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AID Setup Page

Use the AID Setup page to configure and require users to enter
the Agency ID (AID) or password on the Terminal before
accessing the application.

General A0 Setp | Recard | Barcode |

1. Select Check AID to enable the

¥ Check AID

2.  Enter the AID or Password.
Password: [1234

3. Type your own error message or
use the pre-defined message.
4.  Click [OK].

Record Page
See “Step 4: Create the Record File” on page 34.

Barcode Page

Use the Barcode page to configure
the general barcode settings of the
project. Options vary depending on
the barcode type selected on the left
panel.

Bluetooth Page

Use the Bluetooth page to configure
the general Bluetooth settings of
the connect device.
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Step 2: Create Nodes

A node referes to a function or an operation that the Terminal
executes. Architect® supports seven kinds of nodes: Note,
Display, Input, Operand, Program, Transmit, BT Trans. and Link.

Note Node

A Note node allows users to add comments that are shown on
the project window. This node does not affect the project and
is not displayed on the Terminal screen. This node is useful for
adding notes about the project for future reference or
maintenance.

To add a Note node, do the following:

1. From the Node toolbar, click the Note node?= icon.

2. Move the mouse pointer to the project window. Notice that
the mouse pointer turns %,..

3. Click on an area to place the note. The Note screen
appears.

4. Type your comments. To change the font, style, size and
color, click [Advance].

5. Click [OK]. The note is displayed on the project window.

/ NOTE: To move the note, click and drag the node to your desired
\z position.

Display Node

Use the Display node to design text layout and contents to be
displayed on the Terminal screen.

To create a display screen, do the following:

1. From the Node toolbar, click the Display node icon.
2. Move the mouse pointer to the project window. Notice that

+

the mouse pointer turns 6.
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3. Click on an area to place the display node.
4. The Display screen appears.

Display. X

General | Comment Display | Link |

Page Tabs i
See page 19. 24005 2200

Screen window
Click here to add

text.
" Display | 1.0 | secon d
1% finy key to next object

5. On the Display page, click anywhere inside the Screen
window, the Edit screen appears.

Edit ‘X‘

Indicates the X —-x: 185, v:278
(horizontal) and Y
(vertical) position of
the mouse pointer
on the Terminal
screen. The values
change as the
mouse moves
around window.

The Terminal’s

Wl Add Text Status Bar, as
: : it appears on
| the Terminal
Edit screen.
Remove

Text Object

Screen
Window

OK

Cancel

i

<< >
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6. To add text, click [Add Text]. The Text Input
screen appears. Type the text on the Text Data
window and modify the font type, size, and color if
necessary.

_— Select available
Text Data font settings
ﬁ"‘: E:un _j herE.
Font Define I
Type text here. ToxtColor: NI .
L o . _—— Select to modify
font type, size,
cancel and color.
Displays current SN
font Settlngs. imes cws&n;z%nwes em)

Click [OK]. Move the mouse pointer . within the Screen
window and click on an area to place the text.

7. To show other input value, click [Add Object]. Select the
desired object from the box, and click [OK]. Move the
mouse pointer within the Screen window and click on an
area to place the object. The object’s position is indicated

by §.
8. Click [OK] when done.
9. On the Display tab, click either of the following:

« Display in (time) seconds: To specify the amount of time
to display the text.

= Any key to next object: To display the text until a key is
pressed.

10. Click [OK]. A display node is shown on the project window.

12



ARCHITECT® USER’S MANUAL

Other Display Node Settings

Other Display node settings can be changed using the different
tab pages.

Page Tab Description

General Page
Comment Page

Type your preferred node name.

Type any comments or notes for this node. The
information here will not be shown nor affect the
Terminal.

Display Page As described above, tap here to add text to be
displayed on the Terminal.
Link Page Shows and lets you adjust how the nodes are
connected. See “Step 3: Create Links” on page 31.
Input Node

An Input node allows users to select the device source, the
data type, range and initial values of input. The data gathered
from this function can be saved to a record file. See “Step 4:
Create the Record File” on page 34.

To add an Input node, do the following:
From the Node toolbar, click the Input node i icon.
Move the mouse pointer to the project window. Notice that

1.
2.

3.

108[01d MaN e buieal) .

the mouse pointer turns 5.

appears.

Click on an area to place the node. The Input screen

On the Display page, define the prompt message to be

displayed on the Terminal. See page 17, steps 5 to 9.

Drag to adjust the position T T

of the display text and the S

input location i:l. Enter Amount : ‘:‘R:E: o

13
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\z/ NOTE: The position of the input location a} is where the input
text will appear on the Terminal screen when input is finished.

6.  Click the Input tab. Configure the settings then click [OK].
The picture below shows the Input Device page.

Input \z|
General | Comment | Displey  Inpwt | Checkp | Link |
X i —m -Device
Click an item here Srtiing o il
to configure. lostal Valoe e

 Keypad & Scanner

" Date & Time

it
Device
Click Device to select the input device. Options are:
- Keypad

- Scanner: Select to use a scanner as the input source.
Check the “ENTER” to confirm in Scanner to require
users to press the ENT key on the Terminal after
scanning a barcode.

- Keypad & Scanner

» Date & Time: When you select Date & Time, the Format
parameters appears on screen. Select the format you prefer.

Setting

Click Setting to define the data type and its limitations
which is allowed for input. This function verifies the type
of input received from the Terminal and is used to control

14
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the program flow. When the settings are met, the Node
status is set as “True”. Otherwise, the Node status is set as
“Fail”

\z% NOTE: For more information about the link and node status,

see page 31.
Input
(eneral | Comment | Disglay  1pwt | Check up | Link |
Device el
Seting ® Sting " Intger Click the button to select
Il Foluz * Foat o the type of input data.
Eound
[™ Length n
|- s Available parameters here
- may vary depending on the
T Data Type selected.
Lt

- Data Type: Select the type of input data required.

Option Example Description
String a, A, 1a | Alphanumeric characters can be entered.
Float 2.5, Digits with a decimal point can be
12.65 entered. Only a maximum of 6 decimal

digits can be entered.

Integer 54,0 Numeric characters without fractional or
decimal points can be entered
2147483647-2147483648.

Password | ky1212 | A password entry is required.

15
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= Bound: Set the limit of input entry.

Option Description

Length Check the box to enable the set length
ST function, then enter the allowable
. - [ length of characters. This function is
available only for String and Integer.
Range Check the box to enable the set range
% Range function, then enter the allowable range
0 ~ [oom of digits. This function is available only
for Integer.

- Password: Enter the required password here. This
paramater is shown only when Password
data type is selected.

Initial Value

(eneral | Comment | Display  Input | Checkup | Link |

Click to select the
type of initial value
from the list.

Click Initial Value then the box to select the type of value
from the list.

Available options and their parameters may vary
depending on the data type selected.

Initial Value Description
None No initial value is set.
Constant Select this option to enter a specific
i | value.
Yalus 5

16
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Initial Value Description

From Data Node Select this option to set the value of
intid [Fom Dt Node =] another node as the initial value.
Copy Maode >

Lookup File Select this option to set the initial value

Initial

Kephode D =)
Lookup file

from a key node entry or file.

FieldMo [T

Formula Select this option to set the initial value
I from the result of a formula equation.
Vet < Enter the formula after “Variable ="

7. To compare input entries, click the Check up tab

17
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This function compares the input entry from the Terminal to
a field in a file or a condition set by the user. When the
check up condition is met, the Node status is set as “True”
Otherwise, the Node status is set as “Fail”

NOTE: For more information about Node status, see page 31.

The parameters shown on the screen varies depending on
the option selected.

Check up Option Description

Creating a New Project [

None Does not perform the check up
function.
Lookup in file Select this option to compare the input

. E to a field in a record file.

U g Click [Search] to select the file.
e Select the Location in the terminal
Fato| from the list.

Select the Separator among the list.
Enter the Field No. to compare.
Lookup in Record Select this option to compare the input
to a field of a record.
L | Select the record and the field from the
el list.
Condition Define Select this option to compare the input
based on the condition defined by the
Fiol = user.

Enter the condition after “Result = “

Other Input Node Settings
Page Tab Description

General Page Type your preferred node name.

Comment Page | Type any comments or notes for this node. The
information here will not be shown nor affect the
Terminal.

18
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Page Tab Description

Check Up Page | Allows you to enter conditions to compare with the
input entries. See step 8 above.

Link Page Shows and lets you adjust how the nodes are
connected. See “Step 3: Create Links” on page 31.

Operand Node

The Operand node is use to calculate mathematical equations

and compare the results.

To create an operand node, do the following:

1. From the Node toolbar, click the Operand node Zx icon.

2. Move the mouse pointer to the project window. Notice that
the mouse pointer turns .

3. Click on an area to place the node. The Operand screen
appears.

4. On the Display page, define the prompt message to be
displayed on the Terminal. See page 17, steps 5 to 10.

5.  Drag to adjust the position of 23 iy
the display text and the operand | =~ = = =
location #.

108[01d MaN e buieal) .

\z/ NOTE: The position of the operand location icon $ is where the
resulting value will appear on the Terminal screen.

19
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6.  Click the Operand tab. Configure the settings. The picture
below shows the Operand Setting page.

Operand 3

General | Comment | Display  Dperand :Compare\i Link. ‘

I i ] Data Type

Initial ¥ alue

B * Integer
Logistics

" float

Setting

Select whether the resulting value of the operation will be
an Integer or Float.

Initial Value

Click Initial Value then the box to select the type of value
from the list. Available options and their parameters may
vary depending on the data type selected.

Initial Value Description

Creating a New Project [

None No initial value is set.

Constant Select this option to enter a specific
el [T~ value.
Waluz |5

From Data Node
Iriitial From DataMode  «
ooy ety -

Formula

Iritial

W ariable =

Select this option to set the value of
another node as the initial value.

Select this option to set the initial value
from the result of a formula equation.
Enter the formula after “Variable ="

20
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Logistics

Click Logistics then select the operation to perform from
the list. Operations include: addition (+), subtraction (-),
multiplication (*), division (/), or a user-defined equation.

Select operation
— here.

General | Comment | Display  Operand fED |

[ Setting :
I ritial Value Operator |+ [add] =

R * ‘with Canstant [100 —1— With Constant
[ Wit Node Select to enter a
constant value.

With Node
Click here to select the node to use as an operand.

7. To add comparison conditions, click the Compare tab.
Select and define the condition. Options are:
* None
» (Greater than (>)
= (Greater than or equal to (>=)
« Less than (<) i Hode
= Less than or equal to (<=)
« Equalto (==)
* Not equal to (=)
= User Define: Enter a user-defined equation.

Condition | < v

* “with Constant 500

/ NOTE: The result of this function can be used to control the
\z program flow.

Other Operand Node Settings

Page Tab Description

General Page Type your preferred node name.

Comment Page | Type any comments or notes for this node. The
information here will not be shown nor affect the
Terminal.

Link Page Shows and lets you adjust how the nodes are
connected. See “Step 3: Create Links” on page 31.

21
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Program Node

The Program node is designed for users with programming
knowledge. With this node, users can define and execute TPC-
Basic commands.

To create a program node, do the following:
1. From the Node toolbar, click the Program node #H icon.

2. Move the mouse pointer to the project window. Notice that
the mouse pointer turns Sy

3. Click on an area to place the node. The Program screen
appears.

4. On the Program tab, type the Basic commands to execute.

Program
General | Comment  Frooram | Link |

—_— Type the Basic commands

here.

For example, to execute
another node, named GetPrice,
type the command “GOSUB
FN_GetPrice”

For more information about
the Basic commands, refer to
the Basic Interpreter
documentation.

Creating a New Project [

Careel |
5. Click [OK] when done.

Other Program Node Settings

General Page Type your preferred node name.

Comment Page | Type any comments or notes for this node. The
information here will not be shown nor affect the
Terminal.

Link Page Shows and lets you adjust how the nodes are connected. See “Step 3:
Create Links” on page 31.
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Transmit Node

The Transmit node is used to call up remote link while running
an application in the Terminal.

To create a transmit node, do the following:
1. From the Node toolbar, click the Transmit node , icon.

2. Move the mouse pointer to the project window.
3. Click on an area to place the node. The Transmit screen

appears.
4. On the Transmit tab, select the Port and Baud rate.
General | Comment Transmit | Link |
Part: | EEE ~
Baudrate: [115200 |
Cancel

5. Click [OK] when done.

Other Transmit Node Settings

General Page Type your preferred node name.

Comment Page | Type any comments or notes for this node. The
information here will not be shown nor affect the
Terminal.

Link Page Shows and lets you adjust how the nodes are
connected. See “Step 3: Create Links” on page 31.

23
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Bluetooth Transmission Node

The Bluetooth Transmission node is used to transfer data.

To create a bluetooth transmission node, do the following:

1. From the Node toolbar, click the BT Trans. node icon.

2. Move the mouse pointer to the project window. Notice that
the mouse pointer turns “e.

3. Click on an area to place the node. The BlueTooth
Transmission screen appears.

4. On the Bluetooth Transmission tab, select the
Bluetooth Transmission and fill out the file name.

BlueTooth Transmission
General | Comment BlusTooth Transmission | Link |
o - [ ]
T

izt
5. Click [OK] when done.

Other Bluetooth Transmission Node Settings

General Page Type your preferred node name.

Comment Page | Type any comments or notes for this node. The
information here will not be shown nor affect the
Terminal.

Link Page Shows and lets you adjust how the nodes are
connected. See “Step 3: Create Links” on page 31.
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Step 3: Create Links

After creating the different nodes, you are now ready to
connect them to using the Link node. Link nodes control the
program flow. There should at least be two nodes (except a
note node) on the project window to create a link. The
connection flow from one node to another is indicated by
directional arrows.

To create links, do the following:

1. From the Node toolbar, click the Link node "t icon.

2. Move the mouse pointer to the project window. Notice that
the mouse pointer turns ...

3. Click a node (except a note node) then drag the mouse to
another node to connect.

Drag to link Item ID to Warning1.

"= Archit2

"""" I Warning1 I

This link node indicates that after performing -
the display node (Demo Display), the input
node (ltem ID) is activated.

4. Adirectional arrow appears to indicate link.

% NOTE: There should at least be two nodes on the project window to
\z create a link node.

25
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5. To configure link conditions, double-click one of the
connected node to open the node’s page. Click the Link

tab.

Linked nodes are
displayed here.
Tap “+” to
expand the list.

Check to clear —

the Terminal
screen after
performing the
node’s function.

Parameters
Link In

Link Out

Condition

Geressl | Comment | Duplay | ngst |Check up Link

Select condition
option here.

Confiton |\Venly Hode
g e b

¥ P ey

Fal _

Parameters vary
depending on
selected
condition.

Sucosed

¥ Wibe Fieceid [Mecond -1 T~ Check this item
and select the
record to save
data.

Description

Lists the connected nodes that preceed the active
node.

Lists the connected nodes that the active node goes
to after completing its process.

Select an option to set conditions and determine

the next process of the program. Options are:

= Key: Checks the key press from the Terminal.

Click the Keypad textbox

to activate the keypad

window and enter key.

= Verify Node: Checks the node status. Node
status can be: Pass Always, Fail, Succeed.

- Data Input (for Input node only): Checks the
input data.

Condiion -

Input;

Condition:  |[4=0

Keypad:

Type the required data in
the Input textbox.
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Parameters Description

Clear when Check this item to clear the Terminal screen after

leave performing the node’s function.

Write Record | Check this item to save the data to a record file (.txt
or .dat). Select the record from the list. See “Step 4:
Create the Record File” on page 34.

6.  Click [OK] to close the page.

27
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Step 4: Create the Record File

A record is used to save input data. To create a record, do the

following:

1. On the main toolbar, click the New Record &) icon.
2. On the left panel, click Setting.

General | AIDSetup Riecord | Barcods |

Total 1 recard
=l New Recard

Click an option
to view page.

Setting
Field
Separatar
Comment

Record Mame [Record 1
File Name C:\Pragram Files\ ARG
Locaton  [Capalm =]

oK Carcel | ‘

3. Enter the required settings.

Record name
File Name

Location

Type the record name.

Define the file to save the record. The file
should be a data (*.dat) or a text file (*.txt) If
you assign a file that exists in the PC, it will
be downloaded to the Terminal.

Select the location where to save the record
on the Terminal.
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4. On the left panel, click Field. Define the fields of the
record. The screen should look something like this:

Genaral] AID Setup  Fecord ] Balcode]
Totak 1 record Mode List Record Field
= New Record ftem 1D Stock
Stllng = Amount
i |2 ) Click to move
Comment | the items to
\QJ the left or
right column.
Left Column
Right Column
Iv Ovenwrite recard with | gpoek -
Ok | Cancel | ‘
ltems Description
Left Column Lists all the input nodes in the project.
Right Column Move the input nodes to be saved as fields

of the record. The data will be saved in the
same sequence. Use the “Up” and “Down”
buttons to sort the sequence.

Overwrite record with | Check this item to overwrite the specified
record field. If left unchecked, the new data
will be recorded at the end of the file.

5. On the left panel, click Separator.

Select how you want the fields to be separated from the
list. If Length is selected, you need to set the length of each
field.

Genaral] AID Setup  Fecord ]Ealcode]

Tatal 1 record Separator |Length -
= Mew Record
Field Length
Stock g
L t
AAE? Amount 10

Setting
Fisld

29
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6.  For notes and maintenance purposes, click Comment on
the left panel and type your comments on the box.

7. Click [OK] when done.

@ NOTE: To access the Record setup anytime, click the ﬁ icon on the

main toolbar or double-click anywhere on the project window or
click Setup > Record Setting.

30
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Step 5: Compile and Simulate

When the project flow is complete, compile and simulate your
project to check for errors.

Compile the Project

Click the Build . icon to compile. The Output window
appears and displays any errors or warnings. If errors occur,
debug your project. The picture below is an example of an
output window that shows the number and the source of
errors.

d s morved

NOTE: Double-click the error message to directly go to the source
\z/ setting.

When the project is compiled successfully, an application
program is created. When the Output window shows the “0
error(s), 0 warning(s)” message, see picture below, you are now
ready to simulate the application.

31




ARCHITECT® USER’S MANUAL

Simulate the Application

With the Simulator, you can see how the application will work
when downloaded to a Terminal. Users can check the program
flow and match it to the users needs and expectations.
Simulating before downloading saves time for debugging at a
later time.

1. Click the Simulator [ icon. The
Simulator is activated.

2. Toturn on the Simulator, click the
PW key.

3. Click 1, then the ENT key to
run the application.

4. The Terminal screen displays
the simulated application.

5. To close the Simulator, clicka

/ NOTE: /f you enabled the Write Record function, running Simulator
\z will save the data in the record file. The record file will be saved in
the install path \Simulator\.
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Step 6: Configure the Communication Settings

Before you download the application, you need to configure
the communication port settings.

1. On the main toolbar, click the Communication icon.

Communication &‘

Port: |COMI m
Baud rate: |115200 =

Cancel

2. Select the Port and the Baud rate.

/7 NOTE: The Port is where the Terminal is connected to the compulter.
\z The Baud rate set here should match the one set on the Terminal (see
the terminal’s user guide manual).

3. Click [OK] when done.
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Step 7: Download the Application to the Terminal
\zj NOTE:

To download the application, click the +& icon. The TPC
FileManager screen appears. The application is automatically
downloaded to the Terminal.

@ PTFileManager - COM1
| Fle Setup Tool Yiew Window Help

Dlm/=| 2]
B3
5 Ct
[+ %ee Dt

For more information about the TPC FileManager, refer to the
software’s manual.
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Chapter 3: Sample Project

Below is a sample project that generates the total cost based
on the quantity and the amount of an item.

| Architect - [Sample.art] CER
BE Fle Defire Setup Buld Tool view Window Help BE]

eI IR

B3

(2]

X
; [ : ADDCharge
L7 START ? Demo Display Htem ID / ‘

END

| &) il J >
Ready I T

= Demo Display: This is the display screen.

= Item ID: This is an input node. The user enters the Item ID.
If the Item ID entered is invalid, the Terminal will execute
Error ID (display node). The application will start again.

= Quantity: This is an input node. If the ltem ID entered is
valid, the Terminal will ask the user for the Quantity.

= Amount: This is also an input node. After entering the
quantity, the user will enter the amount of the item.

= Total: This is an operand node. This node multiplies the
Quantity by the Amount and displays the total value. If
the total value is less than 500, the ADDCharge message is
displayed. If the total value is more than or equal to 500,
the application will start from the ltem ID node again.
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How to Make This Project

1. Create a display node as the 5
welcome screen. Name it “Demo | seesicerss ol |
Display”

© Display |10 ~| second

4 Any key to nest object

Cancel
2. Create an input node. -
L Name |t “Item ID,: General| Comment Display | ingut | Check ug | Lk | 3
= (Create the display screen. ey

= Set the input settings.The Tnpur )
input value can only be =L ==
between 1-3. B~
7ED'“'nd$é9ié1'f\é
-

3. Create a display node.

 Name it “Error ID”

» On the display page, type “Stock ID error”.
» Set the display time to “2 secods”
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4.

5.

6.

7.

Create link nodes.

Link START to Demo Display. 7Z [
Link Demo Display to Item ID.
Link Item D to Error ID. L=
Link Error ID to Demo Display. oo |

Double-click Item ID and go
to the Link page.
» Select Link out > Error ID.
« Select Condition: Verify
Node = Fail.

2/7 NOTE: The default Condition is Pass Always, thus it is
L unnecessary to change Link In > Demo Display.

Create an input node.

« Name it “Quantity”.

= Create the display text and position the input location.
Create another input node.

« Name it “Amount”.

= Create the display text and position the input location.
Create an operand node.

« Name it “Total’
= Create the display text and position the operand location.
= Onthe Operand page, configure: Data Type = Integer;
= Select Initial Value > Intial = From Data Node;
Copy Node = Quantity.

Ini [From DataNode =
CopyMode [Quantiy -
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= Select Logistics > Operator g -
=* (multiplication); s com] o 0 come . |
With Node = Amount. ket =

= On the Compare page, ®
configure: Condition = <; R E.----h
With Constant = “500’. T
CowihNode [ |

8.  Create a display node.

« Name it “ADDCharge”.
= (Create the display text and set the time.

9.  Create link nodes.

= Link Item ID to Quantity.

= Link Quantity to Amount.

« Link Amount to Total.

= Link Total to ADDCharge.

= Link Total to ltem ID.

= Double-click Total and go to the Link page.

» Select Link Out > ADDCharge > Condition = Verify
Node; Node Status = Succeed.

General| Comment | Display | Dperand | Compare Link |

Condtior: [veriyNode
- Node Status——
© PassAlways
C Fal
 Succesd

10. Save the project.
11. Compile and simulate.
12. Download the application to the Terminal.
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