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/>/) Device Monitor Screen

Instruction

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

o @ ®

1) Indicate Run or Stop of lines
with lamps.
(— See page 3-2.)

ALto
Hun Stopped Manu Manu Manu Manu
2) Display the operation level of

lines with a lamp.
(— See page 3-6.) Run Lewvel
Level O I
3) Display which line has
been stopped with a

message display. Stopped Line
(— See page 3-8.)

4) Open and close according to changes
of the bit addresses.
(— See page 3-12.)
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\/Practice Let’s Display Lamp

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

e.g.)

Bit Address
M02

ol gé

B>tz fedr o IvLE] -

“Extended” in Lamp Feature Settings

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.

v Lamp Feature rrExtended

(" Bit Address (& ‘wWord dddiess

Mumber of States Word Address .@

[« =Id R

State Switch Condition | |
|Ehange Condition by Data j

LChange Condition by Data
Change Condition by Bit

oh T mm mm e e e o e e = e e e e
N o e e o o e e e e e e e e e e e o -
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Let’s create a lamp to display On/Off states.

<Practice Screen>

<Completed Screen>

seooce:  mmm

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

2. Select, place and set the Lamp.

(1) Select/Place Lamp

]
Partz Lamp L3
1) Open the base screen “3”. Type @
2) Select a shape from the Parts Toolbox .I . . '/:\ a|
as specified in the right figure and
drag and drop it on the base screen. £ ¥
Color Blue w
To show the Colors and Parts Picture
ID, click [Basic]. 2

Setting Example

y M onitor Sy

All A
Stopped hanu

o

Fa

-

o~
iy

”~
e

Colars All
Parts Picture |D

Cir_00025_178_OFF

! <<Basic

b

- [P0

Mew Palette Create

Remove
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(2) Lamp Feature Properties 9
Switch/Lamp

Select the placed lamp and set its bit ¥ Lamp Feature

address in the Properties window. Lamp Feature Enable

(Keep the default values on other | Bit Address 1 [PLC1MO115 |

items.)

‘ Packag|g¢j Partz T |F Screen |

(3) Duplicate AULO

1) Select the placed lamp, right-click,
and select “Duplicate”.

All A E Z O
Run Stopped hManu Manu hanu han
Y BTl Ctrl+x

Copy (5 Citr

Duplicate (W)

- Copy Part Shape

7* Duplicata ¥
2) Setitems as follows and click - ~
[OK] g Settreg: \
2 Gpecily Flangs Gt Up Ui The Mousé W
[&]  Drivection: 3 5 [ Fote Betrmen B
Specify Range: Set Up Using The Mouse Az ) Pl Batwoem _
X Direction: 6 Copp Dirsction
Y Direction: Not checked = \
Copy Direction: '
Diupc st Comenent fea Ha
Duplicate Comment: No Auraimaticaly Incromant Addisied
\Automatlcally Increment Address: Enable, 1 P
Q oEil | [ YConed |
Z
v

3) Designate the rage with the mouse, and 6 lamps are now placed in the range as shown

below.

Auto All A =] & B
Fun Stopped Manu Manu banu kdanu

. - O:

A, E [ O
ed Manu_Manu  Manu  Manu

Address Settings:M116 M117 M118 M119 M120

3-4
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Show Address

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 Settingz (B}  Draw (0}  Parts (B}
! ork Space () 4 L Prewview |))| @Simu

| Tool Bar (T} Standard (M R {5

Transfer
Froiect

I 1
! [
! I
1 1
1 1
! [
! I
1 1
1 1
! [
! I
1 1
1 1
! [
! I
! Edit ) 100 = I
1 J|w | Status Bar (31 = e .

! l Function Bar Gy Ven ¥ -] =] i; EE g = [ﬂ :
1 ] = NET E 4 1
P . m B R [1)2xw om
: E:IICK to pUt a check mark. nx | |§ Baze 1(MenuSeor) E |§ Base 3(Device Monitor Scre |
- :
1 1
1 1
! [
! I
: Example of Display on Base Screen :
! [
! 0115 I
1 1
I I‘w I
| h 1
! I
1 1
1 1
! [
! &d m| 1
1 1
1

| Normally When displaying addresses :
1 I
\ /

N .~ e e e e L L _
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‘/Practite Let’'s Create Lamp to Display 4 States

Let’s create a lamp to monitor 2 bit addresses and show 4 states!

<Practice Screen>

<Completed Screen>

sevoce: [mmm

[Setup Procedure]

1. Open the base screen “3”.

2. Place and set the Lamp.

(1)Select/Place Lamp

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

2)

Drag the range to place the
lamp.

(2) Lamp Feature

1)

2)

Double-click the selected lamp.

On the dialog box, open the
[Lamp Feature] tab and click
[>>Extended].

Select “Bit Address” and set as
below.

Number of States: 4

State Switch Condition:
Change Condition by Bit
Combination

Bit Address 1: M110

Bit Address 2: M111

i SmitchiLamp

Help i)

© |

Fun Level

(o]

@ »»Extended

CE D)
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(3) Select Shape

1)  Open the [Color] tab and click [Select
Shape].
Select the shape of “State0” and click
[Auto]. Click [OK].
Select a lamp color of each state.

7 Gelecl Slate Window

&/
2)  After selecting shapes, click [OK].
K amp 5 rra
(4) Label Settings e i I
= [ranct Test 1 Tiest Table
@ SelectStwe [Sland  v] MOFF
Fork Settings
1) On the Label tab, enter text for the Ford Ty Jimage Fore =TT Seiect Fort | Mrosot Sor 5. ]
label of each state from “State 0” to
“State 3”. v Teat Gk Bk
[ =] [Hoe =]
Sy ol Bk
2) Click [OK] to finish the settings. =" 2 | [ |
Oschground Cakey  Hink
':'f;,'i” m [Tl-!l:-uaul' ;l | 4 ;I
W FuedPostion
Rowspcen [ 8 E[E] 3| mi

Pt * One Point == =-==-=----- N
Example of Labels on this practice screen
Lamp Address1: OFF
State 0 — Lamp Address2; OFF

Lamp Address1: ON F "
State 1 > [ amp Address2: OFF SR

Lamp Address1: OFF
State 2 — Lamp Address2: ON =E

Lamp Address1: ON
State 3 —  |amp Address2: ON
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\/Practice Let's Display State of Device with Message

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 LT

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

¥ Py xS o B e § Sy e L L
L [1:51 ] Vi [ K] Larsguingm [

fictu il Lisuatio it (B b [ Al
Th Kegped Jiguit WL Tiop the Liss ssce L # Binw

ERE

Displays
Text 3.

T

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

3-8
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Let’'s change and display messages on a message display!

<Completed Screen>

<Practice Screen>

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

2. Place and set the Message Display.

(1) Select/Place Message Display

Elhﬂ Stopped Line

1) Click the [Message Display] icon on

the tool bar. @

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

(2) Basic Settings

#* Message Display

1) Select a desired shape from the Pasts I _ Bosic | Diiny | Coke
Shape Browser. — H T ~N 2

Direct Ingut  Toaoat Dnipplery

Action Mode fuddies
(e} - A -
T wined El| ([PLCY po0ces ==

2) Select “Direct Input” for [Display Text],
“Word” for [Action Mode], and set
[Address] to “D68”. Help H) Ok ) Cancd
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(3) Display / Color Settings

Pas 1D : [t Dlaplar ||
:'L':::I ) ':r:-:'rlc-c ™ T Taie @
1) Select “Direct Text” for [Text Type] and set e (2
[Number of Messages] to “8”. i il -
2) Select each state from State 0 to State 15 I e
and register a message for each.
AE""; 3 Copy Conment | Copyiodd | Delets
| EEal . Lowe]
[ = [ Corcel |

3) Select a desired color.

4)  Click [OK].
_ Mo | . [T Carcal j.

Example of Message on this practice screen (State: Message: Fg/Bg)

!
1 1
1 1
1 1
1 1
I 0: Normal: Yellow/Blue 4: Line A + B: White/Red :
1
1 1: LineA: Black/Yellow 5: Line B + C: White/Red 1
1
: 2: LineB: Black/Yellow 6: Line A+ C: White/Red 1
I 3: LineC: Black/Yellow 7: Line A + B + C: White/Red :
: (Blink: Fast) |
\ ,'
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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.

%N Common Settings (R)  Draw (D) Parts (P2
Work Space ) ¥ | Preview |3 sim:

I Tool Bar (T Ilﬂ Standard (N}
Status Bar (5 Edit (E} Prepst l.f_:l Edim (f)  Wism Q) Comendn Sattnge () D [0 Parte A Soreen GF  adp 0
- View @ g S (@R en ) ereven 22 isimuision 2>/
FunctionElar(Q) Draw(g) DoO| 30 D6 MM £ L 0@ x| o
@ Packags () Parts(ﬁ) JAl Fe000 -  EEE =-7-F- 8 =-i
7 Header () Tnstruction F) El g‘ o4 4 o P ..
B Foor © (] Packese w LTI EETEE T TN
- Comman Settings (B}
Zoom () ¥ Editine Avea Tiline @
Zoom Box I| Chanee part state (3 |

— e e e e mme e REm M M e REm MEm M e MEm MEm M e REm MEm M M REm Mmm M M Mmm MEm M M Mmm MEm M e Mmm MEm M M Mmm Mmm M e Mmm Mmm M e Rmm Mmm M e Mmm M M e M M e ey
o e e e e M M e R M M e Mmm M M e Rmm MEm M e Rmm Mmm M e Mmm M e e Mmm M M e Mmm M M e Mmm M M e Mmm M M e Rmm M M e M M e e e e e

[l state 0 (OFF) E Normal
Kl state 1 (ON) |g Level 1
H state2 ..o, Level 2
El state3...........
B Stated ..o
H state5...cooooo,
B state6 ...oooooooooee
H state7 .o,
E] states
. L >
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\/pracﬁce Let’s Display Changes of Device

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

<Practice Screen> <Completed Screen>

[Setup Procedure]

1. Open the base screen “3”.

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

(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

. ) - Click on the
1) Select a picture to display. picture and
> select.

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

Select [Animation] from the menu. L el s o

Select All (L) Citr |+

Eet s Defaulb (B
Ehatiee Attebutes
Animation (A

Edit Wertex
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(3) Basic Settings

1) Put a check mark on [Visibility Animation].

P bty | 7] Visliy Ausnaiax
2) Bit Address: + &9 Poskn T Addess v
Set a bit address to be a display trigger. © floen TR S
Here in this practice, set P —— -~
“[MINTERNAL]JUSR0001001". {53 Dissplay hwon ON

3) Select [Display When ON].

4) Set other two pushers as well.
Set the following addresses and select
[Display When ON].

| Heeml | ( oL@ |) Cawa |

@ [#INTERNAL]JUSR0001002 [#INTERNAL]JUSR0001003

in the Simulation mode.

Check the performance> —ll| Simulation

Or F12 key

4 )

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.

LN ]
. .‘

IIIIllllllllllllllllllll-x

onannoon
i
EEEESEEE
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Animation feature

To display animated pictures on a screen, use the animation feature.

|| Animation ||

Visibility Animation

Shows and hides an

»

. [ ]
object by on/off &
changes of a bit When the specified bit The hidden object
address. is ON_. becomes visible.
\_ J

Position Animation

Moves an object
horizontally or
vertically by the value

‘e When a value is written The drawing moves
of a specified word to a specified address . within the specified
address. =
\. J
4 )

Rotation Animation

Rotates an object by § »
the value of a specified

o T mm e e e o mm Em mm e e e e o e mm e e o e e e o e M e e e e e M e e e e e e e e e e e e e e e ey,
S e e e e e e e e e M mE e Rm M M e REm MEm M e REm MEn e e REm Mmm M R Mmm Mmm e e Rmm M e R Mmm M e M Rmm M e Mmm Mmm M e e M M M e e P

word address. When a value is written The object rotates.

to a specified
address. ..

\_ J

4 )

Color Animation
e.g.)

When a value exceeds The color of the placed
a certain value. .. object changes.

\_ J

\ /
~ 4
~ -
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4 )

Addresses used with the Animation feature

Bit addresses “[#INTERNAL]JUSR0001001” and after used with the Animation
feature are in the USR Area, which is the GP’s internal address area, and
used in the logic screen (MAIN).

Each address can temporarily store data handled internally. Also there is
internal addresses called the LS Area.

For the details of these internal device addresses, see GP-Pro EX Reference

Manual.
“Appendix: A 1.2 Communicating with a Device/PLC Using the Direct Access
Method”
GP Internal Device
[#INTERMAL]
LSO USRO
1 GP
[LS] [USR] y
Area Area
LS9999 USR29999

The performance of the logic program can be checked in the Simulation
feature. Opening the I/O View in the Simulation mode allows you to see how
the screen and the logic program interlock with each other.

o
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