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Foreword

The iXDeveloper software is used to configure iXPanels andPCoperated control
applications, including applications for IPCs (Industrial PCs).
iXDevelopermakes it easy to create logical, flexible and effectiveHMI
applications that provide the right information on the right occasion to operators
and to other systems.
Thismanual is based on an example project that describes a step-by-step design
of a project for iXDeveloper.
Formore detailed information, please refer to the iXDeveloper help file.
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Introduction

1 Introduction

The iXDeveloper software is used to configure iXPanels andPCoperated control
applications, including applications for IPCs (Industrial PCs) fromBeijer
Electronics.
iXDeveloper contains all basic functions needed in an application. The functions
are tested anddevelopedwith customer needs and preferences in focus.
Pre-defined objects in iXDeveloper can be used to create complete process
images, providing an overview of a complex application. You can customize the
pre-defined objects or create objects of your own.
Communication drivers for a large number of controllers and automation
equipment are available.

1.1 Controller

Operator panels can be connected tomany types of automation equipment, such
as PLCs, servos, and drives. Further on, the expression controller is used as a general
term for the connected equipment.

1.1.1 Tags

Data values in a controller are referred to as tags. Tagsmay also belong to the
systemor be internal. A tag has a symbolic name and can be of different data types.
Objects connected to tags can change values in the controller, and tag values can be
reflected by changing object appearance in variousways. Objects in a screenwill
remain static until connected to a tag.

1.2 Manual Structure

TheUSERSGUIDE is based on an example project thatmakes it easier to start
using iXDeveloper. If the instructions in the example are followed carefully, this
should result in a functional project that can be further developed, or used for
inspiration. The target of the example is a PC, but all functionsworks similarly for
all supported operator panels.
Detailed information about iXDeveloper is available in the help file, displayed by
pressingF1while using the software.
The instructions in theUSERSGUIDEaremore detailed in the beginning. As the
example progresses and you become familiarwith iXDeveloper, instructions for
tasks that are of a repetitive naturemay be brief or omitted.
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2 Installation and Start

iXDeveloper is installed on aDEVPC,where projects are developed, designed
and compiled. The project is then run in anOPERATORPANEL, PCor PC
TARGET to observe and control a controller (or a group of controllers).

2.1 System Requirements

2.1.1 iX Developer

Parameter Recommendation

RAM 2 GB

Processor 2 GHz or higher

Microsoft Windows 7

Microsoft Windows Vista

Operating
system

Microsoft Windows XP SP3

Tier 2:

DirectX version Must be greater than or equal to
9.0.

Video RAM

Pixel shader Version level must be greater
than or equal to 2.0.

Vertex shader Version level must be greater
than or equal to 2.0.

Graphics
card

Multitexture units Number of units must be greater
than or equal to 4.

Updates

Software, drivers andprotocolsmay have been updated since theUSB stickwas
produced. Therefore, it is recommended that you use the built-in update function
in iXDeveloper before creating a project.
Therefore, it is recommended that the built-in update function in iXDeveloper is
used before creating a project

2.1.2 iX Runtime

Parameter Recommendation

RAM 1 GB

Processor 1.3 GHz or higher
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Parameter Recommendation

Microsoft Windows 7

Microsoft Windows Vista

Operating
system

Microsoft Windows XP SP3

Tier 2:

DirectX version Must be greater than or equal to
9.0.

Video RAM Must be greater than or equal to
120 MB.

Pixel shader Version level must be greater
than or equal to 2.0.

Vertex shader Version level must be greater
than or equal to 2.0.

Graphics
card

Multitexture units Number of units must be greater
than or equal to 4.
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2.1.3 Special Requirements for Some
Objects

For some objects to be included in the iXDeveloper project, specific software
versions are required. Simulation of the project on theDEVPCmay also be
limited for some targets.

Object Minimum
requirement

Simulation on
PC target

Simulation on
panel target

Media Player Windows Media Player
10

Supported Not supported

PDF Viewer Acrobat Reader 9 Supported Not supported

Web Browser Internet Explorer 7 Supported Not supported

2.1.4 Starting iX Developer

The installation creates an icon for the configuration tool in the groupnamed iX
Developer inWindows Startmenu.
Click on Start/All Programs/ iXDeveloper/ iXDeveloper to start the
configuration tool.

2.1.5 Help

Help topics are providedwhen pressingF1while iXDeveloper is running.
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3 New Project

Objective:

• Creating a new project.
• Getting familiar with the tool windows and the layout of the desktop area.

3.1 Creating a New Project

1. Start iXDeveloper and selectCreateNewProject.
This starts awizard thatwill guide you through creating the project.

2. Choose aPCwith a1024×768 resolution as target for the application. Click
Next.

3. SelectDEMO in the list of controllers. ClickNext.
The demo controller, including regular tags (data containers) and counters, is
used to design and test a project directly on theDEVPCwithout connection
to an external controller.

4. Give the project a name. For this tutorial useDEMO_TEST. Check that
the suggested location is appropriate. If not, clickBrowse to select another
location.

5. ClickFinish.
Project files can be stored anywhere in the computer environmentwhere youhave
write access rights.
The project opens automatically.
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3.2 Desktop Area

The desktop area displays screens and configuration pages for project components
such as controllers and functions. The desktop area shows only one screen or
component at a time. Whenmultiple screens or components are opened a rowof
tabs are shown in the upper part of the desktop area. Clicking on a tab activates
its contents for editing.
If there aremore tabs open than can be displayed, navigation arrows in the upper
part of the desktop area can be used to scroll between them.

Indication in
picture Desktop area component Described in section

A Project Explorer Project Explorer

B Ribbon tabs

C Control groups

D Controls

Ribbon Groups and Controls

E Quick Access Toolbar Quick Access Toolbar

F MiniToolBar

G ContextMenu

MiniToolBar and ContextMenu
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3.2.1 Project Explorer

When anewproject is opened, an empty screen is active in the desktop area. The
Project Explorer is docked to the left.

3.2.2 Ribbon Groups and Controls

Ribbon tabs are located in the top section of the tool window. Each ribbon tab
holds one or several control groups. Each group contains a set of related controls.
You use the controls to design screens, and tomake settings for objects and
controls in the project.
If you are not used to softwarewith ribbon tabs, please spend aminute to get
familiar with the ribbon concept.

3.2.3 Quick Access Toolbar

TheQuickAccess toolbar is always visible at the top of the desktop area. It
contains the commandsSave,Undo,Redo,Run and Simulate as iXDeveloper is
started.

3.2.4 MiniToolBar and ContextMenu

When right-clicking objects in iXDeveloper, aMiniToolBar and aContextMenu
are displayed. TheMiniToolBar contains commands that are specific for iX
Developer, to for example connect objects to controller tags. TheContextMenu
contains regularMicrosoft application commands such asCopy,Paste etc.
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4 Controller Tags

Objective:

• Defining a tag list for the project.
• Saving the project.

4.1 Adding Tags

Objects connected to tags can change values in the controller, and tag values can be
reflected by changing object appearance in variousways. Objects in a screenwill
remain static until connected to a tag.
1. Click onTags in theProject Explorer.

The tags configuration page opens on the desktop. There is one elements in
the tags list by default.

2. Click on the first field (Name) in the first row.
Ahighlighted row is added and the textTag1 appears.

3. Press [TAB] on the keyboard.
The selectionmoves to next field (DataType forTags). Youdo not need to
change the data type.

Note:
The data type for the tag can be used as a presentation format in some situations; for
example to show the correct engineering unit when using scaling. DEFAULT follows
selection made for the Controller data type.

4. Press [TAB] on the keyboard again.
The selectionmoves to next field (AccessRight). You do not need to change
the access rights now.

5. Press [TAB] on the keyboard again.
The selectionmoves to next field (ControllerDataType). You donot need
to change the data type now.

6. Press [TAB] on the keyboard again.
The selectionmoves to next field (Controller 1).

7. Type “D0” in theController 1field.
The entries in theControllers column correspond to tags in the selected
controller. There are predefined tags in theDEMOcontroller that can be
accessed by their respective tag address, e.g. D0denotes an integer tag field.

8. Press [TAB]until the twofirst rows are completely filled in. Type “D1” for the
second controller tag.
Somefields are automatically filled andwhenneeded, incremented. The data
type is automatically changed depending onwhat you type in theControllers
column.
TheName of a tag is an identifier for the tag and can be any alphanumeric
string, beginningwith a letter (a-z, A-Z).
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9. RenameTag1 to “MeterAndSlider”.

TheD0 tagwill be used in the next section to control and observe a controller tag
value in a screen.

4.2 Saving the Project

1. Click on the Save symbol in theQuickAccessToolbar.
The project will be saved in the location that you selectedwhen creating the
project.
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5 Editing Objects

Objective:

• Inserting a slider and a meter.
• Learning how to format and align objects.
• Testing the project; controlling and observing a controller tag value with objects

in a screen.

5.1 Adding Objects

5.1.1 Meter

1. Click on the Screen1 tab in the desktop area andmake sure that theHome tab
in the ribbon area is selected. Select a circularmeter from theObjects group.
Place it somewhere in the upper left section of the screen.

2. Drag a corner handle to resize themeter to a suitable sizewhere themeter
needle and the scale are clearly visible.

3. Right-click on themeter. Click on SelectTag... in theMiniToolBar. Select
theMeterAndSlider tag by clicking on it in the drop-downmenu, and then
clickOK.

5.1.2 Slider

1. Select a slider from theObjects group. Youmay need to expand theObjects
group by clicking the small arrow at the lower right in order to select the slider.
Place it just below the circularmeter on the screen.

2. Right-click on the slider. Click onSelectTag... in theMiniToolBar. Select
theMeterAndSlider tag by clicking on it in the drop-downmenu, and then
clickOK.
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5.1.3 Align

Anobject that is dragged snaps into position relative to other objects.
1. Slowly drag the slider up anddown.

Notice that the slider snaps into position at a short distance below themeter.
2. Slowly drag the slider to the left and to the right.

Notice that the slider snaps into position and that snap lines appearwhen the
slider is alignedwith themeter.

3. Arrange the slider in a position closely below themeter andwith its left edge
alignedwith the left edge of themeter.

5.1.4 Resize

1. Make amultiple selection of the two objects (point at an empty area in the
screen and drag diagonally across the objects).
Amultiple selection (group) has one primary object. The primary object has
an orange frame; the other objects have blue frames. When enforcing format
commands on the group the primary object is used as a template.
If themeter is not the primary object then:

2. Click on it to change the primary selection of the group to themeter.
Nowadjust thewidth of the objects in the group:

3. Click on theArrange control, located in theFormat group of theHome tab,
and selectMake SameWidth.

5.1.5 Changing Appearance

1. Select the slider on Screen1.
2. Click on theQuick Styles control in theFormat group and select a new color

style.
3. Click the small arrow at the lower right of theFormat group in order tomake

additional settings for outline, shadow/fill effects etc.
4. Select themeter on Screen1.
5. Select theGeneral ribbon tab and locate the Style group. Try the different

pre-defined styles and evaluatewhich style suits your preferences the best.

5.2 Running Project Test

The project can be compiled and run at almost any time. This allows you to test
your design continuously in an iterativemanner.
1. Click on theRun icon in theQuickAccessToolbar.

The project is now validated, andwhenno errors are found, the project will be
compiled and executes in the development environment.

2. Drag the slider handle back and forth.
Since both objects are connected to the same tag, themeter needle follows as
you change the value of the slider control.

3. Close theRunwindow.
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6 Navigation and Screen Jumps

An iXDeveloper project consists of screenswith objects, usually connected to
controller tags. All screens have the same basic functions. A screen can be given
specific properties to specialize its behavior in the project:
• Startup Screen: The Startup Screen is the first screen that is displayed in

runtime. By default, Screen1 is used as Startup Screen, but any screen can be
designated Startup Screen by right-clicking on the screen and selectingSet as
Startup Screen.

• BackgroundScreen: Any screen, except screenswithAliases, can be used as a
Background Screen by the other screens in the project. Formore information
aboutAliases, please refer to the iXDeveloper help file.

• ScreenTemplate: A screen that is saved as a ScreenTemplate can be usednot
only in the current iXDeveloper project, but also in all future projects.

Screen jumps aremadewith actions that can be assigned to e.g. buttons. When
using theNavigationManager to add screens and create links between screens,
buttons are added automatically in the upper left corner of the screen that the link
originates from.

Objective:

• Adding new screens and setting up screen jumps with buttons.

6.1 Screen Navigation

6.1.1 Navigation Manager

• Click on theView tab in the ribbon area. Click onNavigationManager.
TheNavigationManager opens in the desktop.

6.1.2 Adding a Screen

• Point at Screen1. Click anddrag a connection fromScreen1 to anywhere in
theNavigationManager area.
Anew screen appears (Screen2). A button labeled Screen2 appears in the
upper left corner of Screen1.
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6.1.3 Screen Jump

• Click and drag a connection fromScreen2 to Screen1 in theNavigation
Manager.
A button labeled Screen1 appears in the upper left corner of Screen2.

6.2 Background Screen

6.2.1 Adding a Screen

• Click on Screen on the Insert ribbon tab.
Anew screen (Screen3) is created in the project, and opens for editing.

6.2.2 Background Screen

1. Make sure that Screen3 is open for editing on the desktop.
2. Select aButton from theObjects group (located on theHome tab), and place

it in the lower left area of Screen3. Label the button “Start Screen”.
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3. Keep the button selected and click on theActions tab. Select ShowStart
Screen, located in theScreen group, from the drop-down list for theClick
action.

4. Open Screen2 for editing by clicking on it in theProject Explorer.
5. Select theHome tab. Select Screen3 in theBackground Screen drop-down list

in theScreen group.
6. Try to change location of the Start Screen button in Screen2. This is not

possible. Notice that changesmade to Screen3 are reflected in Screen2.
There are now twonavigation facilities fromScreen2 to Screen1 (the Start Screen).
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6.3 Running Screen Navigation Test

1. Run the project.
2. Verify that each of the buttons in Screen2 performs a jump to Screen1.

Since no screen has been set to be Startup Screen, Screen1 remains Startup
Screen for this project.

3. Close theRunwindow.

Beijer Electronics, MAEN832F 20



TrendViewer

7 Trend Viewer

The trend viewer function stores register information from the controller in
the operator panel. Real-time trend viewer aswell as historical trend viewer is
available.

Objective:

• Adding a trend viewer object with two curves.

7.1 Adding a Real-Time Trend Viewer

1. Open Screen1 for editing in the desktop.
2. Select theTrendViewer object from theObjects group and place it on the

screen.

7.1.1 Curves

1. Click onTags in the Project Explorer and add a tag. Type “Counter” in the
Namefield and connect it toC0 inController1.
C0 is a counter that counts from0 to 100 and back to 0with a frequency of 1
Hz.

2. Open Screen1,make sure that the trend viewer object is selected, and click
EditCurves on theGeneral tab.

3. Add a curve and connect it to the same tag that you used for the slider in
Screen1.

4. Add a second curve and connect it to theCounter tag you just added, and
select another color for this curve.

5. ClickOK.
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7.2 Running Real-Time Trend Viewer
Test

• Run the project and check that both curves are visible in the trend viewer. Test
thatCurve 1 changeswith the slider.

7.3 Trend Viewer History

7.3.1 Actions

1. Open Screen1 for editing in the desktop.
2. Place a button to the left of the trend viewer object. Label the button “Trend

ViewerHistory”.
3. Keep the button selected and click on theActions tab. SelectTrendViewer

History, located in theTrendViewer group, from the drop-down list for the
Click action. SelectTrendViewer1 from theSelectTrendViewerdrop-down
list, andOn-mode.

4. Select the trend viewer object and click on theActions tab. SelectTrend
ViewerHistory for theMouseDown action. SelectTrendViewer1 from the
SelectTrendViewerdrop-down list, andOff-mode.

7.4 Running Historical Trend Viewer
Test

1. Run the project.

2. Test that you can switch to the historical trend viewerwith theTrendViewer
History button.

3. Goback to real-time trend viewer by clicking on the trend viewer object.
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8 Alarm Management

Alarms are used tomake the operator aware of events that require immediate
action. An alarm is set when a certain condition ismet. An alarm condition is
designed as a logical evaluation of a tag value. Alarms can be divided into groups
to create an order of priority.

Objective:

• Configuring the alarm list and designing an alarm object.

8.1 Alarm Indicator

When an alarm goes active, theAlarm Indicator becomes visible to alert the
operator, regardless of which screen is active.
The appearance of the alarm indicator depends on the current alarm status.
SelectGeneral settings in alarm server properties page to decide forwhich alarm
statuses to show the alarm indicator.
TheAlarm Indicatorwill show themost severe alarm in the alarm list with the
following indications:
• Flashing redwhen there is any active, unacknowledged alarm.
• Flashing greenwhenno active alarms exist, but inactive unacknowledged

alarms exist.
• Flashing greenwhen there are only active acknowledged alarms.

TheAlarm Indicator disappears when all alarms are both acknowledged and have
returned to inactive status.
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8.2 Alarm Server

• Click onAlarmServer in the Project Explorer to open theAlarmServer
configuration page.

8.2.1 Alarm Groups

TheAlarmGroups tab is used to set upmultiple alarm groups, e.g. when a project
needs separatemanagement of alarms for independent functions. In this example,
the default alarm group is used.

8.2.2 Alarm Items

1. Select theAlarm Items tab. Add alarms based on tags in the controller tag list.
2. Define a digital tag (namedBoolAlarmTag) directly in the alarm list by

clickingAdd in the tag selection list.
This tagwill be internal unless connected to a controller on theTags
configuration page, and using an internal tagworks just fine for this example
project. See chapter Internal Tags for information.

3. Leave the columns forAcknowledgeRequired andHistory checked. Leave
the other fields empty.

4. Make sure that all alarm tags can be controlled from the project screens or
that theywill be triggered by othermechanisms (the counterwill trigger
AlarmItem2 andAlarmItem3 after 10 and 20 seconds respectively).

5. Place a button to the left of the trend viewer object. Label the button “Set
Alarm”.

6. Keep the button selected. On theActions tab, selectToggleTag, located in
theController group, from the drop-down list for theClick action. Select
BoolAlarmTag in the SelectTagfield.
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8.3 Alarm Viewer

1. Open Screen2 for editing in the desktop.
2. Select theAlarmViewer from theObjects group and place it in the screen.

The columns and button placement can be customized in an alarmobject.
3. Select the alarmobject on the screen, and click on theGeneral tab. In the

Buttons group, click onPosition and select to place the buttons against the
Top border.

4. Adjust the size so that all button controls in the alarmobject are visible.
5. UseShowColumns in the Settings group to customize the alarm information

and the order of the columns in theAlarmViewer.

8.4 Running Alarm Test

1. Run the project.
2. Test to trigger the alarms.

3. Press theAckAll button and observe theAlarm Indicator.
4. Make sure that all alarm tags are inactive. Press theAckAll button to

acknowledge all alarms.
5. PressClear to remove all alarms of normal status (acknowledged and inactive).
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9 Recipes

Recipes are used to set or save a predefined group of tags in one operation.

Objective:

• Creating and using recipes to change multiple values.

9.1 Creating Recipe Tags

• Create a group of controller tags that the recipe should affect. Use three integer
values to set weight, length andwidth of an imaginary item.
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9.1.1 Adding a Screen

1. Open theNavigationManager. Point to Screen1 and drag a connection to an
empty spot in the screen navigation area.

Anew screen (Screen4) is created in the project.
2. Open Screen4 and select theHome tab. In theScreen group, select Screen3 in

theBackgroundScreendrop-down list.
This enables navigation fromScreen4 to Screen1.

9.1.2 Adjusting Navigation Buttons

• Open Screen1. Select the button labeled Screen4 (in the upper left corner)
andmove it so the button placed under it (Screen2) becomes fully visible.
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9.2 New Objects

1. Open Screen4 for editing in the desktop, and add a slider.
2. Right-click on the slider and point to SelectTag... to open the controller

drop-down list in theMiniToolBar. SelectWeight.
This connects theWeight tag to the object and the list closes.

3. PressCtrl, then drag the slider across the screen tomake a copy of it. Position
the new slider and connect it toLength. Repeat for theWidth tag.

9.2.1 Show Info

It is possible to show information aboutwhich tag each object is connected to, and
if dynamics or actions are configured for the object, by clicking on theShow/Hide
Info button in the desktop area, or by using the keyboard shortcutCtrl +D.
• PressCtrl +D on the keyboard to check that the tags are correctly bound to

the sliders in the screen.

9.3 Recipe Items

1. Click onRecipe on the Insert tab to add a new recipe.
The recipe configuration page opens in the desktop. The new recipe is also
available from the Project Explorer.

2. Enter a group of tags to set in the recipe on theTagConfiguration tab.
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9.4 Saving a Recipe

1. Open Screen4 for editing in the desktop and place a button next to the set of
sliders for the recipe tags. Label the button “SaveRecipe”.

2. Click on theActions tab and select SaveRecipe, located in theRecipe group,
from the drop-down list for theClick action. Make sure thatRecipe1 is
selected.

3. LeaveRecipe data empty.

9.5 Loading a Recipe

1. Open Screen4 for editing in the desktop,make a copy of the SaveRecipe
button.

2. Change the label to “LoadRecipe”, and to loadRecipe1 by selecting it for the
Click actionLoadRecipe.

3. LeaveRecipe data empty.

9.6 Recipe Data

Create a predefined recipe by defining values on theRuntimeData tab of the
recipe configuration page.
1. Open the recipe configuration page by clicking onRecipe1 in the Project

Explorer.
2. Click on theRuntimeData tab. Enter tag values to set in a recipe. Enter a

name (RuntimeRecipeTitle) for the recipe.

3. Open Screen4 for editing. Place a newbutton next to the set of sliders. Label
the button “LoadBook”.

4. SelectLoadRecipe in theClickdrop-down list.
5. Select Recipe1, and selectBook for recipe data.

9.7 Running Recipe Test

1. Run the project.
2. Test to set the sliders to various values and save the values in recipes.
3. Test to load the recipes.

Check that the sliders change according to the recipe values.
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10 Dynamics

Dynamic object properties are used tomove and resize objects based on controller
tag values.

Objective:

• Changing size and color of an object based on tag value changes.

10.1 Creating an Object

• Open Screen4 for editing. Select theRectangle in theObjects group of the
Home tab and place a small square below the set of sliders for the recipe tags.
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10.2 Resizing an Object

1. Select the square. Click on Size on theDynamics tab. Select theWidth tag for
Width and theLength tag forHeight.

2. Adjust the enlarged size of the square directly on the screen andnote the
change of values in theResizeDynamics Editorwindow.

3. Set the fields forTagStartValue to the start size values of the square (Start
Width, StartHeight). Set both fields forTagEndValue to “100”.
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10.3 Coloring an Object

1. Select the square. Click onFill in theColor group of theDynamics tab.
Assign theWeight tag in the SelectTag drop-down list.

2. Adjust the tag values to change the color of the square depending on
theWeight tag value. The example in the picture belowuses fill color in
combinationwith a gradient.

10.4 Running Dynamics Test

1. Run the project.
2. Test to change the tag valueswith the sliders and by loading recipes. Observe

what happenswith the size and color of the small square.
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11 Script

Scripts are used tomanage functionality for objects. Scripts arewritten inC#.

Objective:

• Inserting a button and text box.
• Writing a script for the button to affect the text in the text box.

11.1 Adding Objects

1. Open Screen2 for editing and add aTextBox from theObjects group (located
underWindowsControls) to the screen.

2. Place a button on the screen and label it “WriteTest”.

11.2 Script Tab

1. Select theWriteTest button.
2. Click on the Script tab located in the lower left the desktop area. This will

change fromLayout viewmode to Script viewmode.
3. Click on theButton2node.

4. Double-click on theClicknode to start typing script code for theClick event
for Button2.
A context sensitive name completion feature (IntelliSense) can be activated
during typingwithCtrl + [Spacebar] and it triggers automaticallywhen a
period (‘.’) is typed after a code element.
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5. Type the following as the click event code:

C# code on the Script tab:

11.3 Running Script

1. Run the project.
2. Click on theWriteTestbutton and check that the text string assignedwith the

script code now appears in the text box.
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12 Internal Tags

Internal tags can be used to calculate values that need not be represented in the
controller, for example information only for the operator.

Objective:

• Writing a script to perform a calculation of the area using the length and width
tags.

• Showing the result with an internal tag.

12.1 Adding Internal Tags

• Click onTags in theProject Explorer.
The tags configuration page opens on the desktop.

12.1.1 Area Tag

• Add a tag and label it “Area”. Change the data type toFLOAT. The data type
for this tag and the following tag is set for the tag; not for the controller.

12.1.2 Calculation Tag

• Add a tag and label it “Calc” and select the data typeBIT.

Leaving theControllers column empty keeps the tag internal, not connected
to a controller.

• Switch to theScript viewmode and locate theCalc tag. Click on theCalc tag
node and double-click to open theValueChangenode.
To access data andmethods inC# control code the keyword “Globals” is used.
The example uses explicit type casting (“(double)”), which is necessary for an
overloaded operator (multiplication).

Beijer Electronics, MAEN832F 35



Internal Tags

• Calculate the area in theValueChangenode:

12.2 Creating an Analog Numeric

1. Open Screen4 for editing. Place anAnalogNumeric object below the set of
sliders for the recipe tags, clear from the rectangle object.

2. Right-click on the analog numeric and connect it to theArea tag.
3. Keep the object selected, selectDecimal forDisplay Format and setNumber

ofDecimals to2 on theGeneral ribbon tab.

4. Use aText object to place an explaining text (e.g. “Area:”) in connectionwith
the analog numeric object.

12.2.1 Calculation Trigger

1. Open Screen4 for editing. Select theRectangle object.
2. Go to theActions tab and selectToggleTag, located in theController group,

from the drop-down list for theMouseDown action. Select theCalc tag.
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12.3 Running Internal Tags Test

1. Run the project.
2. Test to set the sliders to various values. Click on the dynamic rectangle area

and observe the change of theAnalogNumeric control.
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13 Object Browser

Anoverviewof all objects included in a screen can be displayed in theObject
Browser.

Objective:

• Positioning objects in depth
• Locking objects
• Making objects invisible

13.1 Adding a Graphical Element

1. Open Screen4 for editing.
2. Select theRectangle from theObjects group of theHome ribbon tab.
3. Resize the rectangle to fit as background of the group of sliders and buttons.

The rectangle now totally obscures the other objects.

13.2 Using the Object Browser

1. SelectObject Browser from theView ribbon tab.
2. Click theSendobject backwardbuttonwhile the rectangle is selected until

all the buttons and sliders are visible.

3. Click theLockbuttonwhile the rectangle is selected.
4. Try tomove the rectangle on the screen by dragging it.

The object is locked and cannot bemoved. It cannot be selected in anyway.
5. Select one of the buttons and click theVisibilitybutton.

The button is hidden. But if the project is run in iXRuntime, the object will
show as normal.
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14 Multiple Texts

Text objects can be used to display textual information, and can also reflect
changes in controller tags.

Objective:

• Presenting a variant text message that reflects the changes of the calculated area.

14.1 Configuring Texts

1. Open Screen4 for editing. Select theText object labeled “Area:” and click on
theGeneral tab.

2. Click onConfigureTexts in theText group. Connect the text to theArea tag.
3. Add text strings and edit the intervals according to the example below.

With the default setting for the text object,Autosize, there is no need to adjust
the object in order tomake the longest string fit in runtime.
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14.2 Running Multiple Texts Test

1. Run the project.
2. Test to set the sliders to various values. Click on the dynamic rectangle and

observe the change of the analog numeric control. Check that the text is
updated aswell.
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15 Security

Access to objects and actions in the project can be limited using security groups
and user passwords.

Objective:

• Adding user names and setting passwords.
• Setting up login and logout control.
• Restricting access of recipe handling.

15.1 Security Configuration

• Click on Security in theProject Explorer to open the configuration page.

15.1.1 Security Groups

Security is handled by dividing users into security groups. These are configured on
theGroups tab. In this example, the two default security groups,Administrators
andOperators, are used.

15.1.2 Users

1. Select theUsers tab on the Security configuration page.
2. Add a user that belongs to both security groups; Administrators and

Operators.
3. Add another user that belongs toOperators group only.

Note:
The password is converted to asterisks as you leave the password input cell.
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15.2 Login Behavior on Access Denied

A login dialog can be displayedwhenever a user tries to access an object that is
restricted for the user group that the user belongs to.
1. Select theUsers tab, and click the Settingsbutton.
2. Select ShowLoginDialog for action on access denied, andNormal for

visibility.

15.3 Creating a Logout Button

1. Open Screen3 (the background screen) for editing.
2. Place a button next to the “Start Screen” button. Label the button “Logout”.
3. SelectLogout, located in theSecurity group, from the drop-down list for the

Click action.
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15.4 Object Security

1. Open Screen4 for editing.

15.4.1 Administrators

1. Right-click on the SaveRecipebutton and selectAdministrators forSelect
SecurityGroups.

15.4.2 Users

1. Right-click on theLoadRecipe button and selectOperators forSelect
SecurityGroups.

15.5 Running Security Test

1. Run the project.
2. Test tomake sure that it is no longer possible to load or save recipeswithout

logging in, and that the login dialog openswhen any of the buttons are
pressed.

3. Login as Administrator and save a recipe.
4. Test to load a recipe.

The login dialog opens.
5. Login asUser1 and load a recipe.
6. Test to save a recipe.

The login dialog opens.
7. Login as SuperUser. Test to save and load recipes.

8. Log out.
9. Test that it is no longer possible to load or save recipes.
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16 Function Keys

Function keys can be used to performactions and execute scripts. This allows
operator control of data and screen functionality independent ofwhich screen
is active.
Function keys can also be configured as local function keys, whichmeans that they
are applicable individual screens. In this example, global function keys are used.

Objective:

• Programming actions for function keys to change screen, set controller tag values,
recipe management and display the login dialog.

• Programming function keys to execute scripts.

16.1 Defining Function Key Actions

1. Click onFunctionKeys on the Insert ribbon tab.

16.1.1 Show Screen

1. Click on ... underAction on the row for function keyF1 to open the
Propertiesdialog. ClickAdd and select ShowStart Screen, located in the
Screen group, from theNewActiondialog.

2. Click on the row for function keyF2. Select ShowScreen as action, and
Screen2 from the screen drop-down list.
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3. Set up function keyF3 to showScreen4.

16.1.2 Security

• Click on the row for function keyF4. SelectLogin, located in theSecurity
group, as action.

16.1.3 Setting Controller Tag Values

1. Click on the row for function keyF5. Select SetAnalog as action, located in
theController group, and theWeight tag from theSelectTagdrop-down list.
Specify the analog value50.

2. Set up function keysF6 andF7 to control theLength andWidth tags.

16.1.4 Recipe

• Set up function keyF8 to loadRecipe1, and function keyF9 to saveRecipe1.
LeaveRecipe data empty.

16.1.5 Setting Time Zone, Region and
Daylight Saving

• Set up function keysF10 to set time zone, region anddaylight saving. The
action is located in theOther group.

ShowStart Screen
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16.2 Defining Function Key Scripts

Function keys can also be used to trigger scripts.

16.2.1 Area Calculation

Program a function keywith the area calculation for the rectangle object:
1. Click on the row for function keyF11. Select Script viewmode by clicking on

theScript tab at the bottomof the screen.
2. Click on theF11node, anddouble-click on itsKeyDownnode.
3. Calculate the area on theKeyDown eventwith this code:

Using a function key script eliminates the need for the separate trigger tag
(Calc).

16.2.2 Acknowledge All Alarms

Program a function keywith an “AcknowledgeAll” for alarms:
1. Select theKeyDownnode for function keyF12.
2. Type the followingKeyDown event code:

C# code in the script tab:
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16.3 Running Function Key Test

1. Run the project.
2. Test that the defined functions keys (on the PCkeyboard) perform the defined

actions.
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17 Cross Reference

TheCrossReference tool provides an overview ofwhere a specific tag is used in
the current project.

Objective:

• Locating all occurrences of a specific tag quickly.

17.1 Using the Cross Reference Tool

1. Select theMeterAndSlider tag in theTags configuration page, and click the
CrossReferencebutton.
TheCross Reference tool is displayed.

2. Double-click on the first item in the list.
TheAlarmServer configuration page opens on the desktop.

3. Double-click on the third item in the list.
Screen1 opens on the desktop, and Slider1 is selected.
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