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Overview
General

The EA eDIPTFT43-A is able to store many pictures, fonts and macros in internal FLASH memory.
The EA KIT Editor is a powerful, free of charge software tool to create those macros and to store the
pictures and fonts very easily.

The EA KIT Editor combines 3 functions:

- The editor itself which allows a simple definition of the macros, pictures and fonts like a standard text
editor.

- The compiler which translates the text into the uploading code and shows up syntax error.

- The transmitter which search the right connection and uploads the data into the EA eDIPTFT43-A.
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Syntax rules
ESC

The ESC character ($1B, 27d) is represented by the number sign '#'.
The escape character must always be the first character in a line (except for
tabs and spaces). This is followed by command letters and any parameters.

Comma

The comma is used to separate the parameters of a macro.

Numbers

All numbers are converted to binary values. Decimal, hexadecimal and binary
numbers can be written.
Example: 163(dez) = $A3(hex) = %10100011( bi n)

Comments

Comments must begin with a semicolon.
Example: ;this is a comment

Text

Text (strings) must be enclosed within quotation marks " " or ' .

It is possible to use Hex-values between curly brackets { }.

ASCII numbers can also be entered directly.

Example (output of "abc-def-xyz"): #ZL0, 0, "abc", 45, ' def ', { 2D78797A}

KitEditor: double click within the curly brackets or quotation marks opens a
EditBox, use the mouse to select special characters.

Please make sure that you have selected the correct font (right click on the font
and 'Select Font for EditBox’)

Commands

Command letters and parameters specified in the EA eDIPTFT43-A data sheet
are valid. Two exceptions facilitate the creation of command lines:

1.The <NUL> is appended automatically by the compiler. This means
commands in which a string is output, the <NUL> no longer has to be entered
as the end identifier.

Example: #ZL 0, 0, " Text "

2.In the Send bytes command, the number of bytes to be sent is not specified;
this number is calculated automatically by the compiler.
Example: #SB 1, 2, " Test "

Constants

String Constants

Upper / lower case

Words without quotation marks are interpreted as numeric constants, which
have to be defined first. The name of a constant can have be up to 60
characters and must begin with a letter followed by letters, numbers or
underscores. Up to 2000 constants can be defined.

Please note that Compiler Options like e.g. | NFO or MACRC can not be used.
Example: CORNER_X=5;

the word CORNER_X is replaced with immediate effect by the value 5.

A string-constant is a constant name between two exclamation marks
Examplel: ! NAMVE! ="exanpl e text"
Example2: ! NAME! ="abc", 45, " def ', {2D78797A}

No difference is made between upper case and lower case.
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3

Compiler Functions

Calculating The 4 basic mathematical operations +, -, * and / can be applied to numeric constants
and numbers. Round brackets can be used, and multiplication and division come
before addition and subtraction.

Example: #RL X, Y, X+W DTH, Y+HEl GHT

following C-style operations are also possible:

- pre/post increment and decrement: ++, --; e.g: ++a, b++, --c, d--

- shift and bit operations: <<, >>, &, |, *

- combined operators: *=, /=, +=, -=, <<=, >>= &=, |5, =

During compiling procedure all constants are calculated and transformed to fixed
numbers.

Functions During compiling procedure all functions are calculated and transformed to fixed

numbers.

Follwing functions are available:
LC(value) returns the Low-Byte
Hl (value) returns the High-Byte

M N( valuel,value2,...) returnsthe minimum value
MAX( valuel,value2,...) returnsthe maximum value
AVC( valuel,value?,...) returns the average value

RANDQOV( min,max)
RANDQOV( min,max,delta)

returns a random value from the range min..max
delta = maximum difference to the last random value

SIN(w,a) COS(w,a) TAN(w, a)

w = angle in tenth of degree

a = max. amplitude

to calculate the bounding box of images following functions are available:

Pl CTURE_W\( nr)

Pl CTURE_W( nr, page)

BUTTON_W( nr)

BUTTON_W( nr, page)

ANI MATI ON_W( nr)

ANI MATI ON_W( nr, page)

| NSTRUVENT _W( nr)

I NSTRUMENT_W( nr, page)

Pl CTURE_H( nr)

Pl CTURE_H( nr, page)

BUTTON_H( nr)

BUTTON_H( nr, page)

ANI MATI ON_H( nr)

ANI MATI ON_H( nr, page)

| NSTRUVENT _H( nr)

I NSTRUMENT _H( nr, page)

for
| mages[2h

for
Touchbut t
ons (24

for
Ani mati on

s[25)

for

| nstrunen
t s /26
(firmware
V1. 4)
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to calculate the bounding box of strings following functions are available:

STRI NG_W( nr, par, font) STRI NG_H( nr, par, font)

STRI NG_W( nr, par, font, page) STRI NG_H( nr, par, font, page)

STRI NG_W( ! NAVE! ,par,font) STRI NG_H(! NAVE! ,par,font)

STRI NG_W( ! NAVE! ,par,font,page) STRI NG_H(! NANVE! ,par,font,page)

nr = internal string number (see compiler option STRI NG [161)
font = font number (eDIP command #ZF[34)

par = STRI NG_P(zoomX, zoomY, width, height, space, code)

for

i nt er nal
Strings[i®
(firmare
V1. 5)

for

Stringcon
st ant s/ Y

this values needs the compiler to calculate the correct outline in functions STRING_W

and STRING_H

zoomX, zoomY = zoom factor 1..8 (eDIP command #ZZ[34)

width, height = additional width/height 0..15 (eDIP command #ZY [38))
space = spacewidth (eDIP command #ZJ)!38)

code = stringcode (eDIP command #ST/561)

Example:

String: 1, "Hello World"

f ont
stringcode
zoonmX
zoomyY
addwi dt h
addhei ght
spacew dt h

SW SS30B

QUTWr KL

Makro: MiPower On

e
Y]
=

<xTs

#ST stringcode
#ZY addwi dt h, addhei ght
#7J spacew dth

#ZF font
#ZZ zoonX, zoonvY
#FZ YELLOW TRANSPARENT

= STRI NG_P(zoomX, zoomny, addwi dt h, addhei ght , spacew dt h, stri ngcode)
STRI NG W 1, par, font)
STRI NG_H( 1, par, font)
( XPI XEL-w) / 2
(YPI XEL- h)/ 2
#RF x,y, x+w 1, y+h-1, BLUE
#ZL x,y, stringcode, 2

String Functions A string-function converts a value into a string constant the function is between two

exclamation marks. Following functions are available:

I STR(val ue, digits)! for decimal numbers

I HEXSTR(val ue, digits)! for hexadecimal numbers
I Bl NSTR(val ue, digits)! for binary numbers

digits = 0: variable length

digits > 0: fix numbers of digits with leading zeros

digits < 0: fix numbers of digits with leading spaces
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Compiler Options

General
eDl PTFT43-A "title"

Defines EA eDIPTFT43-A as target. "title” is a short description for the
project. It is shown on the display when uploading the FLASH memory
of the module. "title" can be read out by the command "ESC S J".
Max. 32 character will be stored; more are allowed but will be
suppressed.

DESTI NATI ON <new. df >

Specifies a new file name for the DATA-FLASH upload file. Optionally
you can choose another path for the destination file.

| NCLUDE <fil e>

Includes the contents of the file <file> to be used in this actual file.
This makes it possible to divide a project up into a number of source
files. The file should have the extension *.kmi.

PATH <pat h>

Sets a new path to find the following files.

CODETABLE: nr

A code table is useful adapt different ASCII tables. With that, the
ASCII code can be changed for some single character (e.g. "a", "3").
Up to 255 different code tables nr (1..255) can be defined.

nr = 0 will disable all conversion.

Example:
CodeTable: 1

"€ = 128
"a0uAQUR = $84, $94, $81, $8E, $99, $9A, $E1
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4.2

Transfer
AUTCSCAN: n1

COW: baud

USB: baud, "device'

Scan baudrate for connected eDIP on COM/USB before programming
n1=0: autoscan off, use baud for connecting and programming

nl=1: autoscan on, search baudrate automatically and programm with
baudrate baud

With this statement the COM port and baud rate is defined.

With this statement the USB device and baud rate is defined.
If the EA EVALeDIPTFT43 is connected to the USB, "device" is "eDl P
Pr ogrammer".

RS485ADR:  adr

Selects the eDIP with RS485 address "adr" before uploading the
macros.

"adr" can be a number from 0..255.

(see example INIT with RS485 address.KMC/ed))

VERI FY

Verifies the complete contents of the FLASH memory after upload.
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4.3

String

STRING nr "text..."
STRING nr[page]"text..."

The statement STRING defines and stores internal strings nr (1..255).
The internal strings can be used with any command that uses strings
e.g (HZL#ZC #ZR #ZB[ ), #AT #AK #AU #AJ[+3),

#BX (331, #1X[43], #VE 43))

After the stringcode, defined with #ST n1lsd), internal strings are used.
Optionally different strings can be stored for different pages [0..15]. If
no page is selected it is set to 0. The 16 pages are helpful to realize
e.g. strings in different languages.

You can use the Compiler Functions| ¢ STRING_W, STRING_H and
STRING_P to get the outline in pixels of the string.

(see How-to-use example String tables - EXPERT@)

Example 1:
Stri ngCode

STRING: 1,

= $01

"Hello World"

MACRC: MhPower On

#ST
#ZL

Stri ngCode
10,5, StringCode, 1

Example 2:
Stri ngCode

STRING: 1,

= $01

"Hell o World

STRING 1[1], "Hallo Welt
STRING: 1[2], "G ao a tutti

MACRC: MhPower On

#ST

#WK
#ZL

#WK
#ZL

#WK
#ZL

Stri ngCode

0

10, 10, StringCode, 1
1

10, 30, StringCode, 1
2

10,50, StringCode, 1
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4.4 Fonts

441 Font

FONT: nr,<file>

FONT: nr[page], <file> Defines a font file which will be assigned to the number nr (0..255).
<file> can be FXT, G16[¢6.
Optionally different fonts can be stored for different pages [0..15]. If no
page is selected it is set to 0. The 16 pages are helpful to realize e.g.
screens in different languages.

(see How-to-use example Place Strings - BEGINNER[6%Y)

predfined fonts (i ncl ude <..\default_font.kni>):

FONT4x6
FONT6x8
FONT7x12
GENEVA10
CH CAGO1L4
SW SS30B
Bl &ZI F50
Bl &ZI F100

L 1 I A A A A T 1}
O~NOUTAWN P

see Character Table
Pat h: <..\Fonts> Terni nal  8x8/5%
Terninal 8x16/52)

Font: FONT4x6, <4x6. FXT>
Font: FONT6x8, <6x8. FXT>
Font: FONT7x12, <7x12.FXT>

Font 4x6/[53)
Font 6x8/54)
Font 7x12[5%)

Font: GENEVA1O, <GENEVA10.FXT>

Font: CH CAGOL4, <CH CAGL4. FXT> Geneva 10[58)

Font: SW SS30B, <SW SS30B. FXT> Chi cago_ 1459
Swi ss 30/58)

Font: BIGZIF50, <BI GZI F50. FXT>

Font: BI GZI F100, <BI GZI F100. FXT> Bi gzif 505
Bi gZi f_100[6

Schrif{pruhe

[I‘II[ ago 14: Sthr |ft|]t ohe

Swiss 30: Schriftprobe

2.3456789

23:45
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4.4.2

WinFont

W NFONT: nr, "nane",script,style,
nr[ page], "nane",script,style,

W NFONT:

regions..,

si ze
regions..,

si ze

Defines a Windows font and assigns to font number nr (0..255).

The best is to double click on "name" to edit all parameter.

Select the start-character by pressing the left mouse botton and move

to the end-character.

Additonal regions can be selected with the SHIFT-key.
Optionally different winfonts can be stored for different pages [0..15].

If no page is selected it is set to 0. The 16 pages are helpful to realize
e.g. screens in different languages.

(see How-to-use example Cuyrillic font - BEGINNERF?ﬁ)

_wKitEditor - [C\CyrillicFont.kme *] ] B3]
% File Edit Search Compile ‘Window  Help _|E|5|
DEEHE +B2B(Qd | @EOE %
=
ExportOvervien: 1
RSN R ' Arial ", 204 0, 3Z-FLEE, 36 C
Fant: Fant Style: Size: [ "] # $ o P o e | e ;'rﬂ
[Standard o | |o(z[3[4[5(6]7]8[9] |.|<|=|>|?
- 20 .
: r11|J\‘-‘maIBIac:k 1 |Rursiv 22 _I Cancel | @ AIBICIDIEIF|GIH[|J[K]|L|MIMN
Arial Rounded MT B Fett 24
T dvariGerds BKBT | |Fat Kursiv 26 FIQIR|S|ITIUIVWIXIY | ZI DM 2
| il 22 Talblc|dle|t]aln[i]] || 1[m[no
e o B 2 F ke ol s tulv]wlx[v] 2| T]3]~
destination ~ Sample B I r T3 |€ %l ¢ |H| KR
" Unicade | | : sl=1— ™| »|H|K|R|L
F.&SCIIIK_I,JliIIisch vI g/ E;. dl = |-' 1 § E clall-®]
224 selected characters: a B b B 6 @ | = : : = 2
2255 illr'pﬂ eNQe}}JSS|
ABIB| T AIERK 3[H[H Kl n|m|H| [N
FICITY (2 U] Y WL BBl B 2K A
aﬁElI’,D,e}KSMﬁKJ'IMHOI'I-
il pCT‘y‘Cb)(LI,L-ILLILLI,bI:II:SI-OFI;_J
|WinFont: nr, "name", script, style, regions..., size (nr=0..255; size in dots; doubleclick "name” ko edit) |Insert |13 133z
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4.4.3

LogFontWidth

LOGFONTW DTH: n1 Each character in proportional font does have an individual width. The
statement LOGFONTWIDTH provides the width for all characters in
form of a table. The result is in LOG file (find it in project directory).
nl > 0: specifies the count of column
nl = 0: no table will be generated

Example:

LogFont Wdth: 4

W nFont :

Output in Lodfile:
I nport W nFont

dot
32:"

hei ght:
wi dt h:

24

36

40:

9|

)

— X ~*+UT —ToQ

AN~ O"

TXHTC IO

"Arial",0,0, 32-127, 24

S

"Arial", ANS|
used codes:
7 33:' !

13 37:'%
8 41:')"
7 45:; "' -

13 49:'1'

13 53:'5

13 57:'9'

14 61:' =

24 65:' A

17 69:'E

17 73:' 1"

13 77:'M

16 81:'Q

14 85:'U

15 89:'Y
7 93:']"
8 97:'a

14 101:'e’

14 105:'i
6 109:'m

14 113:'q'
7 117:'u

11 121:'y’
6 125:'}

32..127, 5182 bytes

8 34:'"'= 9 35:"# = 13
21 38:'& = 16 39:'''= 5
8 42:'*'= 9 43:'+' = 14
8 46:'.'= 7 47:' ' = 7
13 50:'2'= 13 51:'3'= 13
13 54:'6'= 13 55:'7'= 13
13 58:':'= 7 59:';'= 7
14 62:'>'= 14 63:'7?'= 13
15 66:'B = 16 67:'C = 17
16 70:'F = 15 71:'G = 19
6 74:'J3' = 12 75:'K = 16
19 78:'N = 17 79:'0 =19
19 82:'R = 17 83:'S' = 16
17 86:'V = 15 87:'W= 23
16 90:'Z' = 15 91:'['= 7
7 94:' M= 12 95:' _'= 13
13 98:'b'= 14 99:'c'= 12
13 102:'f'= 7 103:'g' = 14
5 106:'j'= 6 107:'k'= 12
20 110:'n'= 14 111:'0'= 13
14 114:'r'= 8 115:'s'= 12
14 118:'v'= 11 119:'w = 17
12 122:'z'= 12 123:'{'= 8
8 126:'~'= 14 127:'+'= 18
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4.4.4 ExportOverview

EXPORTOVERVI EW n1 This statement enables the generation of a BMP file for all following
fonts and animations.
This is good to get an overview which character / pictures are
available.

nl= 1: only fonts will be exported

nl= 2: only animations will be exported

nl= 3: fonts and animations will be exported
nl=0: no export at all

Example:

Export Overview. 3
WnFont: 9, "Arial",0,0, 32-127, 48

Ani mation: 1 <Erde. Gl6>

Font9_Arial_ANSI_N_32-127_48.bmp:

+Lower| S0 | 51| 52 | 53| 54 | S5 | S6 | S7 | S8 | 58| $A | SB | SC | SD | SE | $F
Upper WO | EE | RN | ) US| LB | AT | GEY | E | 100 1) 120 413) ] {14) ] 413)
$20 (dez: 32) PI" [ #1S (%| & ( ) I S T I Y
sowezag) |0 (1 (2345|6789 | |<|=|>|"7
wee |@|A|B|C|D|E|F|G|H|1]J|K|LM|N|O
T80 (dez: B0) F" Q R 8 T U V W X Y Z [ \'- ] A —
seoezos) | S lalbleldlel f g hii J kil iminlo
woez 1| DI QT[S tlulvIwl X Y |Z { | } 2| []

Animation1_Erde_G16_1-8.bmp:

$1 $2 $3 $4 $5 $6 &7

(1) (2) (3) (4) () 6) (7)

I O
ol ;_."'sh" o
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4.4.5

ExportWinfont
EXPORTW NFONT: n1

nl= 1: Exports all following win fonts as a FXT-File. The file is stored
in project path.

To change or add some character it can easily be edited with the
"KitEditor.exe" or another simple text editor .

nl= 0: no FXT-export will be done.

Export WnFont: 1

WnFont: 9, "Arial",0,0, 66-67, 8

Font9_Arial ANSI_N_66-67_8.fxt:

66 $42 B
B
#...H#
#...H
HHHHHH.
#...H#
#...H#
#...H#
HHHHH
67 $43 C
L HHHL
LHOLH
#oo
#oo
#oo
#oo
LHOLH



16 EA eDIPTFT43-A compiler help

4.5 Bitmaps
451 MaxSize

MAXSI ZE: wi dt h, hei ght, p If a picture or bitmap is larger than width x height dots (default:
480x272) the size can be reduced automatically to fit to the display.

p = 1 reduce proportional
p = 0 reduce non proportional to exact "width" and "height”, distortions
are possible

Examples:

Pi cture: 1, <BugBunny. BMP>

MaxSi ze: 200, 200, 1
Pi cture: 1, <BugBunny. BMP>

MaxSi ze: 200, 200, 0
Pi cture: 1, <BugBunny. BMP>
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45.2 MaxColorDepth

MAXCOLORDEPTH: bi t pi xel Reduces color depth of bitmaps. This saves memory space. Attention:
This may effect to the quality of the image.

bitpixel = 1: black&white (monochrome)
bitpixel = 4: change to 4 bit color depth
bitpixel = 8: change to 8 bit color depth
bitpixel = 16: change to 16 bit color depth

Examples:
MaxCol or Dept h: 16
Pi cture: 1, <Astronaut.BMP>

MaxCol or Dept h: 8
Pi cture: 1, <Astronaut.BMP>

MaxCol or Dept h: 4
Pi cture: 1, <Astronaut.BMP>

Ty

MaxCol or Dept h: 1
Pi cture: 1, <Astronaut.BWVP>
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4.5.3 Dithering

DI THERI NG nl The EA eDIPTFT43-A is a 16-Bit Hi-Color Display with 65536 colors.
It is necessary to convert a 24-bit True-Color or 24-bit Color-Palette
from RGB888 into RGB565 colorspace.

n1=0: no dithering, not used bits are truncated

n1=1: dithering is only on for 24-bit True-Color images (default)
n1=2: dithering is only on for 8-/4-bit images with 24-bit Color-Palette
n1=3: dithering is on for all 24-bit True-Color and 24-bit Color-Palette

images
24-bit original BMP dithering =1 dithering =0
115254 Byte DoRLE=0: 76830 Byte DoRLE=0: 76830 Byte
DoRLE=1: 49502 Byte DoRLE=1: 12443 Byte
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45.4 MakeTransparent

MAKETRANSPARENT: type

Parts of a picture can be switched to transparent for a nice overlie of a
picture on the background. GIF, TGA, PNG and G16 files may
already include any transparency information. If not (or a BMP / JPEG
format is used) one color can be defined to become transparent. The
color will be picked out from 1 of 9 positions (type).

1="Top Left 2 =Top Center 3 = Top Right
4 = Middle Left 5 = Middle Center 6 = Middle Right
7 = Bottom Left 8 = Bottom Center 9 = Bottom Right

0 = no transparency (default)

Examples:
MakeTransparent: O
1,

Pi cture:

<Krei s. BMP>

MakeTransparent: 1

Pi cture:

1,

<Krei s. BMP>

MakeTransparent: 2

Pi cture:

A 4

1,

<Krei s. BMP>

MakeTransparent: 5
1,

Pi cture:

<Krei s. BMP>
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4.5.5

RemoveBorder

REMOVEBORDER: n1 With this compiler option it is possible to remove an additionally not used
border in a single image
n1=0: off
nl=1: cut a single color boundary
n1=2: cut a single color boundary only before resize (see MAXS| ZE[181)
n1=3: cut only a transparency boundary
nl1l=4: cut transparency boundary only before resize (default) (see

MAXSI ZE[16)
Examples:
MakeTransparent: O MakeTransparent: O
RenoveBor der : 0 RenoveBor der : 1
Pi cture: 1, <toucan. BMP> Pi cture: 2, <toucan.BwP>

MakeTransparent: O MakeTransparent: 1
RenoveBor der : 3 RenoveBor der : 3
Pi cture: 1, <toucan. BMP> Pi cture: 2, <toucan.BwP>

MaxSi ze: 100, 100, 1 MaxSi ze: 100, 100, 1
MakeTransparent: O MakeTransparent: O
RenmoveBor der : 0 RenoveBor der : 2
Pi cture: 1, <toucan. BMP> Pi cture: 2, <toucan.BwP>

MaxSi ze: 100, 100, 1 MaxSi ze: 100, 100, 1
MakeTransparent: O MakeTransparent: 1
RenmoveBor der : 4 RenmoveBor der : 4

Pi cture: 1, <toucan. BMP> Pi cture: 2, <toucan.BwP>




Compiler Options 21

45.6 AlphaThreshold
ALPHATHRESHOLD: n1

457 DoGamma

DOGAVMMVA: nl
45.8 DoRLE
DORLE: type

459 Compress
COVPRESS: n1l

The image formats *. TGA and *.PNG may include an alpha channel
for transparency

n1=0: alpha channel will be ignored
n1=1..255: threshold level for a single transparency color, like a mask
(default=128)

The image format *.PNG may include an gamma table

n1=0: ignore the image gamma information (default)
nl=1: use the image gamma information

Large pictures and fonts need a lot of memory space. RLE
compression may reduce data size to save memory space. RLE
compression is loss-free.

type = 0: RLE compression is disabled

type = 1: RLE compression is always on

type = 2: RLE is made automatically when compressed file is smaller
than the non-compressed one. (default)

Compression for animation (generates difference images). Large
animations need a lot of memory space. Compression may reduce
data size to save memory space. The drawing time may also be
reduced.

Compression is only useable for cyclic animations. It is not possible
to use single sub images from a compressed animation (see
commands M@, M@).

n1=0: compression off (default)
nl1l=1: compression on (only useable for cyclic animations)
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4.5.10 Pattern

PATTERN: nr <file>

PATTERN: nr [ page] <fi | e> Pattern are used to fill a box[341, a bargraph/3% or to draw a line/341.
The statement PATTERN defines the pattern nr (0..255) as the
bitmap <file>. The bitmap size need to be 8x8 dots exactly. <file> can
be BMP, GIF, JPG, TGA, PNG or G16.
Optionally different pattern can be stored for different pages [0..15]. If
no page is selected it is set to 0. The 16 pages are helpful to realize
e.g. screens in different languages.

predfined pattern (i ncl ude <..\defaul t_pattern.kni>):

Pattern: 11 <patternll. bnmp>
Pattern: 12 <patternl2. bnmp>
Pattern: 13 <patternl3. bnmp>
Pattern: 14 <patternl4. bnmp>
Pattern: 15 <patternl5. bnmp>
Pattern: 16 <patternl6. bnmp>
Pattern: 17 <patternl?.bnmp>
Pattern: 18 <patternl8. bnmp>
Pattern: 19 <patternl9. bnp>
Pattern: 20 <pattern20. bnmp>

Pat h: <. .\ BI TMAPS\ nonochr one\ Pat t er n>
Pattern: 1 <patternOl. bmp>
1 2 3 4 3 Pattern: 2 <pattern02. bnmp>
,f’fﬁf Hhh“xh Pattern: 3 <pattern03. bnmp>
Eggﬁgi EEESEE Pattern: 4 <pattern04. bnp>
ffffgf Hhh“xh Pattern: 5 <pattern05. bnp>
Pattern: 6 <pattern06. bmp>
6 - ! 8 9 18 Pattern: 7 <pattern07.bnmp>
\Qk ﬁ?’ Pattern: 8 <pattern08. bnmp>
Pattern: 9 <pattern09. bmp>
k A Pattern: 10 <patternlO. bnp>
11
frnotn et ]
A
R
16
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45.11 Border

BORDER:
BORDER:
BORDER:
BORDER:

nr <file>
nr[ page] <file>
nr <filel> <file2>

nr[ page] <filel> <file2>
A border is used for rectanglel3, bargraph/3$ and
touch key/switch[431. A border can be scaled. The statement BORDER
defines a bitmap <file> for a border nr (0..255). <file> can be BMP,

GIF, JPG, TGA, PNG or G16. The bitmap size need to be 24x24 dots

exactly.
When used for a touch key or a switch, 2 different bitmaps can be
defined as <file1> and <file2>. <file1> is for touch key/ switch and
<file2> will be used if the touch key/ switch is pressed.

Optionally different border can be stored for different pages [0..15]. If
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no page is selected it is set to 0. The 16 pages are helpful to realize
e.g. screens in different languages.
(see How-to-use example Frame - BEGINNER[8dY)

predfined borders (i ncl ude <..\default_border.km >):

1 2

-
-@-0-1- B

12 13
.
Ry

17 18

[ e it

101 102

30 bar border

102 104 105 106 107
round bar border
u l u H H
-— P

111 112 113 114 115 116 117
arrow bar border

121 122 123 124 125 126 127

Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:

Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:
Bor der:

CoO~NOUA~,WNE

101
102
103
104
105
106
107
111
112
113
114
115
116
117
121
122
123
124
125
126
127

<border 01
<bor der 02
<bor der 03
<bor der 04
<bor der 05
<bor der 06
<bor der 07
<bor der 08
<bor der 09
<bor der 10
<border 11.
<border 12
<border 13
<bor der 14
<bor der 15
<bor der 16
<border 17
<bor der 18
<bor der 19
<bor der 20

<Regi st er

brmp>
brmp>
brmp>
brmp>
brmp>
brmp>
brmp>
brmp>
brmp>
brmp>
brmp>
brmp>
brmp>
brmp>
brmp>
brmp>
brmp>
brmp>
brmp>
brmp>
Nor mal . bnp>, <. . Sel ect ed. bnp>

<3Dgrey_Nor mal . bnp>, <. . Sel ect ed. bnp>

<Bar 3Dgr ey. GL6>

<Bar 3Dbl ue. GL6>

<Bar 3Dr ed. G1L6>

<Bar 3Dgr een. G16>
<Bar 3Dmagent a. G16>
<Bar 3Dcyan. GL6>

<Bar 3Dyel | ow. GL6>
<Bar RoundGr ey. G16>
<Bar RoundBl ue. G16>
<Bar RoundRed. G16>
<Bar RoundGr een. G16>
<Bar RoundMagent a. GL6>
<Bar RoundCyan. G16>
<Bar RoundYel | ow. GL6>
<Bar Arr owG ey. G16>
<Bar Arr owBl ue. GL6>
<Bar Arr owRed. G1L6>
<Bar Arr owG een. GL6>
<Bar Ar r omvagent a. GL6>
<Bar Arr owCyan. G16>
<Bar Arr owvYel | ow. GL6>
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45.12 Button

45.13 Picture

BUTTON:
BUTTON:
BUTTON:
BUTTON:

nr <file>
nr[ page] <file>

nr <filel> <file2>
nr[ page] <filel> <file2>

PICTURE: nr,<file>
PI CTURE: nr[page], <file>

A button is used for a touch key or a switch

(see Touch commandsﬁ?ﬁ). Note that using a button for touch key/
switch is not so flexible as a border (width and height is fix). The
statement BUTTON defines a bitmap <file> for a button nr (0..255).
<file> can be BMP, GIF, JPG, TGA, PNG or G16.

Optionally 2 different buttons can be defined as <file1> and <file2>.
<file1> is for touch key/ switch and <file2> will be used if the touch
key/ switch is pressed.

Optionally different buttons can be stored for different pages [0..15]. If
no page is selected it is set to 0. The 16 pages are helpful to realize
e.g. screens in different languages.

You can use the Compiler Functions| & BUTTON Wand BUTTON Hto
get the outline in pixels of the buttons.

(see How-to-use example Glass button - EXPERT%)

It is convenient to store all bitmap in FLASH,; this will save transfer
time via serial interface. The statement PICTURE defines a bitmap
<file> with nr (0..255). Optionally different pictures can be stored for
different pages [0..15]. If no page is selected it is set to 0. The 16
pages are helpful to realize e.g. screens in different languages.

Following image formats can be used:
- BMP: Windows Bitmap with 1-, 4-, 8-, 16-, 24-, 32-BIT colordepth
incl. RLE.
- GIF: Graphics Interchange Format incl. optionally transparency
- JPG: JPEG Compressed Images
- TGA: TARGA Images with 8-, 16-, 24-, 32-BIT colordepth incl.
RLE and transparency.
- PNG: Portable Network Graphics indexed-color / truecolor /
greyscale and transparency.
- G16: internal eDIPTFT format, incl. RLE and transparency

All pictures are converted into internal G16 format with RLE encoding
(Compileroption DCRLEEﬁ:).

Too big pictures are resized proportional (Compileroption

MAXSI ZE[161:).

It is also possible to reduce the colordepth (Compileroption

MAXCOL ORDEPTHI171:).

One Color can be defined as transparent for bitmaps without
transparency (Compileroption MAKETRANSPARENT [ 191: )

It is possible to cut a single color or transparency border
(Compileroption REMOVEBORDER|201: ).

You can use the Compiler Functions! &1 PI CTURE_Wand PI CTURE_H
to get the outline in pixels of the picture.

The pictures can be used with the Bitmap commands. [37]

(see How-to-use example BMP file - BEGINNER%)
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45.14 Animation

ANI MATION: nr <file>

ANl MATI ON: nr [ page] <file>

ANI MATION: nr <filel> <file2>, ...

ANl MATI ON: nr[page] <filel> <file2>, ...
A animation is a self-running picture. The statement ANIMATION
defines an animation image with nr (0..255).
<file> can be an animated GIF, G16.
<filel>,<file2>,... two or more single bitmaps BMP, GIF, JPG, TGA,
PNG or G16
Note that max. 4 animations can run at the same time.
The animation images can be used with the Animation commands|3).
Optionally different animations can be stored for different pages
[0..15]. If no page is selected it is set to 0. The 16 pages are helpful to
realize e.g. screens in different languages.

For cyclic animations, compression may reduce data size to save
memory space (Compileroption COVPRESS|211: ).

You can use the Compiler Functions| 61 ANI MATI ON_Wand

ANI MATI ON_H to get the outline in pixels of the animation.

(see How-to-use example Animated gif - BEGINNER%)
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4.5.15

Instrument
| NSTRUVENT: nr

<instrunent.| 16>
A instrument is a serie of pictures which shows e.g. a panelmeter. The
statement INSTRUMENT defines an instrument image with nr
(0..255). After DoubleClick the <i nst r unent . | 16> an DialogBox
apears for edit/change the instrument.
The instrument images can be used with the
Instrument commands/431. Note that max. 4 instruments can used at
the same time.
You can use the Compiler Functions| 6 | NSTRUVENT W and
I NSTRUMENT _H to get the outline in pixels of the instrument.

(see How-to-use example Instrument by touch - BEGINNER [95Y)

Example "voltmeterdown.i16":
-

x
— Foreground
Border_30_round G16 Rotation Point [RF] Colar Antialiazin
Frarme Irnpaort Clear | | 1] - High |
— Indizator
angle [ Clockwise Length Wfidth Colar Antialiazin
Beain 135 J 127 — 1 [ [vide -
' ' ' ' ' ' ' Resalution
End —p——— 135 166 — 9
i i 7 J_ ' J_ High | 100 images
—Scale
Background Seagments Offzet Length Wafitdh Colar Antialiazin
Main [ | [Pliimi—ai —] -8 = 20— - Middle =
o PF 5 —F— % —+—" —' Il
— Text
Offzet Font Color Antialiasin

Scale |D;1 25345

Static I"v" # =i ¥

— = 2 Aiial 14 |
J_. B3 Candara SEl

— Background
Additional border Circle Pie Size W connect to Indicator Color Antialiazin
Left ——}— 5 Top ———} 29 Front @ } 124 | [Hion -
Right ——— }— & Battom ——— }— 10 Middle v | 161 |
Rear [ } n |
Picture  Impart | [Elear | e Background |
Load | Save bz | Save+Ext | Cancel | Tranzparent | vV use
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further examples:

00 Bnﬁnm
wI*.llhtnntiuls
per
hour

27




28

EA eDIPTFT43-A compiler help

4.6
4.6.1

4.6.2

Macros

ExportMacro
EXPORTMACRO nl [,"chartyp"] [, <fil enane>]

n1=0: no export

n1=1: export all following Macros as a include-File *.h for C;

n1=2: export all following Macros as a binary-File *.bin;

n1=3: export both a include-File *.h and a binary-File *.bin;
"chartyp": optionally another variable type for the byte-array (default
is "unsigned char")

<filename>: optionally another filename (default is
"macroname_macronumber")

Example:

ExportMacro: 1, "char flash"

Macro: 5
#TA
#DF

#FZ
#ZF
#ZL
#ZF
#ZL
#ZF
#ZL

BLUE

VHI TE, TRANSPARENT

FONT4x6

12,10, "Font4x6: 0123456789"
FONT6x8

12,20, "Font6x8: Schriftprobe”
FONT7x12

12,30, "Font7x12: Schriftprobe”

Output in Logfile "Macro_5.h":

/* Macro 5 as include */

#define MACRO 5_LEN 110

char flash MACRO 5[ MACRO 5_LEN] =

{

27, 84, 65, 27, 68, 70, 2, 27, 70, 90, 8, O, 27, 90, 70, 1, 27, 90, 76, 12

o0, 70,111,110, 116, 52,120, 54, 58, 32, 48, 49, 50, 51, 52, 53, 54, 55
o, 27, 90, 70, 2, 27, 90, 76, 12, O, 20, O, 70,111, 110,116, 54,120

56, 581 32, 83, 99,104,114,105:102,116,112,114,111, 98:101, 0, 27, 90, 70, 3
27, 90, 76, 12, 0, 30, O, 70,111,110,116, 55,120, 49, 50, 58, 32, 83, 99,104

h

114:105,102,116,112,114,111, 98,101, O

SystemMacros

PONERONIVACRCO, All commands defined in this macro will be automatically executed
when the power supply is switched on.

RESETMACRO All commands defined in this macro will be automatically executed
when an external reset on Pin 5 is done.

WATCHDOGVACRO All commands defined in this macro will be automatically executed
when the display hangs up.

BROANOUTMACRO All commands defined in this macro will be automatically executed

when VDD brakes down to 4,6V or lower.
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4.6.3 Macro

MACRO  nr
MACRO. nr [ page]

46.4 TouchMacro

TOUCHMACRO. nr
TOUCHVACRO: nr [ page]

4.6.5 BitMacro

Bl TMACRO nr
Bl TMACRQO nr [ page]

4.6.6 PortMacro

PORTMACRG: nr
PORTVMACRO nr [ page]

Defines a normal macro with number nr (0..255). This macro will be
executed with the command #MN nr[41].

Optionally different normal macros can be stored for different pages
[0..15]. If no page is selected it is set to 0. The 16 pages are helpful to
realize e.g. screens in different languages.

Defines a touch macro with number nr (0..255). This macro will be
executed if a touch key / switch with the return code nr is defined and
the touch key /switch is pressed or by command #MT nrl 1),
Optionally different touch macros can be stored for different pages
[0..15]. If no page is selected it is set to 0. The 16 pages are helpful to
realize e.g. screens in different languages.

(see How-to-use example 3 simple touch buttons - BEGINNER%)

Defines a bit macro with number nr (0..255). bitmacros will start
voltage at a single line IN 1..8 (bit) will change or by command

#MB nrl 1],

BitMacro 1..8 are good for falling edge at input 1..8.

BitMacro 9..16 are good for rising edge at input 1..8.

Since firmware V1.1 it is possible to change the assignment between
BitMacro and intput with command #YD n1,n2 n3[ 7.

Optionally different bit macros can be stored for different pages
[0..15]. If no page is selected it is set to 0. The 16 pages are helpful to
realize e.g. screens in different languages.

(see How-to-use example Bit Macro - BEGINNER@%)

Defines a port macro with number nr (0..255). This macro will be
executed if the matching binary bit code is put on the pins IN1..IN8 or
by command #MP nrf 1),

Optionally different port macros can be stored for different pages
[0..15]. If no page is selected it is set to 0. The 16 pages are helpful to
realize e.g. screens in different languages.

(see How-to-use example Port Macro - BEGINNER@)
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4.6.7 MatrixMacro

MATRI XMACRO:  nr
MATRI XMACRQO nr [ page]

4.6.8 ProcessMacro

PROCESSMACRO.  nr
PROCESSMACRO. nr [ page]

Defines a matrix macro with number nr (0..255). This macro will be
executed if the one of the connected key pad is pressed or by
command #MX nr/41].

Matrix Macro 1..64: start when keypressed.

Matrix Macro O: start after release of key.

Since firmware V1.1 it is possible to change the assignment between
keynumber and matrixmacro with command #YX n1,n2 n3[ 7.

The relating pins for matrix keyboard need to be defined with the
command #YM n1,n2,n3/471.

Optionally different matrix macro can be stored for different pages
[0..15]. If no page is selected it is set to 0. The 16 pages are helpful to
realize e.g. screens in different languages.

Defines a process macro with number nr (0..255). This macro will be
executed automatically (see command #MD no,type,n3,n4,zsﬁﬁ) or
by command #MC nrff).

Optionally different process macros can be stored for different pages
[0..15]. If no page is selected it is set to 0. The 16 pages are helpful to
realize e.g. screens in different languages.

(see How-to-use example Process Macro - BEGINNER@)
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4.6.9 AnalogMacro

ANALOGVACRG:  nr
ANALOGVACRQO nr [ page]

Defines an analogue macro with number nr (0..255). The macro will be
executed automatically when the relating voltage is on the pins AIN1 and
AIN2 (see table below) or by command #MV nrl4%.

Since firmware V1.1 it is possible to change the assignment between
analogurmacrofunction 0..19 and analogmacronumber with command
#VM n1,n2/48,

Optionally different analog macros can be stored for different pages [0..15]. If
no page is selected it is set to 0. The 16 pages are helpful to realize e.g.
reens in different languages.

(see How-to-use example Analogue Macro - Beginner[105))

Macro nr
AIN1 | AIN2 [Macro starts at

10 |every change of input voltage

o

11 |falling input voltage

12 |rising input voltage

13 |below lower limit

14 |above lower limit

15 |below upper limit

16 |above upper limit

17 |outside of both limits
18 |inside of both limits

O 0| N O O & W N|

19 |lower than other channel
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EA eDIPTFT43-A commands

Terminal

Terminal definition:

Set terminal color

#FT fg,bg

Preset color 1..32 for terminal mode (see
default colorsfef)
fg=foreground color; bg=background color;

Define window

#TW n1,C,LW,H

The terminal output is executed with font n1: 1=8x8;
2=8x16 only within the window from column C and
line L (=upper-left corner)

with a width of W and a height of H (specifications in
characters)

Display organisation:

480x272: C=1..60; L=1..34/17

272x480: C=1..34; L=1..60/30

Terminal off #TA Terminal display is switched off; outputs are rejected
Terminal on #TE Terminal display is switched on;
Cursor commands:
Position cursor #TP C,L C=column; L=line; origin upper-left corner (1,1)
Cursor on/off #TCnl n1=0: Cursor is invisible;
nl=1: Cursor flashes;
Save cursor position #TS The current cursor position is saved
Restore cursor position  |#TR The last saved cursor position is restored
Terminal output:
String for terminal #ZT "text..." Command for outputting a string (text...) from a
macro to the terminal
Output version #TV The version no. is output in the terminal
e.g. "EA eDIPTFT43-A V1.0 Rev.A"
Output projectname #TJ The macrofile-projectname is output in the terminal
e.g. "init / delivery state"
Output interface #TQ The used interface is output in the terminal
e.g "RS232,115200 baud, ADR $07"
Output informationen #TI The terminal is initialisized and cleared; the software

version, hardware revision, macrofile-projectname
and CRC-checksum are output in the terminal

(see How-to-use example Keypad - EXPERT [e2))

Special ASCIl-characters:

Form feed FF (dec:12) The contents of the screen are deleted and the
cursor is placed at pos. (1,1)
Carriage return CR (dec:13) Cursor to the beginning of the line on the extreme

left

Line feed

LF (dec:10)

Cursor 1 line lower, if cursor in last line then scroll
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5.2

Display

33

Display commands (effect on the entire display):

Set display color #FD fg,bg Defines color 1..32 for display and areas
fg=foreground color; bg=background color; (see
default colorsfef)

Set display orientation #DO n1 n1=0: 0°; n1=1: 90°; n1=2: 180°; n1=3: 270°
(0°+180°=480x272; 90°+270°=272x480)

Delete display #DL Delete display contents (all pixels to background
color)

Fill display #DS Fill display contents (all pixels to foreground color)

Fill display with color #DF nl Fill complete display content with color n1=1..32
(see default colors|et)

Invert display #DI Invert display content

(see How-to-use example Change display orientation - BEGINNER [115))
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5.3

Draw

Draw straight lines and points:

Set color for lines

#FG fg,bg

Colors 1..32 (O=transparent)
fg=color for line; bg=pattern background; (see
default colorsfef)

Point size/line thickness

#GZ nl,n2

nl1l=X-point size (1 to 15)
n2=Y-point size (1 to 15)

Pattern

#GM nl

Set line/point pattern no n1=1..255; 0=do not use
pattern
(see compiler option PATTERNI23): )

Draw point

#GP x1,yl

Set a point at coordinates x1, y1

Draw rectangle

#GR x1,y1,x2,y2

Draw four straight lines as a rectangle from x1,y1 to
X2,y2

Draw straight line

#GD x1,y1,x2,y2

Draw straight line from x1,y1 to x2,y2

Continue straight line #GW x1,y1 Draw a straight line from last end point to x1, y1
Set start point #GS x1,y1 Set the last end point at coordinates x1,y1 for
(firmware V1.5) commands #GW, #GX and #GY

Draw X-graph #GX step,yl,... Draw lines with fix X-steps=0..127 (add 128 for
(firmware V1.5) neg.steps) and variable count of Y-values 1..255
Draw Y-graph #GY step,x1,... Draw lines with fix Y-steps=0..127 (add 128 for

(firmware V1.5)

neg.steps) and variable count of X-values 1..255

Change/draw rectangular areas:

Delete area #RL x1,y1,x2,y2 Delete an area from x1,y1 to x2,y2 (fill with
background color)
Fill area #RS x1,y1,x2,y2 Fill an area from x1,y1 to x2,y2 (fill with

foreground color)

Fill area with color

#RF x1,y1,x2,y2,nl1

Fill an area from x1,y1 to x2,y2 with color
nl1=1..32
(see default colors/ety)

Invert area

#RI x1,y1,x2,y2

Invert an area from x1,y1 to x2,y2

Copy area

#RC x1,y1,x2,y2,x3,y3

Copy an area from x1,y1 to x2,y2 to new
position x3,y3
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Draw rectangular areas with pattern:
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Pattern color #FM fg,bg

Color 1..32 (O=transparent) for monochrome
pattern

fg=foreground; bg=background color; (see
default colorslef)

Area with fill pattern #RM x1,y1,x2,y2,nr

Draw an area from x1,y1 to x2,y2 with pattern nr
(see compiler option PATTERNI22}: )

Draw box #RO x1,y1,x2,y2,nr

Draw a rectangle x1,y1 to x2,y2 and fill with
pattern nr
(see compiler option PATTERNI23): )

Draw frames/borders:

Set color for border #FR c1,c2,c3 Set color 1..32 (O=transparent) for border
segments
cl=frame outside; c2=frame inside; c3=filling;
(see default colors/ety)

Set border type #RE nr,n2 Set border type nr=1..255

border angle: n2=0: 0°; n1=1: 90°; n1=2: 180°;
n1=3: 270°
(see compiler option BORDERI231: )

Draw border box

#RR x1,y1,x2,y2

Draw a border box from x1,y1 to x2,y2

(see How-to-use example Frame - BEGINNER[89Y)
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5.4

Text

Text settings:

Set text color #FZ fg,bg Color 1..32 (O=transparent) for string and character
fg=text color; bg=background color; (see
default colorsfef)
Set font #ZF nl Set font with the number nr
(see compiler option FONT[1H:  or W NFONT[13: )
Font zoom factor #77 nl,n2 nl = X-zoom factor (1x to 8x)
n2 = Y-zoom factor (1x to 8x)
Additional width/height |#ZY n1,n2 n1=0..15: additional width left/right
n2=0..15: additional height top/bottom
Spacewidth #7J nl n1=0: use spacewidth from font
nl=1: same witdh as a number
n1>=2: width in dot
Text angle #ZW nl Text output angle
n1=0: 0°; n1=1: 90°; n1=2: 180°; n1=3: 270°
Text output:
Output string #ZL xy,"text..." A string (text...) is output left justified to x,y
left justified several lines are separated by the character '|' ($7C,
pipe)
character '\' ($5C, backslash) canceles the special
function of '|' and '\'
Output string #ZC x,y,"text..." A string (text...) is output centered to X,y
centered several lines are separated by the character '|' ($7C,
pipe)
character '\' ($5C, backslash) canceles the special
function of '|' and '\'
Output string #ZR x,y,"text..." A string (text...) is output right justified to x,y
right justified several lines are separated by the character '|' ($7C,
pipe)
character '\' ($5C, backslash) canceles the special
function of '|' and '\'
Output string #7B x1,y1,x2,y2, |Output a string (...) inside area from x1,y1 to x2,y2 at
in an area nl,“text..." position n1=1..9; the area will be filled with

(firmware V1.2)

background color;

nl=1: Top Left; n1=2: Top Center; n1=3: Top Right
nl=4: Middle Left; n1=5: Middle Center; n1=6:
Middle Right

nl1=7: Bottom Left; n1=8: Bottom Center; n1=9:
Bottom Right

String for terminal

#ZT "text..."

Command for outputting a string (text...) from a
macro to the terminal

(see How-to-use example Place Strings - BEGINNER/691)
(see How-to-use example Cyrillic font - BEGINNER/731)
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9.5

Bitmap
Bitmap settings:
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Set bitmap colors

#FU fg,bg

painting color 1..32 (O=transparent) for monchrome
bitmaps

fg=foreground color; bg=background color; (see
default colors/et)

Image zoom factor

#UZ n1,n2

nl = X-zoom factor (1x to 8x)
n2 = Y-zoom factor (1x to 8x)

Image angle

#UW nl

output angle of the image
n1=0: 0°; n1=1: 90°; n1=2: 180°; n1=3: 270°

Mirror Image

#UX nl

n1=0: normal display
nl1l=1: the image is mirrored horizontally

Transparency for color
bitmaps

#UT nl

n1=0: no transparency; show picture with all colors
rectangular

n1=1: color of the first dot at top left side will be
defined as transparent (like a mask)

n1=2: if defined - use transparent color from bitmap-
file (GIF, TGA,PNG,G16)

n1=3: replace transparent color from bitmap-file
(GIF,TGA,PNG,G16) with actually background
color

Output bitmaps:

Load internal image

#UI x1,y1,nr

Load internal image with the no (0 to 255) from the
data flash memory to x1,y1 (see compiler option
Pl CTURE(241:)

Load image

#UL x1,y1,data...

Load an image to x1,y1; data... = image in G16/62
format

This command is only for serial interface, do not use
this command in a macro !

(see How-to-use example BMP file - BEGINNER|741)

Hardcopy:

RLE compression
(firmware V1.5)

#UR

the next hardcopy (#UH xx1,yy1,xx2,yy2) will be sent
with RLE compression

Send hardcopy

#UH x1,y1,x2,y2

After this command, the image extract is sent (to
sendbuffer) in G16 format.

With the program "BitmapEdit.exe" from the LCD-
Tools you can convert the G16 format to a Windows
*.BMP image
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5.6

Animation
Animation settings:

animation

Set animation colors #FW fg,bg color for 1..32 monchrome animation images
fg=foreground color; bg=background color; (see
default colorslef)

Animation zoom factor #WZ n1,n2 nl = X-zoom factor (1x to 8x)
n2 = Y-zoom factor (1x to 8x)

Animation angle #WW nl output angle of the animation image
n1=0: 0°; n1=1: 90°; n1=2: 180°; n1=3: 270°

Mirror animation #WX nl n1=0: normal display
nl=1: the animation image is mirrored horizontally

Transparency for color  [#WT nl n1=0: no transparency; show animation with all colors

rectangular

color of the first dot at top left side will be
defined as transparent (like a mask)

if defined - use transparent color from
animation-file (.GIF.G16)

replace transparent color from animation-file
with actually background color

nl=1:

nl=2:

nl=3:

Animation bitmap:

Load single image

#WI x1,y1,nr,n2

Load from animation image nr=0..255 the sub image
n2 to x1,yl(see ANI MATI ONI251: )

Animation process:

Define animation process

#WD
no,x1,yl,nr type,ti
me

Define an animationprocess no=1..4 at position x1,y1

(=left top edge) with animation image nr=0..255. (see

ANI MATI ONI251: )

type: 1=run once; 2=cyclically; 3=pingpong; 4=once

backwards; 5=cyclic backwards; 6=pingpong

backwards; 7=manually (use command ESC W

N|P|F|M)

time: O=stop; 1..254=time in in 1/10 sec; 255=use
time from animation-file

Change animation type |#WY no,type Assign a new type=1..7 to animationprocess no=1..4

Change animation time  |#WC no,time Assign a new time=0..255 to animationprocess
no=1..4

Next animation image #WN no Show the next image from animationprocess no=1..4

Previous animation #WP no Show the previous image from animationprocess

image no=1..4

Show animation image  |#WF no,n2 Show image n2 from animationprocess no=1..4

Run to animation image |#WM no,n2 Run animationprocess no=1..4 from actually image to
image n2

Stop animationprocess  |#WL no Stop animationprocess no=1..4 and clear last image

with actually background color

(see How-to-use example Animated gif - BEGINNER75Y)
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5.7

Bargraph
Bargraph settings:
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Set color for bargraph #FB fg,bg,fc Set colors 1..32 for bargraph (see default colors[é1y)
fg=foreground; bg=background; fc=color for frame

Bargraph pattern #BM nr Pattern for bargraph nr=1..255; nr=0 no pattern/solid
(valid for type=0..3) (see PATTERNI23:)

Bargraph border #BE nr Border for bargraph nr=0..255 (valid for type=4..7)
(see compiler option BORDER[231: )

Bargraph linewidth #BB nl Linewidth for bargraph n1=1..255; n1=0 automatic

(valid for type=2,3,6,7)

Define/use bargraphs:

Define bargraph #BR #BL #BO Define bargraph no=1..20 to L(eft), R(ight), O(up),
#BU U(down) x1,y1,x2,y2 rectangle enclosing the bar
no,x1,y1,x2,y2, graph; sv, ev are the values for 0% and 100%
sv,ev,type type: O=pattern bar; 1=pattern bar in rectangle
type: 2=pattern line; 3=pattern line in rectangle
type: 4=border bar; 5=border bar in rectangle
type: 6=border line; 7=border line in rectangle
Update bargraph #BA no,value Set and draw the bar no=1..20 to the new value
Draw bargraph #BN no Entirely redraw the bar with the number no=1..20
Send bargraph value #BS no Send the current value of bar no=1..20 to sendbuffer
Delete bargraph #BD no,n2 The definition of the bar with the number no=1..20

becomes invalid. If the bar graph was defined as
input with touch, this touch field will also be deleted.
n2=0: Bar remains visible; n2=1: Bar is deleted

(see How-to-use example Bargraph by touch - BEGINNER 1))

Bargraph user values - Format text output:

User value color #FX fg,bg Set color 1..32 for bargraph user value
fg=foreground; bg=background color; (see
default colors/et)
User value font #BF nr Set font nr for bargraph user value
(see compiler option FONT[1H1:  or W NFONT[13):)
User value zoom #BZ n1,n2 Set zoom factor for bargraph user value
nl=X-Zoom 1x..8x; n2=Y-Zoom 1X..8x
User value additional #BY nl1,n2 n1=0..15: additional width left/right;
width/height n2=0..15: additional height top/bottom for user value
User value angle #BW nl Set writing angle for bargraph user value
n1=0: 0°; n1=1: 90°; n1=2: 180°; n1=3: 270°;
User values / scaling #BX no,x1,y1, Define user value for bargraph no=1..20.

"FormatString”

Output is always right justified to x1,y1

Format String: "bvl=uservaluel;bv2=uservalue2"
Assign two bar values (bv1,bv2 =0..254) to user
defined values max. range: 4 1/2 digits 19999 +
decimal point (*.' oder ') + sign e.g. display "-123.4"
for bar value bvl=0 and "567.8" for bar value
bv2=100 Format String: "0=-123.4;100=567.8"
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5.8 Instrument
Define/use instruments:

Define instrument #IP no, x1,y1,

n2,n3, sv,ev

Define instrument no=1..4 at position x1,y1 (=left top
edge) with instrument image n2=0..255.

Instrument angle: n3=0: 0°; n3=1: 90°; n3=2: 180°;
n3=3: 270°;

sv, ev are the values for 0% and 100%

(see compiler option | NSTRUVENT26Y: )

Update instrument # IA no,value

Set and draw the instrument no=1..4 to the new
value

Draw instrument #IN no Entirely redraw the instrument with the number
no=1..4

Send instrument value #1S no Send the current value of instrument no=1..4 to
sendbuffer

Delete instrument # 1D no,n2 The definition of the instrument with the number

no=1..4 becomes invalid.
n2=0: Instrument remains visible;
n2=1: Instrument is deleted

(see How-to-use example Instrument by touch - BEGINNER/951)

Instrument user values - Format text output:

User value color # FI fg,bg

Set color 1..32 for instrument user value
fg=foreground; bg=background color; (see
default colors/et)

User value font #IF nr

Set font nr for instrument user value
(see compiler option FONT[1H1:  or W NFONT[13):)

User value zoom #1Z nl,n2

Set zoom factor for instrument user value
nl=X-Zoom 1x..8x; n2=Y-Zoom 1Xx..8x

User value additional
width/height

#1Y nl,n2

n1=0..15: additional width left/right;
n2=0..15: additional height top/bottom for instrument
user value;

User value angle #IW nl

Set writing angle for instrument user value
n1=0: 0°; n1=1: 90°; n1=2: 180°; n1=3: 270°;

User values / scaling # IX no,x1,y1,

"FormatString”

Define user value for instrument no=1..4. Output is
always right justified to x1,y1

Format String: "ivl=uservaluel;iv2=uservalue2"
Assign two instrument values (iv1,iv2 =0..254) to
user defined values max. range: 4 1/2 digits 19999 +
decimal point (.' or ',") + sign e.g. display "-123.4" for
iv1=0 and "567.8" for iv2=100 Format String: "0=-
123.4;100=567.8"
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Macros

Run macros:

Run macro #MN nr Call the (normal) macro with the number nr (max. 7
levels)
(see compiler option MACRC[2%1: )

Run touch macros #MT nr Call the touch macro with the number nr (max. 7
levels)
(see compiler option TOUCHVACRCI29Y: )

Run port macro #MP nr Call the port macro with the number nr (max. 7
levels)
(see compiler option PORTMACRCI291: )

Run bit macro #MB nr Call the bit macro with the number nr (max. 7 levels)
(see compiler option Bl TMACRCI2%1: )

Run matrix macro #MX nr Call the matrix macro with the number nr (max. 7
levels)
(see compiler option MATRI XVACRCI331: )

Run process macro #MC nr Call the process macro with the number nr (max. 7
levels)
(see compiler option PROCESSVACRCI361: )

Run analogue macro #MV nr Call the analogue macro with the number nr (max. 7

levels)
(see compiler option ANAL OGVACRCI31: )

Macro settings:

Disable macros

#ML type,nl,n2

Macros of the type'N','T",'P','B','X",'C" or 'V'
(type 'A' = all macro types) are disabled from the
number nl to n2; i.e. no longer run when called.

Enable macros

#MU type,nl,n2

Macros of the type 'N','T",'P",'B','X",'C" or 'V'
(type 'A' = all macro types) are enabled from number
nlto n2;i.e. run again when called.

Select macro/image
page

#MK nl

A page is selected for macros and images n1=0 to
15

if a macro/image is not defined in the current page 1
to 15, this macro/image is taken from page 0

(e.g. to switch languages or for horizontal/vertical
installation).

Save macro/image page

#MW

the current macro/image page is saved
(when used in process macros)

Restore macro/image
page

#MR

the last saved macro/image page is restored

(see How-to-use example Languages/Macro Pages - BEGINNER [10%)
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Automatic (normal-) macros:

Macro with delay

#MG nl1,n2

Call the (hormal) macro with the number n1 in n2/10s
Execution is stopped by commands
(e.g. receipt or touch macros).

Autom. macros once only

#ME n1,n2,n3

Automatically run macros nl to n2 once only;
n3=pause in 1/10s

Execution is stopped by commands

(e.g. receipt or touch macros).

Autom. macros cyclical

#MA n1,n2,n3

Automatically run macros n1 to n2 cyclically;
n3=pause in 1/10s

Execution is stopped by commands

(e.g. receipt or touch macros).

Autom. macros ping
pong

#MJ n1,n2,n3

Automatically run macros nl to n2 to nl (ping pong);
n3=pause in 1/10s

Execution is stopped, for example, by receipt or
touch macros

(see How-to-use example Automatic Macro - EXPERT [11h)

Macro processes:

Define macro process

#MD
no,type,n3,n4,zs

A macro process with the number no (1 to 4) is
defined (1=highest priority).

The process macros n3 to n4 are run successively
every zs/10s.

type: 1=once only; 2=cyclical; 3=ping pong n3 to n4
ton3

Macro process interval  |#MZ no,zs a new time zs in 1/10s is assigned to the macro
process with the number no (1 to 4). if the time zs=0,
execution is stopped.

Stop macro processes #MS n1 All macro processes and animations are stopped

with n1=0 and restarted with n1=1 in order, for
example, to execute settings and outputs via the
interface undisturbed

(see How-to-use example Process Macro - BEGINNER [113))
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5.10 Touch
Touch presets:

Touch border colors

#FE n1,n2,n3, s1,s2,s3

Set the colors 1..32 (O=transparent) for touch
border (#AT #AK)

n=normal; s=selected; 1=frame outside;
2=frame inside; 3=filling

(see default colors|et)

Touch border form

#AE nr,n2

nr=1..255 border number (see compiler option
BORDERI231: )

nr=0 no border

n2=angle 0=0°; 1=90°; 2=180°; 3=270°

Touch button colors

#FC nf,nb, sf,sb

Set the colors 1..32 for monochrome touch
buttons (#AU #AJ)

n=normal; s=selected; f=foreground;
b=background

(see default colors|et)

Touch button number

#AC nr,n2,n3,n4

nr=0..255 button number (see compiler option
BUTTONI24: )

n2=button angle 0=0°; 1=90°; 2=180°; 3=270°
n3=X-Zoom 1..8; n4=Y-Zoom 1..8

Radio group for switches

#AR nl

n1=0: newly defined switches do not belong to
a group

n1=1..255: newly defined switches belong to
the group with the number n1.

Only 1 switch in a group is active at any one
time; all the others are deactivated. In the
case of a switch in a group, only the down
code is applicable. the up code is ignored.

(see How-to-use example Radio group - BEGINNER [31)

Label font presets:

Font color #FA nf,sf Color 1..32 for touch labeling (see
default colors/et))
nf=normal fontcolor; sf= fontcolor for selection
Label font #AF nr Set font with the number nr for touch key label
(see compiler option FONT[1%1:  or
W NFONTI12Y: )
Label zoom factor #AZ n1,n2 nl=X-zoom factor (1x to 8x); n2=Y-zoom
factor (1x to 8x)
Additional width/height |#AY nl1,n2 n1=0..15: additional width left/right
n2=0..15: additional height top/bottom
Label angle #AW nl Label output angle: n1=0: 0°; n1=1: 90°; n1=2:
180°; n1=3: 270°
Offset for selected label |#AO n1,n2 nl=X-offset; n2=Y-offset

n1l,n2=0..7 (add +8 for negative direction)
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Define touch key/switches:

Define touch key #AT x1,y1,x2,y2, downCode,upCode, "text..." key remains
#AU x,y, downCode,upCode, "text..." depressed as long
as there is contact
Define touch switch #AK x1,y1,x2,y2, downCode,upCode, "text..." status of the switch
#AJ x,y, downCode,upCode, "text..." toggles after each
contact

#AT: The area from x1,y1 to x2,y2 is drawn with actual border and defined as a key

#AK: The area from x1,y1 to x2,y2 is drawn with actual border and defined as a switch
#AU: The actual button is loaded to x,y and defined as a key

#AJ: The actual button is loaded to x,y and defined as a switch

‘downCode':(1-255) return/touchmacro when key pressed

'upCode': (1-255) return/touchmacro when key released

(downCode/upCode = 0 press/release not reported).

"text...": this is a string that is placed in the key with the current touch font.

The first character determines the alignment of the text (C=centered, L=left justified, R=right
justified)

Multiline texts are separated with the character '|' ($7C, dec: 124)

optional: after the character '~' ($7E, dec: 126) you can write a 2nd text for a selected touch
key/switch

e.g. "LED|on~LED|off"

(see How-to-use example 3 simple touch buttons - BEGINNER[76Y)
(see How-to-use example Glass button - EXPERT/78))

Define touch areas:

Define drawing area #AD x1,y1,x2,y2,n1,fg |A drawing area is defined. You can then draw
with a line width of n1 and color fg within the
corner coordinates x1,y1 and x2,y2.

(see default colors/et)

Define free touch area #AH x1,y1,x2,y2 A freely usable touch area is defined. Touch
actions (down, up and drag) within the corner
coordinates x1,y1 and x2,y2 are sent.

Set bar by touch #AB no The bargraph with no=1..20 is defined for input
by touch panel.

Set instrument by touch |#A+ no The instrument with no=1..4 is defined for

(firmware V1.4) input by touch panel.

(see How-to-use example Free draw area - BEGINNER61)
(see How-to-use example Bargraph by touch - BEGINNER 1))
(see How-to-use example Instrument by touch - BEGINNER/951)
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Global settings:
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Touch query on/off #AA nl Touch query is
n1=0: deactivated
nl=1: activated
Touch key response #Al n1 Automatic inversion when touch key touched
n1=0: OFF
nl=1: ON
Touch key response #AS nl Tone sounds briefly when a touch key is
buzzer touched
n1=0: OFF
nl=1: ON
Send bar value on/off #AQ nl Automatic transmission of a new bar graph

value by touch input

n1=0: deactivated

nl1l=1:is placed in the sendbuffer once at the
end of input

nl=2: changes are placed continous into
sendbuffer during input

Other touch function

S:

Invert touch key

#AN code

The touch key with the assigned return code is
inverted manually

Set touch switch

#AP code,nl

The status of the switch with the return code is
changed to

n1=0: OFF

nl=1: ON

Query touch switch

#AX code

The status of the switch with the return code is
placed in the sendbuffer (off=0; on=1)

Query radio group

#AG nl

down code of the activated switch from the
radio group nl is placed in the sendbuffer

Delete touch area
by up- or down-code

#AL code, nl1

The touch area with the return code is removed
from the touch query (code=0: all touch areas).
When n1=0, the area remains visible on the
display

When n1=1, the area is deleted

Delete touch area
by coordinates

#AV x,y,nl

Remove the Touch area that includes the
coordinates x1,y1 from the touch query.
When n1=0, the area remains visible on the
display

When n1=1, the area is deleted
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5.11 Backlight
LED backlight:

lllumination brightness #YH nl Set brightness of the LED illumination n1=0 to 100%.

Increase brightness #YN Increase brightness of the LED illumination (one
step=1%)

Decrease brightness #YP Decrease brightness of the LED illumination (one
step=1%)

Brightness changetime |#YZ nl Time n1=0..31 in 1/10sec for changing brightness
from 0 to 100%

lllumination on/off #YL nl LED n1=0: OFF; n1=1: ON
n1=2 to 255: LED switched ON for n1/10sec

Assign bar with backlight |#YB no Assign bar no=1..20 for changing brightness of the
backlight

Assign instrument with #Y+ no Assign instrument no=1..4 for changing brightness of

backlight (firmware V1.4) the backlight

Save parameter #Y@ Save the actual brightness and changetime for
poweron to EEPROM

(see How-to-use example Bargraph by touch - BEGINNER 1))
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5.12 Digital IO-Port
I/O-ports:
Write output port #YW n1,n2 n1=0: Set all 8 output ports in accordance with n2
(=8-bit binary)
n1=1..8: Reset output port n1 (n2=0); set (n2=1);
invert (n2=2)
Read input port #YR nl n1=0: Read all 8 input ports as 8-bit binary value (to
sendbuffer)
n1=1..8: Read input port <n1> (1=H-level=5V, O=L-
level=0V)
Port scan on/off #YA nl The automatic scan of the input port is
n1=0: deactivated
nl=1: activated
Invert input port #YI nl The input port is
n1=0: evaluated normal
nl=1: evaluated inverted
Redefine input bitmacro |#YD n1,n2,n3 n1=1..8: input port
(firmware V1.1) n2=0: falling-edge or n2=1: rising-edge
n3=0..255: new BitMacro number
(see How-to-use example Bit Macro - BEGINNER [10%)
(see How-to-use example Port Macro - BEGINNER [109)
External matrix keyboard:
Matrix keyboard #YM n1,n2,n3 Specifies an external matrix keyboard at the inputs
and outputs
nl=number of inputs (1..8)
n2=number of outputs (0..8)
n3=debouncing (0..7)
Redefine matrixmacro for |#YX n1,n2 Assign keynumber n1=1..65 with matrixtmacro
keys (firmware V1.1) n2=0..255
After release the key n1=0 run matrixtmacro
n2=0..255
Additional Outputs:
Write extended ports #YE n1,n2,n3 write from output port n1=0..255 to port n2=0..255
(firmware V1.4 with n3=0 Reset ports
74HC4094) n3=1 Set ports
n3=2 Invert ports
- 7 TERD
PIRRTREER S SEERRERE
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5.13 Analogue Input
Analogue inputs:

Calibration #V@ ch,x1

Calibration procedure is as follows:

1.) Apply defined voltage (3..5V) to AIN1 or AIN2
2.) Run this command with channel information
ch=1..2 and x1=voltage value in [mV]

e.g. 4.0V on AIN1 command: #V@1,4000

Enable/disable AIN scan |#VA nl

n1=0 disables input scan for AIN1 and AIN2
nl=1 enable input scan

Send analog value #VD ch

Voltage in [mV] will be sent (to sendbuffer) for
channel ch=1..2

Limit for analog macro #VK ch,n1,n2,n3

Sets two limits for channel ch=1..2

nl=lower limit [mV/20]

n2=upper limit [mV/20]

n3=hysteresis [mV]

Related to this limits serveral analogmacros can be
started automatically.

Redefine analogmacro  |#VM n1,n2 Assign analogmacrofunction n1=0..19
(firmware V1.1) with analogmacronumber n2=0..255
Bargraph for AIN1/AIN2 |#VB ch,no Assigns bargraph no=1..20 to analogue input ch=1..2

(it is possible to assign more than one bargraph to an
anlogue input). Define start- endvalues for bargraph
(see #BRLOUI3%)) in [mV/20]

Instrument for AIN1/AIN2 | #V+ ch,no
(firmware V1.4)

Assigns instrument no=1..4 to analogue input
ch=1..2

Define start- endvalues for instrument (see#IP[43)) in
[mV/20]

Redraw bar/instrument #VR ch

Redraw all bargraphs and instruments defined for
channel ch=1..2

(see How-to-use example Analogue Macro - Beginner[105))

(see How-to-use example Instrument by analogue input - BEGINNER[96Y)
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Analogue in user values - Format text output:

User value color #FV ch,fg,bg Set color 1..32 for string output of channel ch=1..2
fg=foreground, bg=background color; (see
default colors/ety)
User value Font #VF ch,nr Set font nr for channel ch=1..2
(see compiler option FONT[1#:  or W NFEONT/[12): )
User value zoom #VZ ch,n1,n2 Set zoom factor for channel ch=1..2
nl=X-Zoom 1x..8x
n2=Y-Zoom 1x..8x
User value additional #VY ch,n1,n2 n1=0..15: additional width left/right
width/height n2=0..15: additional height top/bottom for channel
ch=1..2;
User value angle #VW ch,n1 Set writing angle for channel ch=1..2

n1=0: 0°; n1=1: 90°; n1=2: 180°; n1=3: 270°;

User values / scaling

#VE ch,"FmtStr"

Set user value for channel ch=1..2

Format String: "mV1=uservaluel;mV2=uservalue2"
Assign two voltages (0..5000mV) to user defined
values

max. range: 4 1/2 digits 19999 + decimal point ("'
oder',") + sign

e.g. display for 2000mV should be "-123.45" and
"0.00" for 1000mV Format String: "2000=-
123.45;1000=0"

Send user value #VS ch This will send current voltage as formated string for
channel ch=1..2 to sendbuffer

Display on terminal #VT ch Show formated string of channel ch=1..2 on termial
window

Display user value #VG ch,x1,y1 Show formated string of channel ch=1..2 at

coordinate x1,y1
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5.14

Other commands

Use string table:

String table code
(firmware V1.5)

#ST nl

n1=0: no use of internal strings

n1>0: after code n1 appears following codes are
internal string numbers (see compiler option
STRI NG [18Y)

(see How-to-use example String tables - EXPERT [10%))

Send functions:

Send bytes #SB data... bytes are sent to the sendbuffer data... can be
numbers or strings e.g #SB "Test",10,13

Send version #SV The version is sent as a string to sendbuffer
e.g. "EA eDIPTFT43-A V1.0 Rev.A TP+"

Send projectname #SJ The macro-projectname is sent as a string to the
sendbuffer
e.g. "init / delivery state"

Send internal infos #SI Internal information about the eDIP is sent to the

sendbuffer.

Other functions:

Define color

#FP no, R5,G6,B5

Set a new RGB value for color no. n1=1..32
R5:Bit7..3; G6:Bit7..2; B5:Bit7..3; (see
default colors/et))

Wait (pause)

#X nl

Wait n1/10sec before the next command is
executed.

Set RS485 address

#KA adr

For RS232/RS485 operation only and only possible
when Hardware address is 0. The eDIP is assigned a

new address adr (in the Power-On macro).
(see compile option RS485ADR/[ 94)
(see example INIT with RS485 address.KMC/[e8))

Tone on/off

#YS nl

The tone output (pin 16) becomes
n1=0:0OFF; n1=1:0N; n1=2 to 255:0N for n1/10s
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6.2
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6.6
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6.8
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Bigzif 100

+Lower[ $0 | $1 | $2 | $3 | $4 | $5| %6 | $7 [ $8 | $9 | $A | $B | $C | $D | $E | $F
Upper © (M@ 3[4 5)]®)()]®)](9)](10)(11)(12)[(13)/(14)|(15)
$20 (dez: 32) + -

$30 (dez: 48)




Default Colors 61

Default Colors

EA eDIPTFT43-A is able to work with 65,536 colors. For an easy use there exists a color palette with
32 entrys (16 colors are predefined after PowerOn). This color palette can be redefined at any time
without changing the content of the display (command: #FP noRGBEﬁ). To use a color for text and
graphic functions you set only a number between 1..32. The dummy color number 255 means that the
actual color is not changed e.g you want only to change the foreground- and not the background color.
The color number O=transparent is special and can be used for background of character e.g. that
means placing a character no rectangular field will be deleted around the character itself.

predfined constants (i ncl ude <..\defaul t_constant. kni>)

TRANSPARENT =

BLACK = 1
BLUE = 2
RED = 3
GREEN = 4
MAGENTA = 5
CYAN = 6
YELLOW = 7
VWHI TE = 8
DARKGREY = 9
ORANGE =10
PURPLE =11
DEEPPI NK =12
M NT =13
LAWNGREEN = 14
SKYBLUE =15
GREY = 16
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G16FORMAT

Use 'BitmapEdit.exe’ from the LCD-Tools package to convert
* BMP, *JPG, *.GIF, * TGA or *.PNG into internal G16-format.

Structure of an image file in the G16 format:

This format handles both a single picture, and several pictures (e.g. containing fonts or animations).

A transparency color is supported.

Structure of the picture header:

Byte value
1. $1b
2. $55
3. $4c
4. $00
5. $00
6. $00
7. $00
8. %47
9. %31
10. $36
11. Bits per pixel
12. Transparency
13.
14.
15.
16. Size of the
pictures
17. First
18. Last
19. Width
20.
21. Height
22.

descripion

ESC Animage file always begins with
"U" the imag load instruction

oL

X-coordinate LOW byte

X-coordinate HIGH byte

Y-coordinate LOW byte

Y-coordinate HIGH byte

'G' identification for a picture -, Font-,
'"1' or animation-file in the G16 format
6

1=Monochrome; 4=16 colors; 8=256 colors;
16=65536 colors High Color RGB565

0=none, 1=the following vaild transparency color

4/8-bit: 16-Bit:

Pallet No. of the transparency color \ RGB565-WORD that
Number of existing color palette (0=256) /transparency color
reserved

O=different dimensions

1=equal width

2=qual height (e.g. proportional Fonts)
3=equal dimensions

First picture / characters number
Last picture / characters number

\ Width of the broadest picture/character Low byte
/ High byte

\ Height of the highest picture/character Low byte
/ High byte




G16FORMAT

After the header, the color pallete entries follow (only for 4 or 8-bits of pictures)

Palette entry: 16-Bit RGB565-WORD
1. Byte: \ Low byte
2. Byte: / High byte

Palette entry: RGB565-WORD
BitNR. 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1 O

R4 R3 R2 G1 RO G5 G4 G3 G2 G1 GO B4 B3 B2 B1 BO

63

After the color palette, the picture table follows, 8 bytes per picture

Byte value description
1. Width \ Width of the picture in pixel Low byte
2. / High byte

3.  Height \ Height of the picture in pixel Low byte
4. / High byte

5. Offset \ offset of the graphic data Low byte
> Mid byte
7. / High byte (starting from file beginning)

8. BIT D6..D0 = 0,,127 waiting period for animations (in 0.1 secs)

BIT D7 = 0: uncompressed graphic data
= 1: RLE compressed character rows

According to the picture table, the actual graphic data follows
The lines are always put down from above downward
The arrangement of the pixels in a line is from left to the right

Structure of a line of the picture (uncompressed):

1 bit per pixel:  the first pixel is the data bit D7
(monochrome)  Number of Bytes per Line = (Width+7) /8

4 bits per pixel: the first pixel is the HI Nibble (D7..D4)
(16-color) the second pixel is the LO Nibble (D3..D0)
Number of Bytes per Line = (Width+1) / 2

8 bits per pixel: the first pixel is the first byte
(256-color) Number of Bytes per Line = width

16 bits per pixel: the first pixel is the first RGB565-WORD
(65636-color) Number of Bytes per Line = width * 2




64

EA eDIPTFT43-A compiler help

Structure of a RLE compressed line:

first the Number-byte is read

BIT D6..D0 = 0..127; +1 = number of 1..128

BIT D7 = 0 the following are uncompressed bytes/pixels

BIT D7 = 1 the following byte/pixel is repeated this number of times

Next, the repeating byte/repeating pixel or the uncompressed bytes/pixels follow.
For pictures with 1 -, 4 and 8-bits per pixel, the data is treated byte by byte.
For High Color 16-Bit picture, the data are treated pixel-wise.

Example monochrome line with 128 pixels:

00 00 00 00 00 12 34 56 78 FF FF FF FF FF FF FF
compresses to

84 00 03 12 34 56 78 86 ff

Example 16-Bit RGB565 line with 16 pixels:

0000 0000 0000 0000 0000 1234 5678 ABCD FFFF FFFF FFFF FFFF FFFF FFFF FFFF FFFF

compresses to
84 0000 02 1234 5678 ABCD 87 FFFF
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9

How-to-use

To find an easy start, you will find a project under ".\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic displays\eDIPTFT43-A\My first project\my_first_project. KMC".
In that example all main commands are used.

There are two different classes of examples. The ones starting with "BEGINNER.." are good to get an
easy start. The ones starting with "EXPERT" describe special functions, such as using constants,
definitions and compiler functions.

- W Folder:
Pture | \ELECTRONIC_ASSEMBLY_LCD-Tools-
Siring : Portable\Data\eDIP - intelligent graphic
Bargraph displays\eDIPTFT43-A\My first project
File:

my_first_project.kmc

Commands:
#AT, #BR, #ZL, #UIl, #WD

Open file in KitEditor

eDl PTFT43-A  "First project”

Picture: 1, <..\..\BITMAPS\ col or\ ESCHER 9 15. bnp>
Animation: 1, <..\..\BITMAPS\ col or\ Ani mati on\ horse. gi f>

Macro: O
#TA
#AF CH CAGOL4

#AT 5, 10, 150, 35,1,0, "Picture"
#AT 5, 45, 150, 70, 2,0, "String"

#AT 5, 80, 150, 105, 3,0, "Bargraph"
#AT 5, 115, 150, 140, 4, 0, " Ani mat i on"

TouchMacro: 1
#BD 1, O

#W 1

#RL 220, 0, 479, 239

#U 220,10, 1
TouchMacro: 2

#BD 1, O

#W 1
#RL 220, 0, 479, 239
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#ZF SW SS30B ;set font for strings (font is defined in "default_font.km")

#ZC 260,40, "HellolWorld" ;wite string centered, '|" neans next |ine

TouchMacro: 3 ; Bargraph

#BD 1, O ; del ete bargraph 1, because of touchmacro 3 ("Bargraph"),
can stay visible,

because pixels are deleted with next command

#W 1 ;stop ani mation process

#RL 220, 0, 479, 239 ; delete area on the right (to delete pixels of other
t ouchmacr os)

#AC O ; deactivate sending barval ues into sendbuffer

#FB RED, BLACK, WHI TE ; set colors for bargraph

#BN 2 ; set pattern

#BC 1, 220, 190, 270, 10, 0, 100, 1 ; define bargraph and show it

#BA 1, 75 ;. set bar 1 to new val of 75

#AB 1 ; set bar 1 with touch

TouchMacro: 4 ; Animation

#BD 1, O ; del ete bargraph 1, because of touchmacro 3 ("Bargraph"),
can stay visible,

; because pixels are deleted with next comrand

#RL 220, 0, 479, 239 ; delete area on the right (to delete pixels of other
t ouchmacr os)

#W 1, 220,30, 1,2,255 ; show animation 1, with picture 1 (see definition above,
cyclically with the tine stored within the gif-fle

it

it
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9.1 Factory Setting

This macrofile sets the display back to factroy setting.

Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
displays\eDIPTFT43-A\lnit\

File:
Init.kmc

Commands:

Open file in KitEditor

eDl PTFT43- A "Status on delivery"

Aut oScan: 1

USB: 230400, "eDl P Progranmmrer"”

include <..\default_constant.km >
include <..\default_font.km >
include <..\default_pattern. km >
include <..\default_border. km >

MhAutoStart = 0

Power OnMakr o:
#MN MhAut oSt art

Reset Makr o:
#MN MhAut oSt art

Wat chdogMakr o:
#MN MhAut oSt art

Br ownQut Makr o:
#MN MhAut oSt art

Makro: MAut oSt art
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9.2 RS485 - Factory Setting

This macrofile uses RS485 addressing and sets the display back to factory setting.

Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
displays\eDIPTFT43-A\lnit\

File:
INIT _with RS485 address.KMC

Commands:

Open file in KitEditor

eDl PTFT43- A "Status on delivery"

Aut oScan: 1

USB: 230400, "eDl P Progranmmrer"”

progadr = 0
RS485ADR: pr ogadr

newadr = progadr

include <..\default_constant.km >
include <..\default_font.km >
include <..\default_pattern. km >
include <..\default_border. km >

MhAutoStart = 0

Power OnMakr o:
#MN MhAut oSt art

Reset Makr o:
#MN MhAut oSt art

Wat chdogMakr o:
#MN MhAut oSt art

Br ownQut Makr o:
#MN MhAut oSt art

Makro: MAut oSt art
#KA newadr
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9.3

Place Strings - BEGINNER

Place different strings with different fonts and orientation. This example is available as an EXPERT-
version (EXPERT - Place text.kmc[7#)). In addition you will find help to include WinFonts under
BEGINNER - Cyrillic Font.kmc/[73).

Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
G oy v displays\eDIPTFT43-A\How to use\Font\

File:
BEGINNER - Place text.kmc

Commands:
WinFont, #ZL, #ZF #ZW

Open file in KitEditor

eDl PTFT43-A "Pl ace text

Path <..\..\..\bitmaps\col or\>
Picture 1 <ea | ogo naking things easy bl ack. bmp>

Makro: MAut oSt art

#TC O
#U 122,20,1
#GD 40, 120, 439, 120

#FZ MAGENTA, BLACK

#ZF 3
#727 2,2
#ZL 0, 140,"left justified"

#FZ GREEN, WHI TE

#ZF 6

#72Z 2,1

#7C 240, 195, "centered text"

#FZ RED, BLUE

#ZF 2

#727 2,2

#ZR 479, 256, "right justified"

#FZ GREEN, BLACK

#ZF 6

#77 1,1

#ZW 1

#7C 450, 136, "vertical centered"
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9.4

Place Strings - EXPERT

Place different strings with different fonts and orientation.This example is available as a BEGINNER-
version (BEGINNER - Place text.kmc/6%1). In addition you will find help to include WinFonts under
BEGINNER - Cyrillic Font.kmc/[73).

Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
G oy v | displays\eDIPTFT43-A\How to use\Font\

File:
EXPERT - Place text.kmc

Commands:
WinFont, #ZL, #ZF #ZW

Open file in KitEditor

eDl PTFT43-A "Pl ace text"

Path <..\..\..\bitmaps\col or\>
LORO = 1
Picture: LOXO <ea | ogo neking things easy bl ack. bnp>

I TEXTL! = "left justified"

I TEXT2! = "centered text"

I TEXT3! = "right justified"

I TEXT4! = "vertical centered"

Macr o: MiAut oSt art

#TC O
yoff = 10
#Ul  ( XPI XEL- PI CTURE_W LOQR0O))/ 2, yof f, LOGC

#GD ( XPl XEL- PI CTURE_W LOGO) )/ 2, yof f +PI CTURE_H( LOGO) , ( XPI XEL-
Pl CTURE_W LOGO) ) / 2+PI CTURE_W LOGO) , yof f +Pl CTURE_H( LOGO)

#FZ MAGENTA, BLACK

#ZF 3
#727 2,2
#ZL 0, 140, ! TEXT1!

#FZ GREEN, WHI TE
#ZF 6

#77 2,1

#ZC 240, 195, | TEXT2!

#FZ RED, BLUE
#ZF 2
#727 2,2
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#ZR 479, 256, ! TEXT3!

#FZ GREEN, BLACK
#ZF 6

#2727 1,1

#ZW 1

#2ZC 450, 136, ! TEXT4!
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9.5

Cyrillic font - BEGINNER

Show the use of Windows fonts, in this case Cyrillic font. Two examples of placing strings are
available (see BEGINNER - Place text.kmc|6%), EXPERT - Place text.kmc|7#).

73

Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic

.--:u.,-.: things eay displays\eDIPTFT43-A\How to use\Font\
File:
NMPUBET, KAK OENA? BEGINNER - Cyrillic Font.kmc
Commands:

WinFont, #ZL, #ZF #ZW

Open file in KitEditor

eDl PTFT43-A "Cyrillic Font"

Picture 1 <..\..\..\bitnmaps\col or\ea | ogo naki ng thi ngs easy bl ack. bmp>

Export Overvi ew. 1

WnFont 9, "Arial",204,0, 32,255, 36

Makro: MAut oSt art

#TC O
#U 122, 20,1
#GD 30, 120, 449, 120

#FZ YELLOW BLACK

#ZF 9
#2ZC 240, 170, {CFDOC8C2C5D28220CACOCA20CAC5CBCO3F}
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9.6

BMP file - BEGINNER

Show simple pictures invertered and normal. If you want to show an animation, plese refer to
BEGINNER - Show an animated giff file.kmc/[73.

Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
displays\eDIPTFT43-A\How to use\Picture\

eaking things sty

File:
BEGINNER — show a bmp file.kmc

Commands:
#UI

Open file in KitEditor

eDl PTFT43- A "Show a bmp File"

Picture: 1 <..\..\..\bitmaps\col or\ea | ogo naking things easy bl ack. bnp>

Makro: MAut oSt art

#TC O
#U 122,20, 1
#GD 30, 120, 449, 120
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9.7
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Animated gif - BEGINNER

Example of a little animation. The animation is a gif-file. If you want to show a simple picture, please

refer to BEGINNER — show a bmp _file.kmc[74.

- u Folder:
r \ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
‘ making things say displays\eDIPTFT43-A\How to use\Picture\
‘ File:
N BEGINNER - Show an animated giff file.kmc
! Commands:
: #WD

—

Open file in KitEditor

eDl PTFT43- A "Show an aninmated giff file"

Picture: 1 <..\..\..\bitmaps\col or\ea | ogo naking things easy bl ack. bnp>

Animation: 5 <..\..\..\BI TMAPS\ col or\ Ani nati on\ horse. gi f >
Makro: MiAut oSt art

#TC O
#U 122,20, 1
#GD 30, 120, 449, 120

#WD 1, 193, 140, 5, 2,1
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9.8

3 simple touch buttons - BEGINNER

Explanation of general use of TouchButtons and TouchMacros. There are further examples available,

containig information about Bargraph (see BEGINNER - bargraph by touch.kmc/e#), Radiogroups
(see BEGINNER - radiogroup.kmc/ &%) and another Example with touch buttons (see EXPERT -

numbers to terminal with autorepeat.kmc/l&21).

Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
G oy v | displays\eDIPTFT43-A\How to use\Touch\

File:
BEGINNER - 3 simple touch areas.kmc

Commands:
#AU, #AT

Open file in KitEditor

eDl PTFT43-A "3 sinple touch areas"

Path <..\..\..\bitmaps\col or\>

Picture 1 <ea | ogo naking things easy bl ack. bmp>

Button 1 <button\Button34x34_0. bnp>, <button\Button34x34_1. bnp>
Button 2 <button\andronedaO. gi f >, <button\andronedal. gif>

Makro: MAut oSt art

#TC
#Ul
#GD

#AE

#AF
#AT

#AF
#AC
#AU

#AF
#AC
#AU

Touch: 67
#FZ
#ZF
#7C

0
122, 20,1
30, 120, 449, 120

14,0

6
50, 170, 100, 220, 65,0 "A"

6
1,0,2,2
210, 162, 66,0 "B"

6
2,0,1,1
350, 160, 67, 68 "CC'

3,0
6
240, 245 "Macro #67"
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Touch:

68
#RL 0, 245, 479, 271
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9.9

Glass button - EXPERT

Example of using pictures as buttons. There are further examples available, containig information
about Bargraph (see BEGINNER - bargraph by touch.kmc/et1) and another Example with touch
buttons (see BEGINNER - 3 simple buttons.kmc/[761)

Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
displays\eDIPTFT43-A\How to use\Touch\

File:
EXPERT - Glass buttons.kmc

Commands:
#AU

Open file in KitEditor

eDl PTFT43-A "d as buttons”

Path <..\..\..\bitmaps\col or\gl as-button\>
LOGO = 1

BACKGROUND = 2

Picture: LOGO, <ea_transparent.gl6>

Pi cture: BACKGROUND <background. g16>

GLASBUT = 1
Butt on: GLASBUT <circl e-green_40x40-trans. gl6>, <circl e-green_40x40-trans2. g16>

VWEB = 10

DAUPH N = 11

W nFont: WEB "Webdi ngs",-52,0, 52 + 55-60 + $F058 + $FOAF + $FOB2- $FOB3, 22
W nFont: DAUPHI N " Dauphin",-32,1, 32-125, 36

I PLAY! = {34}
I PAUS! = {39}
IREW = {37}
IFOW = {38}
I STOP! = {3A}

| EARCD! = {3D3C3E}

play = 1
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paus = 2
rew = 3
fow = 4
stop = 5

delete = 10

Macro: MAut oSt art

#TC O
#FD BLACK, BLACK
#Ul 0, 0, BACKGROUND
yoff = 10
#Ul  ( XPI XEL- PI CTURE_W LOQRO) )/ 2, yof f, LOGC

#GD ( XPl XEL- Pl CTURE_W LOGO) )/ 2, yof f +PI CTURE_H( LOGO) , ( XPI XEL-
Pl CTURE_W LOGO) ) / 2+PI CTURE_W LOGO) , yof f +Pl CTURE_H( LOGO)

xs = 250

pitch = 15

xw = BUTTON_W GLASBUT)
ys = 175

#AC GLASBUT, 0, 1,1

#AF V\EB
X=XS

#AU X, ys, 0, pl ay, ! PLAY!
x+=pi t ch+xw

#AU X, ys, 0, rew, ! REW
x+=pi t ch+xw

#AU X, ys, O, fow, | FON
x+=pi t ch+xw

#AU x, ys, 0, stop, ! STOP

#ZF \EB
#FZ VWHI TE, t r anspar ent
#ZL 5,ys, ! EARCD

X=XS

st _x=x

st_y=230

TouchMacro: play
#WN DELETE
#ZL st_x,st_y, "Pressed play"
#AU X, ys, 0, 5, ! PAUS

TouchMacro: rew
#MWN DELETE
#ZL st_x,st_y, "Pressed rew nd"
#AU x,ys, 0, 1, ! PLAY

TouchMacro: fow
#MWN DELETE
#ZL st_x,st_y, "Pressed forward"
#AU x,ys, 0, 1, ! PLAY

TouchMacro: stop
#MWN DELETE
#ZL st_x,st_y, "Pressed stop"
#AU x,ys, 0, 1, ! PLAY

TouchMacro: paus
#WN DELETE
#ZL st_x,st_y,"Pressed pause"
#AU Xx,ys, 0, 1, ! PLAY

Macr o: DELETE
#RL st _x, st _y,, XMAX, YMAX
#ZF DAUPHI N
#FZ VWH TE, t r anspar ent
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9.10

Radio group - BEGINNER

Explanation of general use of TouchButtons and TouchMacros. There are further examples available,
containig information about Bargraph (see BEGINNER - bargraph by touch.kmcle#1), Buttons (see
BEGINNER - 3 simple buttons.kmc/761) and another Example with touch buttons (see EXPERT -
numbers to terminal with autorepeat.kmcl821)

\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
making things say displays\eDIPTFT43-A\How to use\Touch\

r — - W Folder:
‘ File:

BEGINNER - touch as radio button.kmc
! Commands:
. e— — — . #AR, #AJ

Open file in KitEditor

eDl PTFT43- A "Touch as Radi o Button"

Path <..\..\..\bitmaps\col or\>
Picture 1 <ea | ogo naking things easy bl ack. bmp>
Button 1 <button\Radi oButton75x16_0. brp>, <but t on\ Radi oButt on75x16_1. bnp>

Makro: MAut oSt art

#TC O
#U 122,20, 1
#GD 30, 120, 449, 120

OriginX = 200

OiginY = 160
Pitchy = 25

#AF 4

#FA 8,1
#AR 1

#AC 1,0,1,1

#AJ OriginX OiginY+0O*Pitchy,"1',0 "L Nunber 1"

#AJ OriginX OiginY+1*Pitchy,'2',0 "L Nunber 2"
#AJ OriginX OiginY+2*Pitchy,"' 3,0 "L Nunber 3"

#AJ OriginX OiginY+3*Pitchy,"4',0 "L Nunber 4"



How-to-use

#AP 1", 1
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9.11

Keypad - EXPERT

Place a keypad (0..9) and send the numbers to the terminal. There are further examples available,
containig information about Bargraph (see BEGINNER - bargraph by touch.kmcle#1), Buttons (see
BEGINNER - 3 simple buttons.kmc/781) and Radio groups (see BEGINNER - radiogroup.kmc/&d1).

Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
reaking things sasy displays\eDIPTFT43-A\How to use\Touch\

File:
EXPERT - numbers to terminal with
autorepeat.kmc

Commands:
#AT

Open file in KitEditor

eDl PTFT43-A "nunbers to termnal with autorepeat”

Path <..\..\..\bitmaps\col or\>
LORO = 1
Picture: LOXO <ea | ogo neking things easy bl ack. bnp>

Nbl =1

Nb2 = Nbl+1

Nb3 = Nb2+1

Nb4 = Nb3+1

Nb5 = Nb4+1

Nb6 = Nb5+1

Nb7 = Nb6+1

Nb8 = Nb7+1

Nb9 = Nb8+1

NobO = Nb9+1
Carriage = NBO+1
Fornfeed = Carri age+l
Stop = 20

Pl = 1

P2 = Pnil+1

P8 = Pn2+1

Pmd = PnB+1

Pnb = Pmd+1
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Pt = Pnb+1
Pnv = Pnb+1
P8 = Pnv+1
P = PnB+1
PnD = Pnb+1

Macro: MAut oSt art

#TC O
yoff = 10

#U (XPl XEL- PI CTURE_W LOGO) )/ 2, yof f, LOGC

#GD ( XPl XEL- PI CTURE_W LOGO) )/ 2, yof f +PI CTURE_H( LOGO) , ( XPI XEL-
Pl CTURE_W LOGO) ) / 2+PI CTURE_W LOGO) , yof f +Pl CTURE_H( LOGO)

#FT YELLOW BLUE

#TW ft,t _x,t_y,colum,lines

#TC 1

#FA YELLOW BLACK
#AF SW SS30B
#AE 20,0

#FE WHI TE, BLACK, BLUE, WH TE, BLACK, YELLOW

pitch = 3
ys=(t_y-1)*ft*8

yh=( YPI XEL-ys-3*pitch)/4
Xw = yh+8
xs = XPI XEL- ( 3*xw+2*pi t ch)

X=XS
y=ys
#AT X, Yy, X+xw, y+yh,

x+=pi t ch+xw

#AT X, Yy, X+xw, y+yh,
x+=pi t ch+xw
#AT X, Yy, X+xXw, y+yh,

X=XS
y+=pi t ch+yh

#AT X, Yy, X+xXw, y+yh,
x+=pi t ch+xw

Nbl, St op,

Nb2, St op,

Nb3, St op,

Nb4, St op,
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#AT X, Yy, X+xw, y+yh,

x+=pi t ch+xw

#AT X, Yy, X+xw, y+yh,

X=XS
y+=pi t ch+yh

#AT X, Yy, X+xw, y+yh,

x+=pi t ch+xw

#AT X, Yy, X+xw, y+yh,

x+=pi t ch+xw

#AT X, Yy, X+xw, y+yh,

X=XS
y+=pi t ch+yh

#AT X, Yy, X+xw, y+yh,

x+=pi t ch+xw

#AT X, Yy, X+xw, y+yh,

x+=pi t ch+xw

#AT X, Yy, X+xw, y+yh,

Del ayTi me
Repeat Ti e
Pr onunmber =

TouchMacr o:
#ZT
#MD

TouchMacr o:
#ZT
#MD

TouchMacr o:
#ZT
#MD

TouchMacr o:
#ZT
#MD

TouchMacr o:
#ZT
#MD

TouchMacr o:
#ZT
#MD

TouchMacr o:
#ZT
#MD

TouchMacr o:
#ZT
#MD

TouchMacr o:
#ZT
#MD

TouchMacr o:
#ZT
#MD
TouchMacr o:
#ZT
TouchMacr o:
#ZT

=7
=1
1

Nb1
wqn
Pr onunber, 2,

Nb2
won
Pr onunber, 2,

Nb3
wan
Pr onunber, 2,

Nb4
wgn
Pr onunber, 2,

Nb5
wgn
Pr onunber, 2,

Nb6
e
Pr onunber, 2,

Nb7
won
Pr onunber, 2,

Nb8
wgn
Pr onunber, 2,

Nb9
wgn
Pr onunber, 2,

NbO
" on
Pronunber, 2,
For nFeed
FF

Carri age
CR LF

P, P,

P2, Png,

Pn8, PnB,

Pm, Py,

Pnb, Pnb,

Pnt, Pnb,

Pnv, Pnv,

Pn8, PnB,

PnD, PnD,

PnO, PnD,

For nfFeed, 0O,

Carri age, 0,

Nb5, St op, "5"

Nb6, St op, "6"

Nb7, Stop, "7"
Nb8, St op, "8"

Nb9, St op, "9"

"EE"

NbO, St op, "0"

Del ayTi me

Del ayTi

Del ayTi

Del ayTi

Del ayTi

Del ayTi

Del ayTi

Del ayTi

Del ayTi

Del ayTi
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TouchMacro: Stop
#MZ Pr onunber, O

ProcessMacro: Pnl
#ZT " 1"
#MZ Pr onunber, Repeat Ti e

ProcessMacro: Pn2
#ZT " 2"
#MZ Pr onunber, Repeat Ti e

ProcessMacro: PnB8
#ZT " 3"
#MZ Pr onunber, Repeat Ti e

ProcessMacro: P
#ZT " 4"
#MZ Pr onunber, Repeat Ti e

ProcessMacro: Pnb
#ZT " 5"
#MZ Pr onunber, Repeat Ti e

ProcessMacro: Pnt
#ZT " 6"
#MZ Pr onunber, Repeat Ti e

ProcessMacro: Pnv
#ZT " 7"
#MZ Pr onunber, Repeat Ti e

ProcessMacro: Pn8
#ZT " 8"
#MZ Pr onunber, Repeat Ti e

ProcessMacro: PnD
#ZT " 9"
#MZ Pr onunber, Repeat Ti e

ProcessMacro: PnD
#ZT "0"
#MZ Pr onunber, Repeat Ti e
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9.12 Free draw area - BEGINNER

Define a free drawing area. IThere is a an EXPERT example available, too. Please have a look at
EXPERT — free_draw_area.kmc/&h

Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
displays\eDIPTFT43-A\How to use\Draw\

File:
BEGINNER - free_draw_area.kmc

Commands:
#AD

Open file in KitEditor

eDl PTFT43-A  "Free draw ng area"

Path <..\..\..\bitmaps\col or\>
Picture 1 <ea | ogo naking things easy bl ack. bmp>

Makro: MAut oSt art

#TC O
#U 122,0,1
#GD 50, 100, 429, 100

#FZ WHI TE, BLACK
#ZF CH CAGOL4
#zL 10, 115,"Drawi ng area:"

#FA WHI TE, BLUE

#AE 10, O

#FC BLUE, WHI TE, BLUE, YELLOW
#AF CH CAGO14

#AT 300, 160, 420, 190, 1,0, "CC ear"

#FC YELLOW BLACK
#GR 10, 140, 250, 270
#AD 11, 141, 249, 269, 1, GREEN

TouchMacro: 1
#RL 11, 141, 249, 269



How-to-use

9.13

Free draw area - EXPERT

Define a free drawing area. There is a an BEGINNER example available, too. Please have a look at

BEGINNER —free draw area.kmc/&®

87

Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
making things sazy displays\eDIPTFT43-A\How to use\Draw\

e ] File:
EXPERT —free_draw_area.kmc

Commands:
#AD

Open file in KitEditor

eDl PTFT43-A  "Free draw ng area"

Path <..\..\..\bitmaps\col or\>
LOO = 1
Picture: LOXO <ea | ogo neking things easy bl ack. bnp>

CLEAR = 1
Macr o: MAut oSt art
#TC O
yoff = 10
#U  ( XPI XEL- PI CTURE_W LOGO) )/ 2, yof f, LOGC

#GD ( XPl XEL- Pl CTURE_W LOGO) )/ 2, yof f +PI CTURE_H( LOGO) , ( XPI XEL-
Pl CTURE_W LOGO) ) / 2+PI CTURE_W LOGO) , yof f +Pl CTURE_H( LOGO)

dw xs = 10
dw xw = 240
dw ys = 140
dw_yh = YMAX- dw_ys

#FC YELLON BLACK
#GR dw_xs, dw_ys, dw_xs+dw_xw, dw_ys+dw_yh
#AD dw_xs+1, dw_ys+1, dw xs+dw xw 1, dw_ys+dw yh-1, 1, GREEN

#FZ WH TE, BLACK
#ZF CHI CAGOL4
#7ZL dw _xs, dw_ys-14-5,"Drawi ng area:"

#FA WHI TE, BLUE

#AE 10, O

#FC BLUE, WHI TE, BLUE, YELLOW
#AF CH CAGO14

xs = 30+dw_xs+dw_xw
xw = 100

ys = dw_ys

yh = 20

#AT Xxs,ys, xs+xw, ys+yh, CLEAR, 0, "CCl ear"
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TouchMacro: CLEAR
#RL dw_xs+1, dw_ys+1, dw xs+dw xw 1, dw_ys+dw yh-1
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9.14 Frame - BEGINNER

Show the different borders.

89

reaking things eady

Berder )
Berder ¥
Berder
Barderd

Beader

Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
displays\eDIPTFT43-A\How to use\Frame\

File:
BEGINNER - frame.kmc

Commands:
#RT, #RR

Open file in KitEditor

eDl PTFT43-A "Different Borders"

Path <..\..\..\bitmaps\col or\>

Picture 1 <ea | ogo naking things easy bl ack. bmp>

Makro: MAut oSt art

#TC O
#U 122,0,1
#GD 40, 100, 439, 100

#AT 5, 110, 80, 130, 1, 0, "Border 1"
#AT 5, 140, 80, 160, 2, 0, " Bor der 2"
#AT 5, 170, 80, 190, 3, 0, " Bor der 3"
#AT 5, 200, 80, 220, 4, 0, " Bor der 4"
#AT 5, 230, 80, 250, 5, 0, "Border 5"

#MI 2

TouchMacro 1:
#FR GREEN, GREEN, TRANSPARENT
#RE 2,0
#MWN 1

TouchMacro 2:
#FR RED, RED, TRANSPARENT
#RE 15,0
#MWN 1

TouchMacro 3:
#FR BLUE, WHI TE, BLUE
#RE 18,0
#MWN 1

TouchMacro 4:
#RL 180, 110, 350, 260

#FE BLUE, WHI TE, BLUE, YELLOW WHI TE, YELLOW

#AE 18, 0O
#FA YELLOW BLUE




90

EA eDIPTFT43-A compiler help

TouchMacro 5:

#AT

;Call ed by Button Border5

180, 150, 300, 190, 6, 0, "Bor der - But t on"

define button

#RL 180, 110, 350, 260

#BV 0 set fill pattern for bargraph (none)

#FB GREEN, BLACK, TRANSPARENT set col our for bargraph pattern, background
and frame

#BE 18 set the bargraph frane
type

#BR 1, 180, 150, 340, 180, 0, 100, 5 define bargraph no. 1 with size, value and
type

#AB 1 define bargraph no. 1 to be adjusted by the
t ouch

#BA 1,75 set bargraph no. 1 to value 75

#7ZL 180, 200, "Bargraph with border"; place info-text
Macro 1: ; Draw Rectangel with sel ected Border

#RL 180, 110, 350, 260 del ete area, to draw new franme

#RR 180, 110, 350, 260 draw new frane
TouchMacro 6: ; called by Boder-Button

#ZL 180, 200, "Border Button was| pressed" pl ace text, that Border-Button was
t ouched

"|' means new line
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9.15

Bargraph by touch - BEGINNER

Place a bargraph, that is adjustable by touch and controls the backlight. There is a an EXPERT
example available, too. Please have a look at EXPERT - 2 Bargraphs with backlight dimming.kmc|e3). If
you need help using touch functions, please refer to BEGINNER - 3 simple buttons.kmc/[76},

Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic

G oy v | displays\eDIPTFT43-A\How to use\Bargraph\

File:
BEGINNER - 2 Bargraphs with backlight
dimming.kmc

Commands:
#BR, #YB

Open file in KitEditor ‘

eDl PTFT43-A "2 Bargraphs wi th backlight dinm ng"

Path <..\..\..\bitmaps\col or\>
Picture 1 <ea | ogo naking things easy bl ack. bmp>

Makro: MAut oSt art

#TC O
#U 122,20,1
#GD 50, 120, 429, 120

#BNV O
#FB GREEN, BLACK, WHI TE

#BE 114

#BR 1, 40, 230, 439, 277, 0, 100, 5
#BA 1, 57

#AB 1

#FX GREEN, BLACK

#BF 7
#BZ 1,1

#BX 1, 260, 170, "0=0; 100=100"

#ZF 6
#FZ GREEN, BLACK

#2727 1,1
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vertica

#ZR 290, 185,"% ; place the text "% to row 290 and line 170
;---- Place anot her bargraph no. 2 ----

#FB YELLOW BLACK, YELLOW ; set colour for bargraph pattern, background
and frame

#BE 123 ; set the bargraph frane type

#BC 2, 460, 250, 480, 20,0, 100,5 ; define bargraph no. 2 with size, value and type

#BA 2, 38 ; actualize bargraph no. 2 val ue

#AB 2 ; define bargraph no. 2 to be adjusted by the

;---- show the value of the bargraph 2 on the display ----

#FX RED, BLACK ; set the colour of the value text and the
backgr ound

#BF 6 ; set the textfont no.6;

#BZ 1,1 ;. set the zoomfor the text size 1 in horizontal and
vertica

#BX 2, 450, 180, "0=-12, 00; 100=12, 00" ; place the value of bargraph 2 to row 210 and
line 190

set the bottomvalue to -12,0 and the top to
12,0

;---- Brightness adjustnent by bargraph 1 ----
#YB 1 ; brightness is adjusted by bargraph no. 1
the actual brightness value has higher
priority than the bargraph val ue
in this exanple 100% bri ghtness is adjusted
after the YB command
#BA 1, 87 ; actualize bargraph no. 1 value; now
brightness is set to 87%

;---- Deactivate transm ssion of bar ----

#AC O ; deactivate transm sion of bar-value to
di spl ay' s sendbuffer
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Bargraph by touch - EXPERT

Place a bargraph, that is adjustable by touch and controls the backlight. There is a a BEGINNER

example available, too. Please have a look at BEGINNER - 2 Bargraphs with backlight dimming.kmc| o).

If you need help using touch functions, please refer to BEGINNER - 3 simple buttons.kmc/[761.

Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic

g ¥arey we’ | displays\eDIPTFT43-A\How to use\Bargraph\

File:
EXPERT - 2 Bargraphs with backlight
dimming.kmc

Commands:
#BR, #YB

Open file in KitEditor ‘

eDl PTFT43-A "2 Bargraphs wi th backlight dinm ng"

Path <..\..\..\bitmaps\col or\>
LORO = 1
Picture: LOXO <ea | ogo neking things easy bl ack. bnp>

BR1
BR2

I
N =

Macr o: MiAut oSt art

#TC O
yoff = 20
#Ul  ( XPI XEL- PI CTURE_W LOQR0O))/ 2, yof f, LOGC

#GD ( XPl XEL- PI CTURE_W LOGO) )/ 2, yof f +PI CTURE_H( LOGO) , ( XPI XEL-
Pl CTURE_W LOGO) ) / 2+PI CTURE_W LOGO) , yof f +Pl CTURE_H( LOGO)

brix = 40

brlw = 400

brly = 230

br1h = YMAX- br 1y
#BV 0

#FB GREEN, BLACK, WHI TE
#BE 114
#BR BR1, br 1x, br 1y, br 1x+br 1w, br 1y+br 1h, 0, 100, 5

#AB BR1

#FX GREEN, BLACK
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#BF Bl GZI F50 ; set the textfont no.7

#BZ 1,1 ;. set the zoomfor the text size 1 in horizontal and
vertica

#BX BRL, br 1x+br 1w/ 2, br 1y- 50- 5, " 0=0; 100=100" ; place the value of bargraph 1

ri ght above the bar
set the bottomvalue to O and the top to 100

;---- witing "% as Text to the display ----

#ZF SW SS30B ; set the textfont no.6;

#FZ GREEN, BLACK ; set the colour of the value text and the
backgr ound

#77 1,1 ;. set the zoomfor the text size 1 in horizontal and
vertica

#ZL br 1x+br 1w 2+5, br 1y- 30-5, "% ; place the text "% next to the value of the

bar

;---- Brightness adjustnent by bargraph 1 ----
#YB BR1 ; brightness is adjusted by bargraph no. 1
t he actual brightness value has higher
priority than the bargraph val ue
in this exanple 100% bri ghtness is adjusted
after the YB command
#BA BR1, 79 ; actualize bargraph no. 1 value; now
brightness is set to 79%

;---- Place anot her bargraph no. 2 ----

br2x = XPI XEL- 10- br 1h/ 2
br2w = brlh ;sane thickness as barl
br2y = 230
br2h = 200

#FB YELLOW BLACK, YELLOW ; set colour for bargraph pattern, background
and frame

#BE 123 ; set the bargraph frane type

#BC BR2, br 2x, br 2y, br 2x+br 2w, br 2y- br 2h, 0, 100, 5 ; define bargraph no. 2 with
size, value and type

#BA BR2, 38 ; actualize bargraph no. 2 val ue

#AB BR2 ; define bargraph no. 2 to be adjusted by the touch
;---- show the value of the bargraph 2 on the display ----

#FX RED, BLACK ; set the colour of the value text and the
backgr ound

#BF SW SS30B ; set the textfont no.6;

#BZ 1,1 ;. set the zoomfor the text size 1 in horizontal and
vertica

#BX BR2, br 2x- 5, br 2y- 30- 10, "0=- 12, 00; 100=12, 00" ; place the val ue of bargraph 2

to row 210 and line 190
set the bottomvalue to -12,00 and the top to

12, 00
;---- Deactivate transm ssion of bar ----

#AC O ; deactivate transm sion of bar-value to
di spl ay' s sendbuffer
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9.17

Instrument by touch - BEGINNER

Place an instrument adjustable by touch. Connect back light with instrument. Instruments can be
connected to an analogue input (see BEGINNER - instrument_by analoginput.kmc/9é1). If you want an

overview about all instruments, refer to EXPERT - show some instruments.kmc/le#.

rEaking things ey

Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
displays\eDIPTFT43-A\How to
use\lnstruments\

File:
BEGINNER - compass_by_touch.kmc

Commands:
#1P

Open file in KitEditor

eDl PTFT43- A "Conpass as instrument”

Path <..\..\..\bitmaps\col or\>

Picture 1 <ea | ogo naking things easy bl ack. bmp>

path <..\..\..\instruments>

Instrunent: 1 <conpass_small.i 16>

Makro: MAut oSt art

#TC O
#U 122,0,1
#GD 50, 100, 429, 100

# P 1,
#A+ 1
#Y+ 1

169, 110, 1,0, 0,100
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9.18 Instrument by analogue input - BEGINNER

Place instrument and connect them with the anlogue input.Instruments can be connected to the
backlight (see BEGINNER - compass by touch.kmc/e). If you want an overview about all
instruments, refer to EXPERT - show some instruments.kmc|[ 97,

Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
T - displays\eDIPTFT43-A\How to

| use\lnstruments\

File:
BEGINNER - instrument_by_analoginput.kmc

Commands:
#IP, #V+

Open file in KitEditor

eDl PTFT43-A "Instrunents control | ed by anal og i nput”

Path <..\..\..\bitmaps\col or\>
Picture 1 <ea | ogo naking things easy bl ack. bmp>
path <..\..\..\instruments>

Instrunent: 1 <voltneter.i 16>
Macr o: MiAut oSt art

#TC O
#U 122,0,1
#GD 50, 100, 429, 100

#VE 1, " 0=0; 5000=5. 00"

# P 1, 130,120, 1,0, 0,250
#V+ 1,1
#VA 1

Anal ogeMacro: 0
#VR 1

#VC 1, 400, 250
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Instrument slide show - EXPERT

Place many instrumentsand connect them with the anlogue input.

97

Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
displays\eDIPTFT43-A\How to
use\lnstruments\

Wl s ler Qulassed g

|
| File:
’ EXPERT - show some instruments.kmc

Commands:
#IP, #V+

Open file in KitEditor

eDl PTFT43-A "Instrunents control | ed by anal og i nput”

Path <..\..\
LO&O =1

..\ bi tmaps\ col or\ >

Picture: LOBO, <ea |ogo making things easy bl ack. bnp>

path <..\..\

Instrunment _1
I nstrunment _2
I nstrunment _3
I nstrunent _4
I nstrunment _5
I nstrunment _6

OO WNE

.. \instrunment s>

I nstrunment _max=20

nstrument:
nstrument:
nstrument:
nstrument:
nstrument:
nstrument:
nstrument:

W ngdi ngs=9
W nFont: Wn

BT Left _xsta
BT Left _ysta
BT_wi dt h=80

I nstrunent _1 <vol t et erdown. i 16>

I nstrunent _2 <green anpereneter.i 16>
I nstrunent _3 <handwheel 4.1 16>

I nstrunent _4 <tachoneter.i 16>

I nstrunent _5 <WattneterQutside.il6>
I nstrunent _6 <hygroneter.i 16>

I nstrunent _max <EA. i 16>

gdi ngs, "W ngdi ngs", 1,0, 231-232, 18

rt=5
rt =250

BT_hei ght =YMAX- BT _Left_ystart

BT_Ri ght _xst
BT_Ri ght _yst

Macr o: MhAut

#TC O
yoff = 10
Yof f LOGO=y of

art =XMAX- BT_wi dt h- BT_Left _xstart
art =BT _Left _ystart

oStart

f +PI CTURE_H( LOGO)

YSPACE=YPI XEL- Yof f LOGC
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#U (XPl XEL- PI CTURE_W LOGO) )/ 2, yof f, LOGC

#GD ( XPI XEL- Pl CTURE_W LOGO) ) / 2, Yof f LOGO, ( XPI XEL-
Pl CTURE_W LOGO) ) / 2+PI CTURE_W LOGO) , Yof f LOGC

#VA 1
#VE " 0=0. 00; 5000=5. 00"
#VF 1, SW SS30B

#ZF Chi cagol4
#AF W ngdi ngs

#MI I nstrunent _1

TouchMacro: Instrunent_1
#AL 0,0
#RL BT_Left xstart+BT_wi dt h+1, Yof f LOGO+1, BT_Ri ght _xstart-1, YMAX

#RL 0, Yof f LOGO+1, XMAX, Yof f LOGO+1+20

# P 1, (XPI XEL- | NSTRUVENT W | NSTRUVENT 1))/ 2, Yof f LOGO+( YSPACE-
I NSTRUVENT _H( | NSTRUVENT 1))/ 2, I NSTRUMENT 1,0, 0,250
#ZR XMAX, Yof f LOGO+1, "vol t met er down. i 16"

#V+ 1,1
#VR 1

#AT
BT Left xstart,BT_Left_ystart, BT _Left _xstart+BT_w dth, BT_Left_ystart+BT_hei ght, O, | nstrumen
t _max, { E7}

#AT
BT _Ri ght xstart, BT_Right_ystart, BT_Ri ght_xstart+BT_w dth, BT_Ri ght _ystart+BT_hei ght, 0, I nstr
urment _2, { E8}

#W 0
TouchMacro: Instrunent_2
#AL 0,0
#RL BT_Left xstart+BT_wi dt h+1, Yof f LOGO+1, BT_Ri ght _xstart-1, YMAX
#RL 0, Yof f LOGO+1, XMAX, Yof f LOGO+1+20
# P 1, ( XPI XEL- | NSTRUMENT_W | NSTRUMENT_2) )/ 2, Yof f LOGO+( YSPACE-

I NSTRUMVENT_H( | NSTRUMENT _2))/ 2, | NSTRUVENT 2,0, 0, 250
#ZR XMAX, Yof f LOGO+1, "green anpereneter.i 16"

#V+ 1,1

#VR 1

#AT
BT Left xstart,BT_Left_ystart, BT _Left_ xstart+BT_w dth, BT_Left_ystart+BT_hei ght, O, | nstrumen
t_1,{E7}

#AT

BT _Ri ght xstart, BT_Right_ystart, BT_Ri ght_xstart+BT_w dth, BT_Ri ght _ystart+BT_hei ght, 0, I nstr
urent _3, { E8}

#W 0

TouchMacro: Instrunent_3
#AL 0,0
#RL BT_Left xstart+BT_wi dt h+1, Yof f LOGO+1, BT_Ri ght _xstart-1, YMAX

#RL 0, Yof f LOGO+1, XMAX, Yof f LOGO+1+20

# P 1, (XPI XEL- | NSTRUVENT W | NSTRUVENT 3))/ 2, Yof f LOGO+( YSPACE-
I NSTRUVENT _H( | NSTRUMENT 3))/2, I NSTRUMENT 3,0, 0,250
#ZR XMAX, Yof f LOGO+1, " handwheel 4. i 16"

#V+ 1,1
#VR 1

#AT
BT Left xstart,BT_Left_ystart, BT _Left _xstart+BT_w dth, BT_Left_ystart+BT_hei ght, O, | nstrumen
t_2,{E7}
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#AT
BT _Ri ght xstart, BT_Right_ystart, BT_Ri ght_xstart+BT_w dth, BT_Ri ght _ystart+BT_hei ght, 0, I nstr
urment _4, { E8}

#W 0
TouchMacro: Instrunent_4
#AL 0,0
#RL BT_Left xstart+BT_wi dt h+1, Yof f LOGO+1, BT_Ri ght _xstart-1, YMAX
#RL 0, Yof f LOGO+1, XMAX, Yof f LOGO+1+20
# P 1, ( XPI XEL- | NSTRUMENT_W | NSTRUMENT_4) )/ 2, Yof f LOGO+( YSPACE-

I NSTRUVENT _H( | NSTRUVENT 4))/2, | NSTRUMENT 4,0, 0, 250
#ZR XMAX, Yof f LOGO+1, "t achonet er . i 16"

#V+ 1,1

#VR 1

#AT
BT Left xstart,BT_Left_ystart, BT _Left_ xstart+BT_w dth, BT_Left_ystart+BT_hei ght, O, | nstrumen
t_3,{E7"}

#AT

BT _Ri ght xstart, BT_Right_ystart, BT_Ri ght_xstart+BT_w dth, BT_Ri ght _ystart+BT_hei ght, 0, I nstr
urment _5, { E8}

#W 0
TouchMacro: Instrunent_5
#AL 0,0
#RL BT_Left xstart+BT_wi dt h+1, Yof f LOGO+1, BT_Ri ght _xstart-1, YMAX
#RL 0, Yof f LOGO+1, XMAX, Yof f LOGO+1+20
# P 1, ( XPI XEL- | NSTRUMENT_W | NSTRUMENT_5) ) / 2, Yof f LOGO+( YSPACE-

I NSTRUVENT _H( | NSTRUVENT 5))/2, | NSTRUMENT 5,0, 0, 250
#ZR XMAX, Yof f LOGO+1, "\t t met er Qut si de. i 16"

#V+ 1,1

#VR 1

#AT
BT Left xstart,BT_Left_ystart, BT _Left _xstart+BT_w dth, BT_Left_ystart+BT_hei ght, O, | nstrumen
t_4,{E7}

#AT

BT _Ri ght xstart, BT_Right_ystart, BT_Ri ght_xstart+BT_w dth, BT_Ri ght _ystart+BT_hei ght, 0, I nstr
urment _6, { E8}

#W 0
TouchMacro: Instrunent_6
#AL 0,0
#RL BT_Left xstart+BT_wi dt h+1, Yof f LOGO+1, BT_Ri ght _xstart-1, YMAX
#RL 0, Yof f LOGO+1, XMAX, Yof f LOGO+1+20
# P 1, ( XPI XEL- | NSTRUMENT_W | NSTRUMENT_6) ) / 2, Yof f LOGO+( YSPACE-

I NSTRUVENT _H( | NSTRUVENT 6))/2, | NSTRUMENT 6,0, 0, 250
#ZR XMAX, Yof f LOGO+1, " Hygr onet er . i 16"

#V+ 1,1

#VR 1

#AT
BT Left xstart,BT_Left_ystart, BT _Left _xstart+BT_w dth, BT_Left_ystart+BT_hei ght, O, | nstrumen
t_5,{E7"}

#AT

BT _Ri ght xstart, BT_Right_ystart, BT_Ri ght_xstart+BT_w dth, BT_Ri ght _ystart+BT_hei ght, 0, I nstr
urent _max, { E8}

#W 0

TouchMacro: | nstrunent _max
#AL 0, O
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#RL BT_Left xstart+BT_wi dt h+1, Yof f LOGO+1, BT_Ri ght _xstart-1, YMAX
#RL 0, Yof f LOGO+1, XMAX, Yof f LOGO+1+20
# P 1, ( XPI XEL- | NSTRUMENT_W( I nst rument _max) )/ 2, Yof f LOGO+( YSPACE-
I NSTRUVENT_H( I nstrunment _max))/ 2, Instrunment_max, 0, 0,250
#ZR XMAX, Yof f LOGO+1, "EA. i 16"
#V+ 1,1
#VR 1
#AT
BT Left xstart,BT_Left_ystart, BT _Left _xstart+BT_w dth, BT_Left_ystart+BT_hei ght, O, | nstrumen
t_6,{E7}
#AT

BT_Ri ght xstart, BT_Right_ystart, BT_Ri ght_xstart+BT_w dth, BT_Ri ght _ystart+BT_hei ght, 0, I nstr
urent _1, { E8}

#W 0

I'VOLTAGE! = "Vol tage| Anlogln 1:"
x=400
y=155
Anal ogeMacro: 0

#VR 1

#ZL x,y, ! VOLTAGE
str_par = STRING P(1,1,0,0,0,0)

#VC 1, x+STRING W!VOLTAGE!, str_par, Chicagol4),y+STRING H(! VOLTACGE!, str_par
Chi cago14) +3



How-to-use

9.20

101

Languages/Macro Pages - BEGINNER

Describe the important function of different languages, with the help of MacroPages. If you want to
use string tables, refer to EXPERT - stringtable.kmc 103,

Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
displays\eDIPTFT43-A\How to use\Language\

rEaking things ey

Englink
File:
BEGINNER — multilingual.kmc

Commands:
#MK

Open file in KitEditor

eDl PTFT43-A "Ml tilingual Support"

GERVAN
ENGLI SH
FRENCH = 2
| TALI AN= 3

[ ]

Path <..\..\..\bitmaps\col or\>
Picture 1 <ea | ogo naking things easy bl ack. bmp>

PATH: <.\ Bitmap\>

Picture: 100[ GERVAN] <SausageBeer.j pg>
Picture: 100[ ENGLI SH] <Fi shandChi ps. | pg>
Picture: 100[ FRENCH <Baguette.jpg>
Picture: 100[1TALI AN <Pi zza. ] pg>

Makro: MAut oSt art

#TC O

#U 122,0,1

#GD 50, 100, 429, 100
#GD 240, 100, 240, 270

#FZ WHI TE, BLACK

#ZF CH CAGOL4

#ZL 5,120, "Sel ect Language:"
#AE 14,0

#AF 5
#AT 5, 150, 85, 180, 1, 0 "Deut sch"”

#AT 5, 190, 85, 220, 2,0 "English"

#AT 95, 150, 175, 180, 3,0 "Fran"135"ai s"
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#AT 95, 190, 175, 220, 4,0 "Italiano”

#WN 1

TouchMacro 1:
#MK GERMAN
#MWN 1

TouchMacro 2:
#MK ENGLI SH
#MWN 1

TouchMacro 3:
#MK FRENCH
#MWN 1

TouchMacro 4:
#MK | TALI AN
#MWN 1

Macro 1[ GERMAN] :
#FZ WH TE, BLACK
#ZF CHI CAGOL4
#RL 250, 110, 360, 140
#ZL 250,120, "Deutsch"
#Ul 250, 140, 100

Macro 1[ ENGLI SH] :
#FZ WH TE, BLACK
#ZF CHI CAGOL4
#RL 250, 110, 360, 140
#ZL 250,120, "English"
#Ul 250, 140, 100

Macro 1[ FRENCH) :
#FZ WH TE, BLACK
#ZF CHI CAGOL4
#RL 250, 110, 360, 140
#ZL 250, 120, "Fran"135"ai s"
#Ul 250, 140, 100

Macro 1[ 1 TALI AN] :
#FZ WH TE, BLACK
#ZF CHI CAGOL4
#RL 250, 110, 360, 140
#ZL 250,120, "Italiano"
#Ul 250, 140, 100
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String tables - EXPERT

Different languages, using string table, so you don't need macro pages. If you want to use
MacroPages, refer to BEGINNER — multilingual.kmc 104,

Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic

reaking things sasy displays\eDIPTFT43-A\How to use\Language\

File:
EXPERT - stringtable.kmc

Ciao a tuttil

Commands:
#ST, #MK

Open file in KitEditor

eDl PTFT43-A  "Stringtabl e"

Path <..\..\..\bitmaps\col or\>
LOO = 1
Picture: LOBO, <ea |ogo making things easy bl ack. bnp>

StringCode = $01

ENGLISH = 0
GERWN =1
FRENCH = 2
I TALIAN = 3
HELLO = 1

STRINC: HELLO ENGLI SH "Hello World!"
STRINC: HELLQ GERMAN]  "Hal lo Welt!"

STRI NC: HELLJ FRENCH] {426F6E6A6F7572208520746F757321}
STRINC: HELLO I TALIAN] "Ciao a tutti!"

SHOMBTR = 1
GER = 1
ENG = 2
FRE = 3
ITA = 4

Macro: MAut oSt art
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#TC O
yoff = 10
#Ul  ( XPI XEL- PI CTURE_W LOQR0O))/ 2, yof f, LOGC

#GD ( XPl XEL- PI CTURE_W LOGO) )/ 2, yof f +PI CTURE_H( LOGO) , ( XPI XEL-
Pl CTURE_W LOGO) ) / 2+PI CTURE_W LOGO) , yof f +Pl CTURE_H( LOGO)

#ST StringCode

5
80

XS
XW
ys 150
yvh 30
pitch = 10
X XS
ys
#AE 14,0

#AF CH CAGOL4
#AT X, y, x+xw, y+yh, GER, 0 "Deut sch"

y+=yh+pi t ch
#AT X, y, x+xw, y+yh, ENG, 0 "Engl i sh"

X+=xw+pi t ch
y=ys
#AT X, y, x+xw, y+yh, FRE, 0 "Fran"135"ai s"

y+=yh+pi t ch

#AT X, y, x+xw, y+yh, | TA, 0 "I taliano"

#FZ WH TE, BLACK
#ZF CHI CAGOL4
#ZL xs,ys-2*pitch, "Select Language:"

#MN SHOWSTR

TouchMacro: GER
#MK GERMAN
#MN SHOWBTR

TouchMacro: ENG
#MK ENGLI SH
#MN SHOWBTR

TouchMacro: FRE
#MK FRENCH
#MN SHOWSTR

TouchMacro: I TA
#MK | TALI AN
#MN SHOWSTR

Macro: SHOASTR
#FZ WH TE, BLACK
#ZF SW SS30B
#RL Xxs+2* xwtpi t ch+5, ys+5, XMAX, ys+5+35
#ZC XPI XEL* 3/ 4, ys+5, StringCode, HELLC
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Analogue Macro - Beginner

Show the use of analogue inputs and analogue macros. If you want to use 1/Os plese refer to
BEGINNER — Bit Macro.kmcl[10% or EXPERT — Port Macro.kmc 108, In adition you will find halp using
ProcessMacros (see BEGINNER - Prozess Macro.kmc/11%) and AutomaticMacros (see

EXPERT — Automatic Macro.kmcih).

105

Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
displays\eDIPTFT43-A\How to use\Macro\

rEaking things ey

Calgr alion;

File:
BEGINNER - Analog Macro.kmc

Commands:
#VG, #V@, #VE

Open file in KitEditor

eDl PTFT43- A " Anal og Macr 0"

Path <..\..\..\bitmaps\col or\>
Picture 1 <ea | ogo naking things easy bl ack. bmp>

Makro: MAut oSt art

#TC O

#U 122,0,1

#GD 50, 100, 429, 100
#GR 360, 110, 460, 230

#FZ WH TE, BLACK
#ZF CH CAGOL4

#ZC 100, 130, "Anal og input (AINL Pin 23):"
#ZR 450, 130, "Calibration:"

#BNV 0
#FB GREEN, BLACK, WHI TE

#BE 114
#BR 1, 10, 230, 310, 260, 0, 250, 5

#VB 1, 1
#VR 1
#FV 1, GREEN, BLACK

#VF 1,
#VZ 1,

=~

1

#VE 1, " 0=0. 000; 5000=5. 000"
#VC 1, 250, 170
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;---- witing "V' as Text to the display ----

#ZF 6 ; set the textfont no.6;

#FZ GREEN, BLACK ; set the colour of the value text and the
backgr ound

#77 1,1 ;. set the zoomfor the text size 1 in horizontal and
vertical

#7ZR 275, 195,"V" ; place the text "% to row 200 and |ine 145
;--- 2 Touchbuttons (Calibration) ---

#AE 14,0 ; set Frane style no. 14 and rotation for Touch
(1..20)

#AF 5 ; set font no. 5 for Touch area
#AT 370, 150, 450, 180, 1,0 "5V" ;
#AT 370, 190, 450, 220,2,0 "3.3V"

al ogMacro 0: ; this macro is called by evry change of input voltage Al Nl
#VR 1 ; redraw bargraph anal og i nput 1
#VC 1, 250, 170 . refresh val ue
s #VD 1 ; send anal og val ue

#VC 1, 5000 ; calibration procedure to set 5.0V
#VE 1, "0=0. 000; 5000=5. 000" ; set new user format for AINL

#VC 1, 3300 ; calibration procedure to set 3.3V
#VE 1, "0=0. 000; 3300=3. 300" ; set new user format for AINL
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Bit Macro - BEGINNER

Get into the use of BitMacros, i.e. get an idea of working with 1/0s. There are further examples
available, containig information about AutomaticMacro (see EXPERT — Automatic Macro.kmclith),
ProcessMacros (see BEGINNER - Prozess Macro.kmc[113), PortMacros (see BEGINNER -

Port Macro.kmc109%) and AnalogueMacros (see BEGINNER - Analog Macro.kmc/05).
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Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
displays\eDIPTFT43-A\How to use\Macro\

File:
BEGINNER - Bit Macro.kmc

Commands:
#YW

Open file in KitEditor

eDl PTFT43-A "Bit Macro"

Picture 1 <..\..\..\bitmaps\col or\ea | ogo naki ng thi ngs easy bl ack. bnmp>

Macr o:

MAut oSt ar t

#TC
#Ul

#GD
#GD

#FZ
#ZF
#ZL
#ZL
#ZL
#ZL

#FE
#FA
#AF

#AT
#AT
#AT
#AT
#AT

#FZ
#ZF
#ZL
#ZL
#ZL

0

122,0,1

30, 90, 449, 90
240, 90, 240, 272

WH TE, BLACK
CHI CAGOL4

5,100, " OUTPUTS"

5,120, "Port 1 (Pin 25):"
5,170, "Port 2 (Pin 26):"
5,220 "All ports (Pin 25-32):"

BLUE, WHI TE, BLUE, YELLOW WH TE, YELLOW

YELLOW BLUe
CH CAGOL4

5, 140, 65, 160, 1, 0, " CToggl e"
5,190, 65, 210, 2, 0, "CSet "
75,190, 125, 210, 3, 0, "CReset "
5, 240, 65, 260, 4, 0, "CSet "

75, 240, 125, 260, 5, 0, "CReset "

VWHI TE, BLACK

CH CAGOL4

260, 100, "I NPUTS"
260, 120, "Port 1:"
260, 170, "Port 2:"
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TouchMacro 1:

#YW 1, 2
TouchMacro 2:

#YW 2, 1
TouchMacro 3:

#YW 2, 0
TouchMacro 4:

#YW 0, $FF
TouchMacro 5:

#YW 0, 0
Bit Macro 9:

#FZ YELLOW BLACK

#ZL 280, 140, "1"
Bit Macro 1:

#FZ YELLOW BLACK

#ZL 280, 140, "O"

Bit Macro 10:
#FZ YELLOW BLACK
#7ZL 280, 190, "1"
Bit Macro 2:
#FZ YELLOW BLACK
#7ZL 280, 190, "O"
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Port Macro - EXPERT

Get into the use of PortMacros, i.e. get an idea of working with 1/0s. There are further examples
available, containig information about AutomaticMacro (see EXPERT — Automatic Macro.kmclith),
ProcessMacros (see BEGINNER - Prozess Macro.kmc/113)), BitMacros (see

BEGINNER — Bit Macro.kmc19%) and AnalogueMacros (see BEGINNER - Analog Macro.kmc108)).
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Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
displays\eDIPTFT43-A\How to use\Macro\

File:
EXPERT - Port Macro.kmc

Commands:
#YW

Open file in KitEditor

eDI PTFT43- A "Port Macro"

Path <..\..\..\bitmaps\col or\>
LORO = 1
Picture: LOXO <ea | ogo neking things easy bl ack. bnp>

PATTERNL= $FE
PATTERN2= $7F

PORT1TOG = 1

PORT2SET = 21

PORT2RES = PORT2SET+1
PORTALLSET = 100
PORTALLRES = PORTALLSET+1

Macro: MiAut oSt art

#TC O
yoff = 10
#Ul  ( XPI XEL- PI CTURE_W LOQRO))/ 2, yof f, LOGC

#GD ( XPl XEL- Pl CTURE_W LOGO) )/ 2, yof f +PI CTURE_H( LOGO) , ( XPI XEL-
Pl CTURE_W LOGO) ) / 2+PI CTURE_W LOGO) , yof f +Pl CTURE_H( LOGO)
#GD XPI XEL/ 2, yof f +Pl CTURE_H( LOGO) , XPI XEL/ 2, YMAX

#FZ WHI TE, BLACK
#ZF CHI CAGO14
Xs=5
y_ title = 100
#ZL xs,y_title, "OUTPUTS"
ys=y title+20
y=ys
pi t ch=50
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#ZL xs,y, "Port 1 (Pin 25):"
y+=pi tch

#ZL xs,y, "Port 2 (Pin 26):"
y+=pi tch

#ZL xs,y "All ports (Pin 25-32):"

#FE BLUE, WHI TE, BLUE, YELLOW WVH TE, YELLOW
#FA YELLOW BLUE
#AF CH CAGOL4
X=XS
bt _ypitch=18
y=ys+bt _ypitch
yh=20
XwW=60
bt _xpitch = 10
X=XS
#AT X, y, x+xw, y+yh, PORT1TOG 0, " CToggl e"

y+=pi tch
#AT X, y, x+xw, y+yh, PORT2SET, 0, " CSet "

x+=bt _xpi t ch+xw
#AT X, y, x+xw, y+yh, PORT2RES, 0, " CReset "

y+=pi tch
X=XS
#AT X, y, x+xw, y+yh, PORTALLSET, 0, " CSet "

x+=bt _xpi t ch+xw
#AT X, y, Xx+xw, y+yh, PORTALLRES, O, " CReset "

#FZ WH TE, BLACK

#ZF CH CAGOL4

#ZL XPI XEL/ 2+bt _xpitch,y _title, "INPUTS'

#ZL XPI XEL/ 2+bt _xpitch, ys, "Port Ox" ! HEXSTR(PATTERNL, 2)!

#ZL XPI XEL/ 2+bt _xpi tch, ys+pitch, "Port 0x" !|HEXSTR(PATTERN2

TouchMacro: PORT1TOC
#YW 1, 2

TouchMacro: PORT2SET
#YW 2, 1

TouchMacr o: PORT2RES
#YW 2, 0

TouchMacro: PORTALLSET
#YW 0, $FF

TouchMacro: PORTALLRES
#YW 0, O

Port Macro: PATTERNL
#FZ YELLOW BLACK

. 2)!

#ZL XPI XEL/ 2+bt _xpitch, ys+bt_ypitch, "Bit-pattern:|" !Bl NSTR(PATTERNL, 8)!

Port Macro: PATTERNZ2
#FZ YELLOW BLACK
#ZL XPlI XEL/ 2+bt _xpitch, ys+bt_ypitch+pitch, "Bit-pattern:|’

! BI NSTR( PATTERN2, 8)
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Automatic Macro - EXPERT

A little animation with the help of automatic macros. TThere are further examples available, containig

information about I/Os (see BEGINNER - Analog Macro.kmcl[i05, BEGINNER — Bit Macro.kmc 107,
EXPERT — Port Macro.kmc[20% ) and a ProcessMacro example (see BEGINNER -
Prozess Macro.kmcli13).
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Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
displays\eDIPTFT43-A\How to use\Macro\

File:
EXPERT — Automatic Macro.kmc

Commands:
#MJ

Open file in KitEditor

eDl PTFT43- A "Automatic Macro"

Path <..\..\..\bitmaps\col or\>
LOO =1
Picture: LOXO <ea | ogo neking things easy bl ack. bnp>

M1l =1

M2 = MN1+1
M3 = M\N2+1
M4 = MN3+1
M5 = M4+1
M6 = MN5+1

Macro: MiAut oSt art

#TC O
yoff = 10
#Ul  ( XPI XEL- PI CTURE_W LOQRO))/ 2, yof f, LOGC

#GD ( XPl XEL- Pl CTURE_W LOGO) ) / 2, yof f +PI CTURE_H( LOGO) , ( XPI XEL-
Pl CTURE_W LOGO) ) / 2+PI CTURE_W LOGO) , yof f +Pl CTURE_H( LOGO)

#FZ YELLOW BLACK

#ZF Bl &ZI F100
#MJ Mhl, Mh6, 5

X = XPI XEL/ 2
Y = 150
Macro: Ml

#ZC X, Y "1"
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Macro: M2
#ZC X, Y "2"

Macro: M3
#ZC X, Y "3"

Macro: M4
#ZC X, Y "4"

Macro: M5
#ZC X, Y "5"

Macr o: M6
#ZC X, Y "6"
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9.26 Process Macro - BEGINNER

A little animation with the help of automatic macros. There are further examples available, containig

information about I/Os (see BEGINNER - Analog Macro.kmcl[i05, BEGINNER — Bit Macro.kmc 107,
EXPERT — Port Macro.kmc[10% ) and an AutomaticMacro example (see

EXPERT — Automatic Macro.kmcih).

113

Folder:
\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
displays\eDIPTFT43-A\How to use\Macro\

File:
BEGINNER - Prozess Macro.kmc

Commands:
#MD

Open file in KitEditor

eDI PTFT43-A "Prozess Macro"

Pat h <.
Picture 1 <ea | ogo naking things easy bl ack. bmp>

Macr o:
X = 240
Y = 150

Ao\ .\ bitmaps\ col or\ >

MAut oSt ar t

#TC O

#U 122,0,1

#GD 30, 90, 449, 90

#FZ YELLOW BLACK

ProcessMacro: 1

#Z2C X, Y "

ProcessMacro: 2

#2C X, Y "

ProcessMacro: 3

#Z2C X, Y "

ProcessMacro: 4

#Z2C X, Y "

ProcessMacro: 5

#2C X, Y "

1,6,
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ProcessMacro: 6

#ZC X, Y "6"
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9.27 Change display orientation - BEGINNER

Change the display orientation in every possible direction.

k) s ey

Change orieslaliss

Folder:

\ELECTRONIC_ASSEMBLY_LCD-Tools-
Portable\Data\eDIP - intelligent graphic
displays\eDIPTFT43-A\How to use\Display orientation\

File:
BEGINNER — change displayorinetation.kmc

Commands:
#DO

Open file in KitEditor

eDl PTFT43- A

"Di spl ayori ent ati on"

Path <..\..\..\bitmaps\col or\>
Picture 1 <ea | ogo naking things easy bl ack. bmp>

Makro: MAut oSt art

#TC
#Ul
#GD

#AF
#AE
#AT

TouchMacr o:
#DC
#AL
#DL
#Ul
#GD
#AT

TouchMacr o:
#DC
#AL
#DL
#Ul

0
122, 20,1
50, 120, 429, 120

CHI CAGO14
2, 0
170, 150, 310,

1

1

0,0

18, 20,1

10, 120, 262, 120
66, 150, 206,
2

2

0,0

122, 20,1

175, 1,0, "CChange orientation"

175, 2,0, "CChange orientation"
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#CD 50, 120, 429, 120 ; draw a Line
#AT 170, 150, 310, 175, 3,0,"CChange orientation" ; place button to change

orientation, 'C =center aligned

TouchMacro: 3

#DC 3 ; set displayorientation to 270°

#AL 0,0; delete touchbuttons

#DL ; clear display

#U 18, 20,1 ; place | ogo

#CGD 10, 120, 262, 120 ; draw a Line

#AT 66, 150, 206, 175, 4,0,"CChange orientation" ; place button to change

orientation, 'C =center aligned

TouchMacro: 4

#DC 0O ; set displayorientation to 0°
#AL 0,0; delete touchbuttons
#DL ; clear display

#MWN 0 ; call Macro MhAutoStart
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