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APPLICATION NOTES

4D-AN-00201

This application note is intended to demonstrating to the user on how to switch
forms in ViSi.

Before getting started, the following are required:
e Any of the following 4D Picaso display modules:

uLCD-24PTU uLCD-28PTU uVGA-III
gend-ulLCD-24PT gen4-ulLCD-28PT gend-ulLCD-32PT

and other superseded modules which support the ViSi
environments.

e The target module can also be a Diablo16 display

gen4-ulLCD-24D gen4-ulLCD-28D gen4-ulLCD-32D
Series Series Series
gen4-uLCD-35D gen4-ulLCD-43D gen4-uLCD-50D
Series Series Series
gen4-uLCD-70D
Series
uLCD-35DT uLCD-43D Series uLCD-70DT

Visit www.4dsystems.com.au/products to see the latest display

module products that use the Diablo16 processor.

4D Programming Cable / uUSB-PA5/uUSB-PA5-II

for non-gen4 displays (uLCD-xxx)

4D Programming Cable & gen4-1B / gen4-PA / 4D-UPA,
for gen-4 displays (gen4-uLCD-xxx)

micro-SD (uSD) memory card

Workshop 4 IDE (installed according to the installation document)

When downloading an application note, a list of recommended
application notes is shown. It is assumed that the user has read or
has a working knowledge of the topics presented in these
recommended application notes.
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Description

The main focus of this application note is to demonstrate a method on how

Content to switch forms in ViSi. There are many factors to consider in switching from

Application Overview one form to another. In this application documentation, a ViSi based project

that includes two forms with different objects and background color was
Setup Procedure

introduced.
Create a New Project
Design the Project
Change Background Color of Form1
Add a Fancy Buttons in Form1
Add a 4Dbutton in Form1
Add a Userled in Form1
Add a Statictext in Form1
Add Second Form

The Program

Function main()
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Function Form1()

Function Form2()
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Run the Program
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Proprietary Information

=
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Disclaimer of Warranties & Limitation of Liability
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Setup Procedure

For instructions on how to launch Workshop 4, how to open a ViSi project,
and how to change the target display, kindly refer to the section “Setup
Procedure” of the application note

ViSi Getting Started - First Project for Picaso and Diablo16

Create a New Project

For instructions on how to create a new ViSi project, please refer to the
section “Create a New Project” of the application note

ViSi Getting Started - First Project for Picaso and Diablo16

Design the Project

Change Background Color of Form1l

To change the background color of form1, In the properties tab, select
Bgtype as Color and then click on the [...] button of the Color property to
select a color.

Object Inspector &3

Form | Form1 W

Ohject |Formi1 W

Properties Paste Code Paste all Code

Mame

Alias Form1
Bgtype Colar
Color BLACK]|

Image '

Source

In the sample project attached, NAVY is the background color of form 1. Changing
the background color of form1 is important, this will be explained further.

Add a Fancy Buttons in Form1

It is shown below how to add a Fancy button/Winbutton.

Backgrounds Buttons Digits Gauges Inputs Labels Primitives System/Media @

OEHQOOH  —-=8 §j
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Forml

Form | Forml

‘i\ I:I Object | Winbutton
\ } Properties Paste Code

Property Value

Mame Winbutton 1
Alias Winbutton 1
Appearance
AutoSizeToPicture Mo
BevelColor [ ]dwhite
Caption o to Form2)

The object Winbutton1 will be used to go to Form2.

To know more about adding Fancy Buttons/Winbuttons in ViSi refer to the
application note ViSi Winbuttons.

Add a 4Dbutton in Form1

It is shown below how to add a 4Dbutton.

Backgrounds Buttons Digits Gauges Inputs Labels Primitives System/Media @

Forml Form Formi

Object | 4Dbutton1

Properties Paste Code

Froperty Value
Mame A0button1
Alias A0button 1
Height 43

Left 36

Matrix -1
Momentary Yes

Size HEu43
Style Red

Top 112

Type Button01l
Width 48

The object 4Dbuttonl is used for Form1l to have another touch objects
besides Winbuttonl. This also turns the ON the Userled1.

Add a Userled in Form1

It is shown below how to add a Userled object.

Backgrounds Buttons Digits Gauges Inputs Labels Primitives SystemMedia @

ol ¢ m

T
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Forml

Form |Form1

Object |Userledl

Properties Paste Code

Property Value
m Mame Userled1

" I:I Al Userledl

\ } Active Mo

Bevzl

Height 43

Left 136

OutlineColar WeLack

CutlineWidth ]

PalEttEEx
Top 116

Width a0

The object Userledl is used an output for the 4Dbuttonl. If 4Dbutton is
pressed, Userled1 will turn ON, else it will turn OFF.

To know more about adding Userled in ViSi refer to the application note ViSi
LED and Custom Digits.

Add a Statictext in Form1

It is shown below how to add a Statictext object.

Backagrounds Buttons Digits Gauges Inputs Labels Primitives SystemMedia

T

Forml Form | Formi

Object |Statictextl

Properties Paste Code

Property Value

Mame Statictextl
/}\ Alias Statictextl
'\. } AutoSize Yes

Capuun Farm1

Color WeLack

Font (WHITE, [], Tahoma, 2, [])

Height 14

Left 10

Top <]

Transparent Yes
Width 34
WordWrap Yes

The object Statictext1 is used to indicate that the current form is Form1.

Add Second Form

To add another form, click on the 'Form' object as shown below.

Backgrounds Buttons Digits Gauges Inputs Labels Primitives System/Media

T

Automatically a new form will be added to WYSIWYG. This is Form2.
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Form2 contains a background color of CRIMSON, 4Dbutton, Cool Gauge,
Winbutton and a Statictext. If 4Dbutton2 is pressed the Coolgaugel will
start to move from 1 to 100, else if 4Dbutton2 is not pressed then
Coolgaugel will stay at 0 value. Winbutton2 object is used to go back to
Form1. Statictext2 is used to indicate that the current form is Form2.

The Program

Function main()

func main ()

r "FOBMSW~1.gci"™, 1):

The main loop in the sample mounts the uSD card first. After that it will
enable the touch screen. The variable reply is used to determine which Form
will run. The object Winbutton1 is located at Form1, and if that button is
pressed then Form2 will run. Same thing goes for Winbutton?2.
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Function Form1()
func Forml ()

r

returnValue;

(hndl ,iStatictext

buttonl) ;
hndl, i4Dbuttonl, IMAGE TNHDEX,
(hndl, i4Dbuttonl)

iWinbuttonl);
ndl, iWinbuttonl, I
nbuttonl)

This part of Form1() function initially displays the objects in Form1. This
includes background color, Statictextl, Userledl, 4Dbuttonl, and
Winbutton1.

(hndl, i4Dbuttonl,
1dl, i4Dbuttonl)

iU=zerledl, IMAGE INDEX,
1dl, ill=erledl)

n == iWinmbuttonl)

(hndl, iWinbuttonl, INM
(hndl, iWinbuttonl)

The part of the loop of Form1() function is shown in the image above. The
code above gets touch status and image touched. If 4Dbuttonl is pressed it
will change the state of 4Dbutton1 and Userled1 to value of 1. if Winbuttonl
is pressed then it will change the state if Winbutton1.
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i RELEASED)
uttonl)
(hndl, i4Dbuttonl, IMAGE INDEX, 0);
ndl,i4Dbuttonl)
(hndl, iUserledl, IMAGE INDEX, O)
(hndl, iU=serledl)

, 1MRGE TINDEX, 0}

The second part of the loop of forml() function is shown above. If
4Dbuttonl is released then it will change the state of 4Dbuttonl and
Userledl to value of 0. If iWinbuttonl is pressed then the variable

_returnValue' will be equal to iWinbutton1 and then will go to the exit label
which will be discussed further.

i4Dbuttonl,
iWinbuttonl,
Forml, I TOUCH

This part of the program will occur if Winbutton1 is released. This means
that it will break from the Iloop of Forml. The function
img_SetAttributes(handle, index, value) SETS one or more bits in the
IMAGE_FLAGS field of an image control entry. If the 'value' is set to
'I|_TOUCH_DISABLE', then the index such as 4Dbuttonl, Winbuttonl and
Form1 will have their touch disabled. This is necessary for switching to
Form2. If the touch of the inputs objects and background of form is not
disabled, then in Form2 the objects that are not disabled will still be
detected causing errors in the functionality of the program.
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Function Form2() repeat
:= touch G OUCH

func Form2 () _=tate : touch_ et [T =

var _state, n, returnValue,x;

_n := img Touched (hndl,
if{_state == TOUCH PEESSED)
if(_n == i4Dbuttond)

generated 7/16/2015 9:08:08 AM img SetWord (hndl, i4Dbutten2, IMAGE INDEX,
lour (CRIM3ON) » ‘_ how (hndl, i4Dbutton?) ;

while | n == i4Dbutton)
¢ generated 7/8/2015 3:54:30 EM _state := touch Get (TOUCH_
:= img Touched (hndl,
0 gensrated

etWord (hndl, iCcoolgaugel, IMAGE INDEX, x)

tWord (hndl, iCoolgaugel, IMAGE INDEX, how (hndl, 1Coolgaugel) ;

how (hndl , iCoolgaugel)

r_u r_u %)
I'[I %]

if(_=tate ==
break;
endif

earhttributes (hndl, 14Db1tt01¢,
_ 'ﬂfiqﬂdl i4Dbuttond); [/ show button, only deo thi w4t
i4Dbuttonz, _HA g { Yi /S where in; ==

Finbuttoenz 1.0
img ClearlAttributes (hndl, iWinbuttonl,
img Show(hndl, iWinbuttonl):
img SetWord(hndl, iWinbuttonl,

img Show (hndl, iWinbuttonl?) ;

generatbed

The part of the loop of Form2() function is shown in the image above. The
code above gets touch status and image touched. If 4Dbutton2 is pressed it
will change the state of 4Dbutton1 and moves Coolgaugel from value of 0
to 100 and then repeats again if still pressed. if Winbutton2 is pressed then
it will change the state of Winbutton?2.

This part of Form2() function initially clears then displays the objects in
Form2. This includes background color, Statictext2, Coolgaugel, 4Dbutton2,
and Winbutton?2.
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GE_INDEX,

2, IMAGE INDEX,

The second part of the loop of form2() function is shown above. If
4Dbutton?2 is released then it will change the state of 4Dbutton2 and
Coolgaugel to its last value. If iWinbutton2 is pressed then the variable

_returnValue' will be equal to iWinbutton2 and then will go to the exit label
which will be discussed further.

: (hnd1,
ndl,

This part of the program will occur if Winbutton2 is released. This means
that it will break from the loop of Form2. The function
img_SetAttributes(handle, index, value) SETS one or more bits in the
IMAGE_FLAGS field of an image control entry. If the 'value' is set to
'I_TOUCH_DISABLE', then the index such as 4Dbutton2, Winbutton2 and
Form2 will have their touch disabled. This is necessary for switching back to
Form1. If the touch of the inputs objects and background of form is not
disabled, then in Forml the objects that are not disabled will still be
detected causing errors in the functionality of the program.
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Run the Program

For instructions on how to save a ViSi project, how to connect the target display to
the PC, how to select the program destination (this option is not available for
Goldelox displays), and how to compile and download a program, please refer to
the section “Run the Program” of the application note

ViSi Getting Started - First Project for Picaso and Diablo16

The uLCD-32PTU and/or ulLCD-35DT display modules are commonly used as
examples, but the procedure is the same for other displays.
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Proprietary Information

The information contained in this document is the property of 4D Systems Pty. Ltd. and may be the subject of patents pending or granted, and must not be

copied or disclosed without prior written permission.

4D Systems endeavours to ensure that the information in this document is correct and fairly stated but does not accept liability for any error or omission. The
development of 4D Systems products and services is continuous and published information may not be up to date. It is important to check the current position
with 4D Systems.

All trademarks belong to their respective owners and are recognised and acknowledged.

Disclaimer of Warranties & Limitation of Liability

4D Systems makes no warranty, either expresses or implied with respect to any product, and specifically disclaims all other warranties, including, without
limitation, warranties for merchantability, non-infringement and fitness for any particular purpose.

Information contained in this publication regarding device applications and the like is provided only for your convenience and may be superseded by updates.
It is your responsibility to ensure that your application meets with your specifications.

In no event shall 4D Systems be liable to the buyer or to any third party for any indirect, incidental, special, consequential, punitive or exemplary damages
(including without limitation lost profits, lost savings, or loss of business opportunity) arising out of or relating to any product or service provided or to be
provided by 4D Systems, or the use or inability to use the same, even if 4D Systems has been advised of the possibility of such damages.

4D Systems products are not fault tolerant nor designed, manufactured or intended for use or resale as on line control equipment in hazardous environments
requiring fail — safe performance, such as in the operation of nuclear facilities, aircraft navigation or communication systems, air traffic control, direct life
support machines or weapons systems in which the failure of the product could lead directly to death, personal injury or severe physical or environmental
damage (‘High Risk Activities’). 4D Systems and its suppliers specifically disclaim any expressed or implied warranty of fitness for High Risk Activities.

Use of 4D Systems’ products and devices in 'High Risk Activities' and in any other application is entirely at the buyer’s risk, and the buyer agrees to defend,
indemnify and hold harmless 4D Systems from any and all damages, claims, suits, or expenses resulting from such use. No licenses are conveyed, implicitly or
otherwise, under any 4D Systems intellectual property rights.
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