graph 74
Trigger Animation Update animation 82
Status All Objects Get the object status register 79
Touch All Objects except TextField,

Animation
Check if an object is being touched
by the user and get the touch data

87
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22. Object Run Time Properties Simulation Utility:

A powerful feature of GooyLCD is the capability to simulate the object run time properties during design
time without the need to have your hardware and code ready. For example, if you have an animation object
and you like to see how it will look like on the target display at run time, just highlight the animation
object, click on “Object Simulation” button and then click on “Run”. The same can be applied for all
objects how have run time properties. Also, you will be able to simulate the touch screen interface and
check if the highlighted object is being touch or not.
The simulation utility assumes that the screen is already programmed into the controller EEPROM and
loaded (displayed) on the target display screen. The simulation will be done at the target display by sending
the proper object command or receiving the proper data from the controller as a response to an object
command. RS232 communication window is also included to show the data bytes being sent to the
controller and received from the controller.
When the “Object Commands” window is loaded, only the run time properties for the highlighted object
will be visible and enabled.
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23. Edit Object properties:

To edit an object properties:
·  From the Object browser, click on the object you need to edit. This will highlight the object
·  From the layout tools, click on “Object Property” Button
·  Double click on the property value you need to edit
·  Enter a new property value and then press Enter
·  Click on “Apply” to save the change

Visible and Touch properties have a value of 1 or 0 to indicate if the property is selected or not selected.
Font, Border Style, Draw Style and Fill Style properties also have a value (number) assign to them to select
different font or style.

Value Font Border style Fill Style Draw Style Visible Touch
0 - No border Transp. Normal Not Visible Has no touch zone
1 Font1 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 -

24. Compile and Program Screen:

Screen number

The first 7
properties are not
editable

If there is no value
assigned to the property,
that means this property
is not applicable to the
selected object
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To Compile and Program Single (Current) Screen:
·  Click on “Compile and Program Single Screen” button
·  Click on “Start”
·  When is done successfully, click on “Close”

To Compile and Program All Screens:
·  Click on “Compile and Program All Screens” button
·  Click on “Start”
·  When is done successfully, click on “Close”

25. Programming Mode:

The programming mode is used to program the blank controllers providing a powerful tool for mass
production. GooyLCD provide two utilities, one for direct writing to the controller EEPROM and the other
for direct reading from the controller EEPROM. After you finish from your project and all screens, fonts,
bitmaps and images are already saved in the module EEPROM (we are going to call this controller
“Master”), you can use “Read EEPROM” utility to make an exact copy of the master EEPROM and save it
to four individual Hex files. Those files will be the master files to program the blank controllers 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 controller will automatically configured to 115.2 kb/sec and to a device ID equal to 16.
The firmware will skip the LCD initialization routine. In this mode, any command need to access the
display is not allowed.

To configure GooyLCD to the programming mode:
·  From the main menu, select “Config” and then select “Communication”
·  From the “Communication” window, select 115.2 kb/sec baud rate and enter 16 for the device ID

Reading/Writing to the Controller EEPROM is a sensitive process. Close all other applications before
starting. Programming the controller EEPROM is undoable and may corrupt the EEPROM data. Please
be sure before to start
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To Read the module EEPROM:

·  From the main menu, select Utilities, then select “Read EEPROM”
·  Select Bitmap EEPROM
·  Click on “Hex File Name”, enter the Hex file name (e.g. Project1_BM EEPROM.Hex) and then click

“Save”
·  Click on “Read EEPROM”
·  When reading the EEPROM complete successfully, the file Project1_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 name (e.g. Project1_Prog_1_ EEPROM.Hex) and then

click “Save”
·  Click on “Read EEPROM”
·  When reading the EEPROM complete successfully, the file Project1_Prog_1_ EEPROM.Hex has an

exact copy of the module Program EEPROM (1)
·  Repeat the same steps for Program EEPROM (2) (Screen8 to 15) and Program EEPRM (3) (Screen16

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

After reading the master module EEPROM successfully. The Hex files which, are saved in the previous
step are the master files. Now, you can use those files to program the blank modules in the next step.

Programming a blank module require the following two steps:
·  Writing the master files to the module corresponding EEPROM
·  Writing the module configuration bytes (16 bytes) to the module internal EEPROM

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

To write the module configuration bytes:
·  From the main menu, select Utilities, then select “Write EEPROM”
·  Select Module Config Bytes
·  Click on “Hex File Name”, enter the  Module configuration hex file name (e.g. Project1_Config .Hex)

and then click “Save”
·  Click on “Write EEPROM”
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Repeat the same steps to write (program) to the module Bitmap EEPROM, Program EEPROM (1) ,
Program EEPROM (2) and Program EEPROM (3).

26. Options:

The options window allows you to configure GooyLCD IDE upon starting up. The starting up options are:
·  Communication and Controller
·  Display size and resolution
·  Fonts
·  Object bitmaps

Fonts and object bitmaps (numberbox digits, pointer and handler) can be automatically loaded upon starting
which eliminate the need to down load them every time the software starts.

The starting up settings or options will be written to text file automatically generated by the software, the
file name is “GUILCD.ini”  and it will be saved in the application path.

27. Generate Project Report:

The project report is a standard C text file that allows you to copy and paste into your c code editor. The
report includes:
·  Project header which includes project name, date, and module configuration
·  Terminal and Objects commands codes
·  Object codes
·  Bitmap codes
·  Font codes
·  Draw style, fill style and boarder style codes
·  Object names, codes and IDs for every screen in the project
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Hardware Limited Warranty
Haidar Technology, LLC. Warrants its hardware products to be free from manufacturing defects in
materials and workmanship under normal use for a period of one (1) year from the date of purchase from
HAIDAR. This warranty extends to products purchased directly from HAIDAR or an authorized HAIDAR
distributor. Purchasers should inquire of the distributor regarding the nature and extent of the distributor's
warranty, if any. HAIDAR shall not be liable to honor the terms of this warranty if the product has been
used in any application other than that for which it was intended, or if it has been subjected to misuse,
accidental damage, modification, or improper installation procedures. Furthermore, this warranty does not
cover any product that has had the serial number altered, defaced, or removed. This warranty shall be the
sole and exclusive remedy to the original purchaser. In no event shall HAIDAR be liable for incidental or
consequential damages of any kind (property or economic damages inclusive) arising from the sale or use
of this equipment. HAIDAR is not liable for any claim made by a third party or made by the purchaser for a
third party. HAIDAR shall, at its option, repair or replace any product found defective, without charge for
parts or labor. Repaired or replaced equipment and parts supplied under this warranty shall be covered only
by the unexpired portion of the warranty. Except as expressly set forth in this warranty, HAIDAR makes no
other warranties, expressed or implied, nor authorizes any other party to offer any warranty, including any
implied warranties of merchantability or fitness for a particular purpose. Any implied warranties that may
be imposed by law are limited to the terms of this limited warranty. This warranty statement supercedes all
previous warranties, and covers only the HAIDAR hardware.

Returns and Repair Policy
No merchandise may be returned for credit, exchange, or service without prior authorization from. To
obtain warranty service, contact the factory and request an RMA (Return Merchandise Authorization)
number. Enclose a note specifying the nature of the problem, name and phone number of contact person,
RMA number, and return address. Authorized returns must be shipped freight prepaid to HAIDAR
Technology LLC. 5837 Karric Square Drive, Dublin, OH 43016 with the RMA number clearly marked on
the outside of all cartons. Shipments arriving freight collect or without an RMA number shall be subject to
refusal. HAIDAR reserves the right in its sole and absolute discretion to charge a 15% restocking fee, plus
shipping costs, on any products returned with an RMA.
Return freight charges following repair of items under warranty shall be paid by HAIDAR, shipping by
standard ground carrier. In the event repairs are found to be non-warranty, return freight costs shall be paid
by the purchaser.

Windows is a registered trademark of MicroSoft

The following are registered trademarks of Microchip Technology Incorporated in the U.S.A. and other countries: dsPIC, KEELOQ,
MPLAB, PIC, PICmicro, PICSTART, rfPIC and UNI/O; as well as the Microchip logo, the Microchip name and logo, and the
KEELOQ logo

The following are registered trademarks of Microchip Technology Incorporated in the U.S.A: FilterLab, Hampshire, HI-TECH C,
Linear Active Thermistor, MXDEV, MXLAB, SEEVAL, and The Embedded Control Solutions Company.

The following are trademarks of Microchip Technology Incorporated in the U.S.A. and other countries: Analog-for-the-Digital Age,
Application Maestro, CodeGuard, dsPICDEM, dsPICDEM.net, dsPICworks, dsSPEAK, ECAN, ECONOMONITOR, FanSense, HI-
TIDE, ICEPIC, ICSP, In-Circuit Serial Programming, Mindi, MiWi, MPASM, MPLAB Certified logo, MPLIB, MPLINK, mTouch,
nanoWatt XLP, Omniscient Code Generation, PICC, PICC-18, PICDEM, PICDEM.net, PICkit, PICtail, PIC32 logo, REAL ICE,
rfLAB, Select Mode, Total Endurance, TSHARC, WiperLock, and ZENA.

This computer program is protected by copyright and international treaties. Unauthorized
reproduction or distribution of this program, or an y portion of it, may result in severe civil and
criminal penalties.


