Otasuke GP-EX! Chapter 3 Device Monitor Screen

Chapter 3

Device Monitor Screen




Otasuke GP-EX! Chapter 3 Device Monitor Screen

Chapter 3 Device Monitor Screen

3.1 Device Monitor Screen

Device Monitor SCreen ... 3-3

3.2 Lamp Display
Display Lamp ..o 3-5
[Practice] Let’s Display Lamp ........ccoooiiieiiiiannn... 3-7

[Practice] Let’'s Create Lamp to Display 4 States...... 3-10

3.3 Message Display

Display Message ........c.coovieiiiiiiiiiiii e, 3-15
[Practice] Let’s Display State of Device with Message
................................................... 3-17
3.4 Animation Display
Animation Display ... 3-21
Show Picture by Bit ON/OFF .......................... 3-22
[Practice] Let’s Display Changes of Device ............ 3-23

[Practice] Let’s Transfer Data to GP and Check Performance
................................................... 3-25



Otasuke GP-EX! Chapter 3 Device Monitor Screen

Device Monitor
Screen




Otasuke GP-EX! Chapter 3 Device Monitor Screen

/>/) Device Monitor Screen

Inztruction

The device monitor screen displays lamps and messages by monitoring
bits in a device/PLC turn on and off.

1)

2)

3)

4)

l Run Stopped kanu Manu hianu Manu

OQQQQQ

ALto All

Indicate Run or Stop of
P Run Stopped Manu Manu Manu Manu

lines with lamps.
(— See page 3-5.)

Display the operation level
of lines with a lamp.

(— See page 3-10.) W cvel 0 I

Display which line has
been stopped with a
message display.

(— See page 3-15.)

Fun Lewvel

Stopped Line

Open and close according to
changes of the bit addresses.
(— See page 3-21.)
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3. 2

Lamp Display
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/)  Display Lamp

Inztruction

The Lamp feature monitors changes of addresses in a device/PLC and
shows the changes as a lamp.

=

* Procedures of Placement/Setup

e.g.)

Bit Address
M02

1) On the [Parts] menu, Select b REERENEN Screen (S) Help (H)
[Sw|tch Lamp] — [Lamp] » Switch Lamp (2 % Bit Switch (8)

Or click the [Lamp] & icon. [  DataDisplay @ y Wy Word Switch G0
%y Chanee Screen Switch (&)

8 Keypad © 35 Special Switch (F)
& Key (KD ; -
I l a [H_l Giraph (G} | [3) Lamp (L)

2) Drag the range to place the lamp.

a8

3) Double-click the lamp and make
settings.

Lt

Chapter 3 Device Monitor Screen
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Lamp Display Image

The Lamp monitors a bit address or word addresses and shows the changes.

Example of Lamp Display

B> =Ir[c]r

1 \
1 « «: . |
| Extended” in Lamp Feature Settings 1
1 1
: You can set to change lamp displays depending on changes of stored values or states of :
" each bit by monitoring one word address. Up to 256 shapes of states can be changed and |
| displayed. |
1 1
1 : : : 1
1 I¥ Lamp Feature 2>Estended :
: " Bit Address 1
1 <¢Basic |
1 13 11a= e 1 L) n =t n =i 1
1 4 =H [FLCTID00000 = |
1 State Switch Condition | 1
1 |Ehange Condition by D ata j 1
1 Change Condition by D ata |
| Change Condition by Bit 1
1 1
1 1
1 1
\ /
AN o o e e o e e e e e e e e e e e e e e e e e e e e e e e e e e e e rd

Let’s practice on the
next page!
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\/Practice Let’s Display Lamp

Let’s create a lamp to display

On/Off states!

Open the base screen “3”.

<Practice Screen>

i

s Menu Many Many ~ Funbeve

(1) Select/Place Lamp

1) Click the [Lamp] icon on the tool

bar. Q

2) Drag the range to place the
lamp on the base screen.

(2) Select Shape

1) Double-click the placed lamp.

2) Click [Select Shape].
Select each state and click [Open].
Select a desired shape from the
Shape Browser.

If you click [Auto] in the Select State
Window, a shape for the State1 will
be selected corresponding to the
shape of the State0 automatically.

3) Click [OK].

Chapter 3 Device Monitor Screen

[Setup Procedure]
1. Open the base screen “3”.

2. Select, place and set the Lamp.

<Completed Screen>

s(e)=0e <fufElEls sml=8 R EL 0

ALto All A
Stopped Manu

Paits |D
5L_0000 E

mmmmm

Select Shape

# Select State
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(3) Lamp Feature Switch Featolor | Label |

»rEntended

Bit &ddress

2) Click [OK]. PLCIMONTS ~=

] 400}

]
fdan

Auto All A B =
Run Stopped Manu Manu  hanu

Cut (T) Citr [+
Copy (2 Gyl

(4) Duplicate

® Select the placed lamp and display the
short-cut menu by right-click and click [Duplicate].

\i: Duplicate

& ~

@ Make the following settings and Duplication Settings
click [OK]. \
2 Specify Range Set Up Using The Mouse R
[] % Direction 3 2 Pixels Between 2
~ . . 1% Direction 3 Pinels Between 2
[Specify Range] [Set Up Using The Mouse] = =
[X Direction] 6 Copy Dtecton
[Y Direction] Not checked
o oF PE ofF o] o ofid ofid] o[
[Copy Direction]
. Duplicate Commert O Yes @ No
[Duplicate Comment] No
[Automatlca”y Increm ent Add I'eSS] Automatically Increment Addresses
(Enable [1] 5 st /

Q ok@ ][ )Cancel |
2.

_—

@ Multiple lamps are created in the range Auto All A B c B
Run Stopped Manu Manu Manu Manu

dragged by the mouse as shown in the right.

Alto All
Run Stopped Ivlanu Manu Manu Manu

Address Settings: USR0002106 I SR000210] USR0002110

USR0002107 USR0002109
3-8
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Jeniinini * One Point -~~~ ===-=-=-=-=-=-===---= ~

Show Addresses

Select the [View] menu — [Tool Bar] and check [View] to put the [Show Address] @ icon
on the tool bar.

Clicking this icon shows addresses.

@ommon Settines (B} Draw (0}  Partz (B}
[ ork. Space 4 4 L Preview |))| —ESimu

Common Setting

Transfer
i |,,||Q Proiect

i Bl

1 \
| 1
| 1
| 1
| 1
| 1
| 1
| 1
| 1
| 1
| 1
| 1
| 1
| 1
| 1
1 1 Tool Bar (T Standard (M) - 1
| | = Edit-{El B AL N el 100% I
1 . Status Bar (3) View;u‘) | D o~ E Click! S = |
: |' Function Bar (G 2| Draw\_\ L L :
| = — . m B R[noxa OB
: EC“CK to pUt a check mark. jl‘ ’E Baze 1MeruSer.] E L_ﬂ____ Base 3[{Device Monitor Scre 1

|
| 1
| 1
| 1
| 1
| 1
| 1
1 Example of Display on Base Screen 1
| 1
| |
| 1
| b I"\._ |
I ) I
| 1
| 1
| 1
| 1
| Al A |
| 1
: Normally When displaying addresses :
| ]
\ /

N e e e e e e e e e e Y Y Y D _7
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\/F‘ractice Let’'s Create Lamp to Display 4 States

, P
Let's create a lamp [Setup Procedure]

to monitor 2 bit addresses
and show 4 states! 2. Place and set the Lamp.

1. Open the base screen “3”.

Open the base screen “3”.

<Practice Screen>

<Completed Screen>

Select/Place Lamp

1) Click the [Lamp] icon on the tool bar.

@

Q sle)®mie sfufEm]e sEiz 89 et w

2) Drag the range to place the lamp.

Fun Lewvel

gE<>]

3-10
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(2) Lamp Feature

1) Select the [Lamp Feature] tab and
click [>>Extended].
2) Select "Bit Address” and set as

below.

Number of States: 4

State Switch Condition:
Change Condition by Bit
Combination

Bit Address 1: USR0002100

Bit Address 2: USR0002101

(3) Select Shape

# Switch/Lamp

Parts 1D

sL_0m3 =

Comment

Fun Level

Switch Feature

¥ _Lamo Feature

olor | Label |

Chapter 3 Device Monitor Screen

@ »»Entended

(% Bit Address

Mumber of States

" Word Address

| 2¢Basic

State Switch Condition

1)  Select the [Color] tab and click [Select

Shape].

Select the shape of “State0” and click [Auto].

Click [OK].
Select a lamp color of each state.

> 4 33 g |Ehange Condition by Bit Comhmat\onj
= Bit Address 1
TS | | \
Select Shaps Bit &ddress 2
[PLCIMOTA ~|a | \
Bit Address 3
I Il
T e 1 1
Bit Address 4
= | |
Help H) 0K (0] Cancel
& Switch/Lamp 3]
Parts ID Switch Fealure | Lamp Featus Color | Label |
sL_om3 =]
Comment SelctState  [Staed ] AIOFF
Fun Level
Display Color [ 2 | Bk [Hore |
Patten None e
Boder Color [C17 =] EBink [Hore ]

i Select State Window

X

‘ Statel \‘ State? \‘ Stated \

Statel

oK Cancel

2) After selecting shapes, click [OK].

Help H]

3-11
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(4) Label Settings

Enter texts for a label of each state

1
) from “State 0” to “State 3”.

2)

After entering texts into 4
labels, click [OK].

Switch Featurel Lamp Fealure' Colr |

Chapter 3 Device Monitor Screen

= Lt Table
SelectState [State0 | AIDFF
— Font Settings
Font Type lm Select Font | Microsoft Sans §..
Level 0O Text Color Elink.
|0 =l INone j
Shadow Color Elirik.
I- 1 ;I INone j
Background Color — Blink

¥ Fied Pasition [ Tracking

Fiow Spacing IU 3: g =

Copy o Al Cleargl | [ Transparent =] [Hone 7]
Labels Labels

* One Point

'~ ™
| |
: Example of Labels on this practice screen |
. :
1 Lamp Address1: OFF - 1
: State 0 — Lamp Address2: OFF @ 1
|
|
Lamp Address1: ON !
|
I State 1 — | amp Address2: OFF & :
|
|
1 Lamp Address1: OFF 1
: State 2 - | amp Address2: ON ﬂ 1
|
|
|
1 Lamp Address1: ON
1 State 3 — Lamp Address2: ON @ :
\ /
N o o o o o e o o e e e e o e e e e e e e e e e — -

Color Settings

window in the Work Space.
EE T

* Calor

Palette | Color Cods Order -

Blink

" Monachiome

None A

0001 020304 0506 07 0803 1C
i EREOEE0OCmMm”
18~ EEIONENEEEN
32 OEECONEEEER
48~ OOOONEEEEE
B4~ EEEfEEEEEE
a0 ENNDNEpSS
96
2
128~
144~

o mm mm e o mm e e o e e o e e e e

You can also select colors by dragging and dropping from the Color settings

_________________ -
\
|
|
|
|
|
LE Base 1MerwSer.] E E Base 3[Device Monitor Screen) ﬂ‘ |
R R T I
|
When the Feature List !
window appears, select a !
color, drag and drop it. :
|
|
Hane 1
] |
|
|
|
1
/
L d
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3.3

Message Display

3-14
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/2)  Message Display
Instruction
The “Message Display” monitors a specified bit address or word
addresses and shows messages according to the states of the address.

Message Display Image

Message Display changes created messages depending on changes of data and
display. There are 2 types of texts to display; “Direct Input” and “Text Display”.

Direct Input: Displays texts that you enter in the field in the dialog box of the
parts.
The Message Display feature has two action modes, “Bit” and
“Word”. For “Bit”, it changes two messages according to the
ON/OFF state of one bit.
For “Word”, it monitors four lower bits of one word and displays
one of up to 16 messages according to the state.

Image of Word Action

[T
-

4 Lower Bits

No. of used bits in one word address

\Up to 16 messages No. of messages | No. of used bits
2 1
4 2
8 3
16 4

Text display: Calls and displays the specified text.
You can specify the text file number and the start row.

/Text 1 Text 2 Text 3

1: Fremedy for Speed Enar 2 Remady lot Powes Enot 3 Fiema for Clogged Line

Slow dowm the line

speed and remove the
‘ubstacles.Uhen the
works collide, stop
the operation

completely. After

I} Langusge {4501l ] Language | 4501 ]

‘ 1n| zu‘ | 1| a| | m| 20|
R A FERT IR (TR I T I
001 In Revpad Input L Stop the line once 004 Slow down che lane

Language [2sCI

002 speed and remove The

Displays
Text 3.

In this chapter, let’s practice on Direct Input.

3-15
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* Procedures of Placement/Setup

1) On the [Parts] menu, select [Message

Screen (30 Help (HY

Display]. Or click the [Message Display] , Switch Lamp ©
|Con Data Display (00

Kevpad (B}
Kew (K0

Graph (G}
Historical Trend Graph (H}
Data Block Display Graph (L

FEE b m

HE@
=
o
W
1]
[
m
o
=
@
=]
Ty
L
=
-

Alarm (A
Text Alarm (0

&

2) Drag the range to place the message

display.

3) Double-click the message display and
make settings.

Help L1 [T] Cacel

Let’s practice on the
next page!

3-16
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\/Practice Let’s Display State of Device with Message

Let's change and [Setup Procedure]
display messages 1. Open the base screen “3”.

on a message display! 2. Place and set the Message Display.

Open the base screen “3”.

<Practice Screen> <Completed Screen>

Dy ONTOr SCreer

AL
B

E C
anu Manu  Manu  hManu

Run Leve:

(1) Select/Place Message Display

1) Click the [Message Display] icon on the QHQH@H H @HEQHHH 8 §§| ol L oo

tool bar.

Ehﬂ

Stopped Line

2) Drag the range to place the message
display on the base screen.

(2) Basic Settings

Basic ]Disnlav] Calar ]

LB : Display Tex
1) Select a desired shape on the Shape J;nuT:atTH == )
Browser. ’@ %_g][
: Direct Input ~ Test Dizplay
2) Select “Direct Input” for [Display Text], P e
“W(ﬂ*csi:ggggction Mode], and set [Address] — [word -] [PLcTipoooss ~=
to“ |__seesshre |
g J
Help [H] nfuj] | Cancel

3-17
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(3) Display / Color Settings dessaes Disler oy
Paits ID Basid\ | Display :| Colfr
MD_OOOD = (=TarTos @
Commet @ DiectTent € Test Table
MaH ” Stopped Line |
1) Select “Direct Text” for [Text Type] and set e 7 ot e Caee e (2>
[Number of Messages] to “8”. l:fm 1 £
FontType  |StandadFort  v| Size BT

Display

Text
Select Shape Langage 12501 = e Moma ]

Register Message

2) Select each state from State 0 to State 15, ¥ FiredPosiion  fusima
register messages for each.
Alignment
== = Copy Comment | Copytadll | Delete |
\
Help [H) Cancel

3) Select a desired color. A Messsee Dizplay

Pats [0

Moo =

Comment

e Selact State 3‘
4) Click [OK] Text Color =6 | Bink [Noe v

Plate Color - Bk Mo v
Select Shaps Border Calar /7 x| Blink Mone A
Help H] 0K (0] Cancel
— ]

T * One Point "------------- .
1

1
: Example of Message on this practice screen (State: Message: Fg/Bg) 1
! :
: 0: Normal:  Yellow/Blue 4: Line A + B: White/Red 1

1
: 1.  Line A: Black/Yellow 5. Line B + C: White/Red 1
I 2. LineB: Black/Yellow 6: Line A+ C: White/Red :
1
1 3: LineC: Black/Yellow 7: Line A+ B+ C: White/Red :
1 (Blink: Fast) I
! 1
! I
N e e e e Lo o

3-18
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Change part state

On the [View] menu, select [Tool Bar] and check [Change part state]. The “Change part state”
bar will appear.

Selecting a state, you can check and confirm the state display of the lamp or message display
placed on the screen.

BN Common Settings (Y Draw (03 Parts ()
Wiork Space () 4 L Preview |”| ;@SimL

I Tool Bar (T) IILI Standard (N}
Edit (E} Project (E)  Edit (£} View (% Common Settings (B} Draw (D) Parts (B} Screen 45 Help (H)
v | Status Bar (3} =
atuzs Bar 43 Wi () Hblai gﬁt‘i:’s ‘))[@ Edit ]J)“lg Preview ‘))‘@Simulation |))||BETF1
FunctlonElar(Q) Draw(g) Ood| S50 8 & & @ £ 28 @ e X | Yo
% Package () Parts(ﬁ) FA-/MDOO(EEHE 2. g =8 =@
= Hesdsr () [v] mstruction € (= =R e -
eader (H)
B Footer ® [v ] Package 10 [ D000 0dEEddEdEnn |
- Comman Settings (B} )
Zoom () N Editine Ares Tiling
Zoom Box H Chanee part state (3} | |

State 0 (OFF) 'ﬂ Normal
State 1 (ON) |g Level 1

State 2 ... Level 2

State 3 ..o

State 4 ... Line & + B

State 5 ..o Line B+ 0

State 6 ..o I_III':' H 4 |I

State 7 .o

Line 84+B8 +C

B B B B BB 8 B B

State 8

- e e e e M M M M M M M M M M M M M M M M M M M M M M M M M M M M M M M M M M M M M M M M M M M M M M M M M e e e e oy,
— e M e M M M M M M M M M M M M M Mmm M M M M R M M M M M M M M M M M M M M M M M M M M M M M R M e M e e
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3.4

Animation Display
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Lf'") Animation Display

Inztruction

To display animated pictures on a screen, use the “Picture Display”
feature.

|| Animation ||

s ) ) é )
Visibility Animation

Shows and hides an »

object by on/off

changes Of a blt When the specified bit The hidden object

address. isON.. becomes visible.
. J
4 )

Position Animation

Moves an object
horizontally or
vertically by the value

. When a value is written The drawing moves
of a SpeC|ﬁed word to a specified address... within the specified
address. TN
\_ J
. . . ( \
Rotation Animation
Rotates an object by »
the value of a specified
word address. When a value is written The object rotates.
to a specified
address. ..
\_ J
Color Animati ( h
olor Animation
e.g.)
When a value exceeds The color of the placed
a certain value... object changes.
\_ J
S T TTTTTTTTETETmTETETEmEmEmE_E_E__—_—_—_—_E—_———— N
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M Change Picture by Bit ON/OFF

Inztruction

Use “Visibility Animation” of the Animation features.

o
When the specified bit The hidden object
Is ON... becomes visible.

Procedures of Placement/Setup

1) Prepare a picture to be displayed.

L

2) Select the picture and right-click it. Select
[Animation] from the menu.

e ) ey e

Delete (L0 Dl
Select All (L) Citrl+ 4

et as Default (E)
Ghanee Attritutes: W)
Animation (N}

Edit Wertex

L

3) Check on [Visibility Animation] to set.

[reetn ] T

Let’s practice on the
next page!
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\/F'ractice

Let’s display movement
of a pusher on a line!

Open the base screen “3”.

<Practice Screen>

[ 1432 |

(1) Create Picture to Display

Create a picture to display on a
base screen.

* This practice project file
already has a picture of
pushers on the base screen “3”.

(2) Set up/Place Animation

1) Select a picture to display.

2) Right-click it, and the menu will appear.

Select [Animation] from the menu.

Chapter 3 Device Monitor Screen

Let’s Display Changes of Device

[Setup Procedure]

1. Open the base screen “3”.

2. Select, place and set Animation: Visibility
Animation.

<Completed Screen>

o (]
nu hanu  Manu

. Lol 0 |

Run Leve:

Click on the
picture and
select.

Delete (0 Cel
Select &l L3 Citr [+ &

Set gz Defaulh (B
hanee) Atiributes
finimation (N

Editiviertes
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(3) Basic Settings

1) Puta check mark on [Visibility Animation].  [ERR e
P¥Y visibility | N[ visibiity Animation, )
2) Bit Address: v Pesion (51 aderess 3
Set a bit address to be a display trigger. < et | e .

Here in this practice, set © Display when OFF
“[HINTERNAL]JUSR0001001". @ Display When ON @

3) Select [Display When ON].

4) Set other two pushers as well.
Set the following addresses and select

[Display When ON]. C oo )) e
@ [#INTERNAL]JUSR0001002 [#INTERNAL]JUSR0001003

\
! |
1 Addresses used with the Animation feature |
! |
: Bit addresses later than “[#INTERNAL]JUSR0001001” used with the Animation feature are :
| GP internal addresses and used in the logic screen (MAIN). I
1 Please refer to Chapter 9 for the details of the logic screen. 1
! |
| B 8ase ADavics Monkar Screer] 3 i MAIN[URitied) £ 1
! 4 |
! | |
! A oy e [ e 1
- i) -
1 e |
I ‘-‘-w-.i ‘‘‘‘‘‘‘‘‘‘‘‘‘ I
: r':- |
1 i sl m;. ] = :
] =l 1
] Aomesten Mt vt 1
1 . 1
| ! |
1 s =] s |
| 5 Ewce I 1
I 1 Scieen Tie H | Tike Vet End Change. F1 I
l Viarlable Fomal  AGP-3500T ’
\ /

~ -~
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\/F‘ractice Let’s Transfer Data to GP and Check Performance

<Completed Screen>

NRLER

unw
.‘ 0‘

e ® Al A

Run Stopped Manu Mamu Mamu Mamu Run Level

FYYYYY Yo |

Lamp Test

Stopped Line

Lloffdeded-0-]

If you touch the hidden switch on the upper left corner of the screen, the
operation panel will appear.
Operate the screen and check the performance.

Performance check of the logic program

If you click the “Monitor” button on the state bar, you can check the

performance of the GP’s logic program. “!H honitar
Also you can check it in the Simulation feature before transferring.

Please refer to Chapter 9 for the details of the logic screen.

L¥F: FUR AGP-E00T

- e e e e e e e e e e e M e M M e e e e e e e
N e e e e e e e e e e e e e



