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ﬁ/ What's Menu Screen?
BRER

In the menu screen, let’s create an initial screen to be displayed when the power
turns on. The following will describe how to draw a title of a device and a switch
to change screens.

Sort Line Monitor .
System Menu

Run | Crperation
Momtor | | Setup .

Error Monitor

The screen title is
displayed using Drawing TE E ; ‘
Features. (->Details p.1-4
Change to B
Use the Change

Screen Switch to change
screens.
(->Details P1-16 )
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L’J Various Drawing Features
HFER

When you place a line, a rectangle, text etc. on the screen, you use the
drawing features.

(1) Each Drawing Feature

A | Text: To place a character string.

- | Dot: To draw dots of 1-5 dot size.

/| Line: To drag from a start point to the end point and draw a line.

~'| Polyline: To click the start point, the vertex(es), and the end point and
draw a polyline.
O | Rectangle: To drag the range of placement and draw a rectangle.

< | Polygon:To click the vertexes and draw a polygon.

©'| Circle/Oval: To drag the range of placement and draw a circle.

“ | Arc/Pie: To drag from the center point to one point then another on the
circumference and draw an arc.

E | Scale: To drag the range of placement and draw a scale.

/3| Image: To place a registered image file as an image on the screen.

H| call Screen: To call pictures or parts that have been registered in
other screens and display them on this one.

Table:To drag the range of placement and draw a table.
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L:/ How to place a line.
ES)

(1) Selecting/Drawing a line.

Click the [Line] icon from the
tool bar.

e

Drag the start point of a line to
be placed to the end point and
draw a line.

[ (2) Line Settings ]

Double-click the line.

# Line/Polyline

Line Type:Select a line type.

Line Thickness:Set the thickness
of the line from 1 to 9.

Arrow Shape:Select Yes/No or a
shape of the arrow.

Chapterl Menu Screen

SO0 0O - F B E

reTpe [ EEEEORGNG=]
Line Thickness  [1 =g
Arrov Shape |— MHone ﬂ
Arrove Direction | J
Digplay Color =7 | Blink |None ﬂ
Pattern Color | ] ﬂ Blink. | J

oK@ | Cancel |

Arrow Direction:Select
the direction of the arrow.

Display Color:Set the color of the line.

Pattern Color:Set the second color of the pattern. It can be set only when something

other than the solid line is set for [Line Type].

Blink:Set Yes/No of the blink display and the blink speed.



Otasuke GP-EXI

Li/' How to place a rectangle
R aR

(1)Selecting/Drawing a rectangle

the tool bar. J A« ~0

Click the [Rectangle] icon from %

Drag the range of a two diagonal
corners and draw the rectangle.

(2)Rectangle Settings ]

Double-click the placed rectangle.

|ff: Rectangle
Border:Set Yes/No of displaying

v Bord
the border. o

Chapterl Menu Screen

OO F B HE

Line Type |— Salid Line ﬂ

Line Thickness |1 = |
Line Type:Select the line type. Display Color |17 o] Bk [Mone  +
Pattern Color | x| Blink
Line Thickness:Set the line b <
thickness from 1 to 9 dots. Pattermn i | 'O
Displap Calar | | Blink ’—|
Display Color:Set the color of No. of Diots Pattem Color [ =] Blink
the line. = e = <‘
O
Pattern Color:Set the secondary O E!Eft'm — ﬁ
color of the pattern. It can be set o Width =T
only when something other than \_ = >
solid is set for [Line Type]. [_Ok@ | Cancel

Blink:Set Yes/No of the blink

display and the blink speed.

Fill:Set Yes/No of Fill.

Pattern:Set the fill pattern of the rectangle.

Display Color:Set the color of the rectangle.

Pattern Color:Set the secondary color of the fill pattern of the rectangle.

Blink:Set Yes/No of the blink display and the blink speed.
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Shadow:Set Yes/No of displaying a Shadow.
Direction:Set the position to display the Shadow.
Color:Set the color of the Shadow.

Shadow Width:Set the shadow width from 1 to 16.

Chamfer:Select the shape of the chamfer from [None/Line/Circle].

No. of Dots:Set the number of dots of the chamfer from 1 to 20.
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L:/ How to place Text
ES)

(1)Selecting/Placing Text.

O

Click the [Text] icon from
the tool bar. ?I-JMDGCDKEEI‘;IE

A

O

Click the location for placement. o o o

Blefazto

o o o

[ (2)Text Settings

Double-click the placed text.

Select [Direct Text]. Entering
characters directly in the Text
input space () causes the text
to display.

" Tent Table ]

( Font Settings

Font Type Statdard Famt v | Character Size |84 16 dot X
i Al ~| Tesétibue [Standard -
Direction Harizontal |

O

Font Type:Select the font to use from

[Standard Font], [Stroke Font], and \

[Image Font]. /oo
h . ) h h . N Text Color | [ »|  Blirk Nane .
Character Size:Set the character size. S Background Coo [Tt =11 ik o 5]
The setting range varies depending on = HEE e = -
the font type. Spating |0 =B\ e =] Bin E
=

Display Language:Select the display
language from [Japanese], [ASCII],
[Taiwanese], [Chinese], and [Korean].

A
@),

Text Attribute:Set the text attribute. [N
The setting varies depending on the DK@ | Cance
font type.

Direction:Select the display direction
of the text from [Horizontal] and
[Vertical].

Centering:The characters are centered
in the case of Vertical.

Text Color:Set the display color of the text.
Background Color:Set the background color of the text.
Shadow Color:Set the shadow color of the text.

Blink:Set Yes/No of the blink display and the blink speed.
Row Spacing:Set the row spacing from 0 to 255.
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L’J How to edit objects
ES)

The figures and parts placed on the screen are all called [Object]. The following
will describe how to edit Objects.

[ (1) Each Edit Tool ]

& | cut:Deletes the Object and save it in the clip board temporarily.

Copy:Copies the Object to the clip board.

b
[2| paste:Pastes the cut or copied Object onto the screen.
X

Duplicate:Duplicates the Object and pastes the multiple Objects in a group on the
screen.

#| Delete:Deletes the Object.

3| Select All:Selects all the Objects on the screen.

Ii| Edit Vertex:Edits, deletes, or inserts the coordinates of each vertex of a polyline or
polygon

Group:Groups multiple Objects.

T3 T4 T | Order:Moves the Object forward or backward in the viewing order.

B Sl m & & o ' Place/Align:Aligns the positions of multiple Objects
according to a combination of Horizontal and Vertical selections.

.

%4 t» P < | Rotate/Flip:Rotates the Object by 90 degrees to Left/Right or flips it
Horizontally/Vertically.

Grid Settings:Sets Display/Non-display of the Grid and viewing order along with
the grids of the Object.

Guideline Settings:Sets Display/Non-display of the Guideline and the display
position.

Open Screen Option:Displays Screen Edit Settings.
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[ (2) Selecting Objects ]

In order to edit the Obiject, it’s first necessary to select which Object to edit.
The following describes how to select an Object.

O

Click the [Select Range] icon from JlA « » »O OO ~ ) =
the tool bar, and keep it selected. d b =

ol

O

Click the desired Object directly or try to enclose the wholel_l
desired selection with one drag. The handles are display on
the selected Object(s).

*The marks displayed on the vertexes etc. of the selected
Object are called handles.

(3) Moving

Move the cursor over the selected Object but not
over any handles and once the cursor becomes
the mark+b,drag it to the desired position.

(4)Scaling Up/Down ]

Move the cursor over the handles '

of the selected Object and after :

the cursor becomes the mark ™ ,

drag to the desired size. ‘
Drag

1-11
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(5) Changing Attributes

Double-click the Object you wish to edit. O
Double-click
The dialog box will appear. O
Change the settings and click [OK].
#* Rectanele EJ
v Border
Line Type | — Solid Line |
Line Thickress ,ﬁg
Display Color [ 7 | Birk  [Nane ~|
Pattern Color | x| Bink | |
[~ Fil
Chamfer Patiein | j
— Display Calor | =] Bink | |
Ha. of Dats Pattern Color [ x| Bink | |
ﬂ L
Direction l—_|
Color (o
Shadow Width %
Ok [0] | Cancel

When using the edit tools introduced in [(1) Each Edit Tool], select the Object
and then, right click. Each feature can be selected from this menu.

Cut (T ity [+
Ciopy 150 City [+
Duplicate O

Delete (O Dl
Select Al L3 ity [+

Change Sttributes (M)

Order (20 3
Rotate/Flip (R 3
Grid Settines *
Guideling Settings r

Dpen Screendption

- mm mm mm mm Em o Em Em Em Em Em Em o Em Em Em Em Em Em o Em Em o
e o e M M M M M M M e
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4 | Let’s display a title on the menu screen.

This section will describe how to draw

a title using drawing features.

Open the base screen [1].

[For Exercise] [Completed]

(1) Let’s select/place a rectangle.

Click the [Rectangle] icon from

the tool bar.

Drag the range of a rectangle to draw it.

1 - 13
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(2) Let’s configure the rectangle.

Double-click the placed rectangle. # Rectangle

¥ Border
Line Type [— Solid Line |

Lin Thickness ,ﬁﬂ

Display Color [ 9 | EBlink  [Mone -
Pattern Calor | | Blink

Set [Solid Line] for [Line Type].
For [Line Thickness] and [Display
Color], set them as you like.

v Fill
Charnfer

Ei:li;: Color :-ND‘|PE‘ttem ﬂ Blink jNone - (D
Check [Fill]. Set [No Pattern] for S EE
[Pattern] and set the [Display Color] St o e
as you like. Colr =7 <

Shadaow Width mﬂ

[ oK@ | comcel |
Check [Shadow]. Set [Bottom Right] for
[Direction]. For [Shadow Width] and
[Color], set them as you like.
Set the [Chamfer] and the [No. of Dots] as desired.
(3) Let’s select/place the text.

Double-click the placed rectangle. O
Click the [Text] icon from the tool G |A| /s ~+BDOCOC P BH |E
bar.

A

Drag the range of placement.

Muomitor

Emror Monttor

1- 14
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(4) Let’s set the text.

Double-click the placed text.

" Test Table

. { —Font Settings
Select [Direct Text]. e O
Select Font Times Mew Ro..

\ W Compress [= Cer

Set [Image Font] for [Font Type]
and set [Select Font] as you like.

Color

Text Calor 7 | Blink

Background Colar | Transparent ~| EBlink

Set the color you like for [Text Color] [T T oa\iente (= o o

and set [Transparent] for the e Bnitr

[Background Color]. O
*Make sure that the [Text Color] is not ¢

the same as the background rectangle. D ]| Coed |

Enter [Sort Line Monitor].

*In the text input space, if you move to the next line, the same movement will be displayed on the
screen.

Set [Centering].

Click [OK] to finish the settings.

1-15
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Change Screen
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%{E How to change screens (Switch:Change Screen)

If you wish to change screens with a switch placed on this screen, use

[Switch:Change Screen].

[Change to B2

/beep

Placement/Setup Procedures

From the Part pull-down on the menu bar, select [Switch Lamp]->[Change Screen Switch]

or click the [Switch]icon,

Drag the range for placement.

Double-click [Change Screen Switch] and make settings.

-
-
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é | Let’s place the Change Screen Switch.

This section will describe how to draw

a Change Screen Switch to change to
each screen.

Open the base screen [1].

[For Exercise] [Completed]

(1) Let’s select/place the switch.

Click the [Switch] icon from O

the tool bar. (2)viEln sfuiBiEls GEI= 89 L s
NG DD @@ @R R

Drag the range for placement. . . Operation

Momtor Setup

Error Monitor

1 - 18
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(2) Let’s select a picture.

¥ Switch/Lamp

Pt |1 -
EL_Doos =+ @ Shape Browser

Double-click the placed switch. e .
— [ Part Palette ’W Reference

State State 0 e

|>

Click [Shape Browser] and select
the switch you like.

After selecting the picture, click
[OK]. -

) Part No. ThinRect_El_0001_UpDk j [

Hedg 1]
Mew Palstte  Create  Delste ‘ ’ ok I Cancel | ||

(3) Let’s set the Switch Features.

Select the [Switch Feature]tab. Swhoh Feshas | Svech Comnon | Lo Footu | Coke | Label |
To make it change screens, select [Screen :M”m g ﬂ E:I’ ﬂ ﬂ
Change] from [Screen Change Action]. y—ocﬂm'";:l:fm e A ]
Swalich Chibrds Swahch Suhch
St Chusnge Action
Screen Change Action:Select either O LT =
| ViR

[Screen Change] or [Previous Screen]. If
you want to specify a screen number to
change to, select [Screen Change]. When
[Previous Screen] is selected, the switch
would return to the previously displayed s
screen. ﬂ

I Hierarchical Sensen Changa

Here, select [Screen Change].

Screen No.:Set the number of the screen
to change to.

Here, set [2].
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(4) Let’s set Label.

| Selecd Slale | Homnsl vl
( Foni Settings \

Ferd Type .Im.sqf.rm _-rl Selech Ferl [hnr'. Hew Hem

Switch Festre | Switch Commen | Lame Feshae | Color [ Label ||
Select [Direct Text]. 8| * DunciTen | Ten Tabe

When [Lamp Feature] is set, it’s
possible to select ON or OFF for
[Select State] and set the Label. O o " Te Colo Bl

. . | =F | [Nore ]
Since the [Lamp Feature] is not set ShodwCokx DI
this time, leave it as [Normal].

- =] |
Backgrourd Colw ¢ L
Tianspaien 'l [ |

\
Enter the label and set the font and the =
color as you like.

*For details, refer to [p.1-9, How to place Text]

Click [OK] to complete the settings.

If you use [Interlock Feature] of [Switch Common], it’s possible to enable the switch
operation under the specified condition only.

f-*"'“"'”‘”"’-"‘”"“' ——

—_———
* Unierkack Fechae

brderdock Adders Toruch [ rabls Condicn
:|P1I'I'.']'J.'l'l:"l'l =| @ * EnsbimwhenfRic O 7 Erodde s Bi i DFF

[reley Fashurs

e

Interlock Feature:Only when the bit address set in [Interlock Address] agrees with
[Touch Enable Condition], the touch operation is enabled.

Interlock Address:Set the bit address to use for Interlock. Only when the bit
address set here agrees with Touch Enable Condition, the touch operation is
enabled.

Touch Enable Condition:To decide which state of the designated bit address
enables Touch, select [Enable when Bit is ON] or [Enable when Bit is OFF].

S o Em EEE EE EE EEE M M N EEE M SN SN BN RSN EEE SN BN M M N BN M M M M e e

- NN EEE EEE I BN EEE BN EEE SN BEE GEE NN BEE GEE BEE GEE SN BEE GEE BEE BEE GEE GEE BEE GEE BEN SEE G BaE SEE SEE Bae S e e e
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