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Geo. T. Schmidt, Inc. License Agreement
Use of the software indicates your acceptance of the following License Statement, Disclaimer of
Warranty, and Term of License. This statement shall be interpreted, construed and governed by
the laws of the state of Illinois.
License Statement
The StyleWrite/Style97 software license is a “Single Location” license. You may:
a) Use this program on one (1) machine System only.

b) Copy this program onto another disk, for back-up or safety purposes only.

c) Transfer this program with the machine, to another user, as long as you
transfer all copies of the program as well.

You may not:

a.) Use, modify, copy, or transfer the program or any part thereof, except as
provided above.

b.) De-compile or disassemble the code for the program, for any purposes
whatsoever.

c.) Modify the code in any way, except with explicit written agreement from
Geo. T. Schmidt, Inc.

d.) Use this program on any sharing or network system.

e.) Rent or lease this program to or from any other party.

Disclaimer of Warranty

Geo. T. Schmidt, Inc. has made every effort to provide error free software, however, software
discrepancies may inherently exist. You must be aware that the software is sold “as is”, without
any warranty of any kind. Geo. T. Schmidt will not be held liable for any consequential damage
or omissions because of the program.

Term of License

The license is effective until terminated. You may terminate this license at any time by
destroying the program and any copies, partial copies, or copies in any form, of this program.

IF YOU TRANSFER POSSESSION OF ANY COPY OR PART OF THIS PROGRAM, EXCEPT IF
TRANSFERRED WITH THE MACHINE, OR IF YOU FAIL TO COMPLY WITH ANY TERMS OR
CONDITIONS OF THIS AGREEMENT, YOUR LICENSE IS AUTOMATICALLY TERMINATED.

You agree upon such termination to destroy the program with all copies in any form.
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Chapter 1
INSTALLING THE SOFTWARE

This chapter explains how to install the software and the (optional) 1/O card.

TO INSTALL THE SOFTWARE FOR StyleWrite: £ Hew Office Dozment

1. Start Windows. = Open Office Documert
o : : 113 2 . @ WII"IZID
2. Insert the StyleWrite diskette into the “A:” drive.
3. In Windows 95/98/2000,Windows NT 4., click the Start | =) =°3™ §
= Documents L4
button, choose the Run command, type a:\setup in the 5 Settings »
Run dialogue box, and click OK . g Eind "
Help
4. Follow the on-screen instructions to complete the m
installation of StyleWrite. 63 Eiect PT
':é} Shut Do,

Run I

1 Type the name of a program, folder, or document, and
wwindowes will open it for pou,

The installation program will create a directory called Style97 on the “C:” drive of the
computer. All required files and subdirectories will then be copied to this directory. .
The Style97 sub-directory stores all the StyleWrite program and data files.

After installing StyleWrite into the Style97 sub-directory, use the control box installation
disk, which will copy the Style104.exe file in that directory. This starts the program in
the controller and allows it to communicate with the digital I/O card.

If the control box with integral floppy is supplied, intstall the software contained on the
controller installation disk. This disk will transfer in the autoexec, font and logo files, as

well as the Style104.exe program.




INSTALLING THE 1/0 CARD (APPLICABLE TO OLDER
MACHINES)

The I/O card is required for the older controls, where a PC 104 is not included in the
control box. For later (April *98) control boxes, this card may not be required, unless a Z-
axis machine is used.

The I/O card is used by the STYLINER to control the X,Y motors and additional I/O
which is available with the system. The card requires a half-length 8 bit slot.

The switch settings should not need to be changed unless other cards are added to the
system.

23456 7X ON OFF
O0goOopoOo go
WalRAaE | eeqopee qo
9876 5432 INTERRUPT WAIT STATE

I/0 ADDRESS (300 HEX)

If you add additional cards, confirm that no other I/O devices occupy the address
range of the 0x300 to 0x308, or hardware conflicts may occur. Only Interrupt S is
used by the CIO card. If you experience any problems, remove the additional cards
and verify the addresses of all the cards in the computer.

If hardware conflicts occur, contact the Geo. T. Schmidt technical support staff at:

Service Dpt.: 1-800-232-1332




TO INSTALL THE 1/0 CARD (if required) ON THE COMPUTER:

1. Turn off the power.

2. Remove the cover from the computer. Be careful not to dislodge any of the cables

installed on the boards in the computer as you slide the cover off.

3. Locate an empty ISA expansion slot in the computer.

4. Push the card firmly down into the expansion bus connector and install the hold-down
screw. (Ifthe card is not seated properly, it may fail to operate and could cause
damage to the computer)

5. Carefully replace the computer cover.

6. Connect the 37 pin D-shell cable from the control unit to the connector located on the

rear of the I/O card.
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PROGRAM FILES

To better organize the various files used by the StyleWrite program, several
subdirectories are employed. The main program directory that contains the operating

files is C:\Style97. Under this directory are subdirectories that contain HPGL logo files
and font files.

The additional files that you will use will depend upon your particular marking

applications. A sample screen is provided below. The actual file names may deviate

from what is displayed.

open R
Subdirectories Laak, i | 23 Style97 =
1 hi Flstyietng
\—b 1 5ch Stylea?
28] Bi.dmp
= Bi

8] DelsL1.isu
o8] Delsl2 jsu

Flogame: | [ geen |
Files of bppe: I.fi‘-.ll Files [%.7] j Cancel I
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Chapter 2
RUNNING THE PROGRAM

This chapter explains how to start the StyleWrite program, create a file, and make marks.
It details how to mark straight text, radial text, and logos. It also covers incrementing
mark text functions, marking date codes, setting COM ports and prompts, transferring
data files, and defining program functions such as inputs, outputs, and delays.

STARTING THE PROGRAM

TO START StyleWrite:

1. Click Start from the menu bar at the main Windows screen.
2. Choose Programs, move the mouse to Style97, or StyleWrite

and click on it. (Or, make an Icon on the Desktop, for more convenient access)

b @ Accessories
Odbe b
iz ! f@ Startup &
i @ Settings 3 & Command Prompt

A= {5} Stled?
= @ tind : Eﬂ Stylewnite

3 Windows NT Explorer

&) Admirishative Took [Common]  »
Adobe dcrabat b
Rockwell Software 3
Startup b

Click Start to begin.

—




CREATING AND SAVING A FILE

TO CREATE A FILE:
1. Click the New button, El

or click File and select New from the drop down menu.

B Edt Setwp Wiew Help

] Chrl+M
Open..; Chrl+0
Save Chrl+5
Save Az

|mport »
Dpen Datafile...

Cloge Datafile

1 C:AStle97\table\matrix. sow

2 hll buffer and empty it zcw

3 zenialteste. sow

4 zenaltest socw

E xit

A blank screen will appear. At this point, the file should be saved with a descriptive

name that the user can identify.

| Eile Edit Setup Yiew Help

=] o] alz =|

Hew Chil+
Opern... Chil+0
Save Chil+5
Save Az

Import 3

Open Datafile.
Close Datafile
Fecent Eie

E =it

ot

NOTE:

I=| Bl Aal<z] [smrex =] [o250 = |
| 3 &

=
P e e e

At program startup, a New screen will appear automatically. The New

function can be used to start a new document when another document is already in use on

the main screen.

13




TO SAVE A FILE:

1. Click the Save button, EI B Untitied - StyloWrite

‘o
ik

or click File and select =

Save As from the drop down menu.

Imy
2. Type a file name into the File Name field on the Save As screen. u;:lam_
Cloze Dalatie

(Long file names can be used) 1 € \GiyheaT st sl et
£ il bifter and emply £ o

3. Select the desired subdirectory and click Save. 3 seriokest2 scw
A seniakesl fow

Ew

Save Az 21
Save in: I 25 Styles7? _:_l EFJ e
Subdirectories <t;q ki E Shyle104
15ch Styled?
|E7| Bidmp
= Bi
DeelsL1.isu

|| DelsL2.isu

Type in file name here.

Flogare: | [ see |
Save as pe: Ifl'all Files [*.7] ﬂ Cancel |

StyleWrite allows the use of long file names. It is not necessary to add a file extension to

the filename. This action is performed automatically by StyleWrite.

14




OPENING A FILE
TO OPEN A FILE:

B Unbited - Styiewiile

. = B e e Yiew Hen
1. Click the Open button, | E’I i — .
T | Open (0 |
or click File and select Open from the drop down Sar Ciles
Saefis
menu. It !
Or, click directly on the file name shown. Chosn Dt
\ 1:_15%%3:-
2. Select the desired directory and click b
4 serishest,
on the file name to be opened. Bk —
3. Click Open on the dialogue box.
open T g |
Look in: | i3 Styled? j ﬁl IE— 5=
ki Fstule1ns
15ch Styled7
[=#] Bi.dmip
_ ™1 Bi
Open dialogue box Delsl1.isu
s8] Dl 2 isu
(Your screen may look different)
File: narme: I Open
Files of type: IAII Files [*.7) _:] Cancel |
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EXITING StyleWrite
TO EXIT:

1. Click File and select Exit

Edit Setup Wiew Help
from the drop down menu. =

e Chrl+M
. Open.., Chel+0
(Your screen may look different) Save Cilss
Save As.
Import 3
Open D atafile..,

Close [ atafile

1 CASleS7htablebmatrix sow
2 fill buffer and empty it scw

3 zenaltest? sow

4 senaltest scw

E

16




MARKING TEXT

In order to input text into a marking sequence, the Mark Text

function is used. Within the Mark Text function, there are a

) Jew funchion k :
number of parameters that the user can define to customize Al o

Mew Y ariable. . Buffer
the appearance of the mark. - Diatafile:
LB
5 Drelay
= Get Variable
TO MARK TEXT: REEE
E it [F M ode
1. Click the Mark Text button, |ﬁj : Irput
. Al bt atris Mode
or click the right mouse button and select Rt AT e
Mark Text from the menu. After selecting Mark Text, Mark Lago
Critpat
“abc’ will appear on the screen. Path
2. Click “abc” with the mouse cursor such that a selection ?uLTa"able
aple
box is drawn around the edges as indicated in the figure
below.
BB Untitied - Stylewiite - [5]

File Edit Setup ‘“iew Help
DB 2= of s|e] 2]a] =|=|=]| Bla|E] [smrex =] o = ‘

R ﬁ :;Zt MarkTest l]_n_hl.l.l.|.|.I.;I.|.|.I.|.|.|.I.E|.|.I.|.|.|.I.§|.|.I.|.|.|.I.|'.1|.I.I.|.|.I.I.ﬁl.|.I.I.|.|.I.ﬁl.l.I.|.|.I.I.|?|.I.I.|.|.|.I.|B.|

1

M

abc

o E-9 w

[=r}

-

Ready |Ready | oot 0 2 Do WP DM [Bv00e7i17en
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3. Double-click “abc¢”, and the Mark Text dialogue box as shown in Figure 2.1 will

appear on the screen.

Figure 2.1: Mark Text Dialogue Box

Mark Text | %] I
Fant |Sim|:u|e:<

Enter text for the mark.
Tent Il bc
Height |E| 251 Hbzpect |1.001
W |u 0o 0.0

Wﬂ !

i 4.001] z 0o
Fotate | . Radiuz 0.0
i+ Fixed € COM Port Justify
T Increment " Diata File !Left vi
™ Date Code ™ Prompt
Farrmiat |

Q. I Cancel |

From the Mark Text dialogue box, there are a number of fields that may be selected.

Explanations for each field are provided below.

Font: The type of font used to produce the Scroll bar characters.

To view the choices, click the scroll bar and select the desired font.

X,Y: Determines the location of the bottom left hand
corner of the text. s
o7
Text: The text field is used to enter the desired text for the mark. ﬁ?’q‘ig‘T
Radius: Determines the curvature of the arc for the text, or the size of a gﬁﬂﬂ&

part being indexed, when INDEX is selected in the JUSTIFY box.

18




Justify:

Height:

X Aspect:

Rotate:

W Axis:

7. Axis:

The justify field determines how the text is

positioned relative to an X,Y point. Lef v
.. . . Center
Center justified is centered on the XY point Inde

and extends equally in the left and right directions. E;Erlmal

Index justified text involves the addition of the W axis for marking a
round part.

Left justified text starts at the X,Y point and extends to the right.
Right justified text ends at the X,Y point and extends to the left.

Vertically justified text starts at the X,Y point and extends downward.

The height determines the size of the characters in inches.

A height of 0.0 inches will appear as a dot on the screen.

The X aspect is used to adjust the width of the text. This aspect will adjust
the size of the character, as well as the inter-character gap. A value of 1.0
will produce a normal aspect character. A value of 2.0 will produce a
character of twice the normal width. A value of —1.0 will produce reverse

characters.

Specifies the direction of the text. Rotation is measured in degrees in the
counterclockwise direction. A value of 90 will produce a mark directed
vertically downward.

The position of the W axis.

The position of the Z axis for this Mark Text sequence.

When all of the information has been entered, click OK. The mark will appear on the

screen with the specified parameters. A Mark Text sequence is required for each line of

text. The above parameters can differ for each line of text created.

19




RADIAL MARKING

Radial marking is used for marking characters on the arc of a circle.

TO RADIALLY MARK TEXT:

Mewvs function... # Background
Mew Wariable. .. Buffer
ik [ratafile
iy Del . .
Copy B 1. Click the Mark Text button, | ot | or click
Easte :
e If Mode .
el It the right mouse button and select Mark Text
"3 [T ] t atri= Mode .
Mark Tt from the menu. After selecting Mark Text,
ktark Logo
O 4 .
s “abc” will appear on the screen.
Put W ariabils
T able

2. Click “abc¢” (actually “Radial Mark” is already shown below) such that a selection

box is drawn around the edges as indicated in the figure below.

o Untitled - Style97 |5 ]
File Edit Setup “iew Help

D] 4[z=E] o] =8| &2

=| |lA|S| swrex = o & |

4_I]_|.|.I.|.|.|.I.|1|.|.I.|.|.I.I.|?|.I.I.|.|.|.I.I.3|.|.I.I.|.|.I.|'.1|
3t o o o
- el A
= =] =]
= Q—O <
= o o s
22
12
0
Fieady | [®r51022B31

20




3. Double-click “abc”, and the Mark Text dialogue box

will appear on the screen.

4. Enter a value for the radius of the arc in the Radius field.

Mark Text E
Fart |Simple:<

Text lHadial Text

Height ID.25‘| Hdzpect {1.003
by 0.001 L n.o

Y Id.DEﬂ z 0.0
Rotate IU-D Radius
i i

117 I

i+ Fized .JL.IStif_l,l
C Datafie  [let 7]

" Prampt

Farrnat |

Specify the desired radius size.

(1] 9 I Cancel

From the Mark Text menu, there are a number of fields that may be selected.

Explanations for each field are provided below.

Radius: Determines the curvature of the arc. The radius is measured from the
center of the arc to the center of the character. A positive value of radius
will mark the characters in a convex arc, with the bottom of the characters
nearest the center. A radius with a negative value will mark the characters
in a concave arc, with the top of the characters nearest the center. If the
radius is larger than the marking field, it may be necessary to make the X

or Y positions negative.

21




Font:

X)Y:

Justify:

Height:

X Aspect:

Rotate:

7. Axis:

The type of font used to produce the Scroll bar L

characters. To view the choices, click the

scroll bar and select the desired font. -W_E
59
IMST
Determines the location of the mark. gﬁ;ﬂg
For Right, Left and Center justified marks,
the XY values determine the center of the radius.
The justify field determines how the text is Lef -
positioned relative to an X,Y point. ey
Center justified is centered on the X,Y point

and extends equally in the left and right directions.

Index justified text involves the addition of a third axis for marking a
round part.

Left justified text starts at the X,Y point and extends to the right.
Right justified text ends at the X,Y point and extends to the left.
Vertically justified text starts at the X,Y point and extends downward.

Determines the height of the characters in inches.

The X aspect is used to adjust the width of the text. The aspect will adjust
the size of the character as well as the inter-character gap. A value of 1.0
produces a normal aspect character. A value of 2.0 produces a character
of twice the normal width. A value of —1.0 produces reverse

characters.

Determines the direction of the mark. Rotation is measured in degrees in
the counterclockwise direction. A value of 90 will produce a mark

directed vertically downward.

The position of the Z axis for this Mark Text sequence. (Optional)

22




W Axis: The position of the W axis for this Mark Text sequence. (Optional)
When all the information has been entered, click OK. The mark will appear on the

screen with the specified radius and in the location designated by the X,Y (and Optional
W, Z ) coordinates.
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INCREMENTING MARK TEXT

A numeric value can be used in the Mark Text sequence to mark parts that
need to be serialized. This is useful for simple serialization when the serial
number 1s incremented by a fixed value each time. For sophisticated
serialization methods, incrementing a simple value in this manner is not

practical.

TO INCREMENT MARK TEXT:

1. Double-click on the text such that the Mark Text dialogue box appears on the screen.
2. Select Increment from the list of field parameters on the Mark Text dialogue box.

3. Enter the initial value into the Text field.
4

Enter the incrementing value into the Format field.

Mark Text
Fant lSimpIe:-t ;}
Insert initial value here. T ’lnnnnm
Height IEI.25 ¥ Aspect |1.EI
5 |3.243 W ID.D
v I2.._"'3'| = ID.D
Rotate IU-D Radius IU-D
" Fised " COM Part Justity
Select Increment. B fncramert C DataFle  [Let =]
" Date Code " Prampt
Insert incrementing value here. meat’p
0. I Cancel |

When all the data has been entered, click OK. The initial value input into the Text field
will appear on the screen. Each time the mark sequence is executed, this number will

increase by the defined increment.

NOTE: To retain the value of the variable for the next marking session, the file must be

saved before exiting. This can be important for serialized parts.
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MARKING DATE CODES

Date codes can be marked on parts for tracking purposes.

TO MARK DATE CODES:

1. Double-click on the text such that the Mark Te xt dialogue box appears on the screen.
2. Select Date Code from the list of field parameters on the Mark Text dialogue box.

3. Enter the desired date format into the Format field.

Mark Text I

Forit iSimpIe:-c

Tew  [OCTOBER 301357

Height [0251 | HAspect [1.001
% ]E?_a?— W 0.0
- BEEIN 0.0

Fatate Ir B adiuz 0.0

Select Date Code field. :
" Fined © COM Port Justify
' Increment " DataFile iLeft vI

&+ Date Code " Prompt

1111 I

Enter date code format.

FDrma? !mmmm dd pyyy

Cancel

d

When all information has been entered,
click OK. The date code will appear on the screen in the format selected. The current

date is displayed automatically.

On the following page are the various date code format translations that can be combined

to customize the style of the date to be marked. The following examples indicate the date
code format translation used, and the resulting date code mark.

Some text can be added to the Format box and will appear with the date code on the

screen, and will be marked.
(MM/DD/YYYY Text Marked = 10/23/2000 Text Marked)

“MMM-DD-YYYY” = “FEB-06-1998”
“YYWW” =“9806”

25




“YYJJJ” =98037”

Following are Date Code Format Translations:

Year: “YYYY” =1998
“YY” =98
GGY” :8
Month: “MMMM” =FEBRUARY
“MMM” =FEB
“MM” =02
C‘M” :2
Day: “DDDD” =FRIDAY
“DDD” =FRI
“DD” =06
‘CDB’ —
Hour: “HH” =02
C‘H” —
Minutes: “MM” =09"
Seconds: “SS” =45
“AA” =AM or PM
“A” =A or P
Week: “WW”» =06
Day of Year: “JIr” =037
“1J” =37

The time format can be specified as a 12 or 24 hour format. If the designator “A”
appears after a time format, the 12-hour format will be used. If it is not found, the 24-
hour format will be used.
NOTE: e “120r24
e B Must have a “H” or “HH” in front of it.
e The date code reflects the current status of the computer’s time and date
settings. To change the date, the settings must be changed in the
Control Panel of Windows.® Or, click on the clock in the start menu.
Note: The clock in the control box will be automatically updated when the
box is initialized by the host PC.
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SETTING THE COM PORT
The COM Port field of the Mark Text dialogue box is used to set the

parameters for the use of non-standard communications ports.

TO SET THE COM PORT:
1.

hardware

Double-click the text such that the Mark Text dialogue box appears on the screen.

2. Select COM Port from the list of field parameters in the Mark Text dialogue box.

Mark Text I
Fornt ISimpIe:-c ;i
-
Height |0.251 # Azpect |'|.EID'|
e lD.EID'I W ID.EI
i id.EID'I i |D.EI
Ratate !D-U Radiuz |':|-':'
//T‘:Fi“ed/'r" LOM Port  Justiy
Select COM Port. Increment " [ata File !Left "I
(" Date Code " Prompt
Farrmiat |
(] I Cancel
3. Click OK.
4. Click Setup and select Aux Port from the drop down menu. Eile  Edit Yiew  Help
. . . 24 M achine
The Aux Port dialogue box will appear as shown in D=l A
Field
Initialize
Home

Figure 2.2 on the following page.

Figure 2.2: Aux Port Dialogue Box
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Aux Port

Port m
Baud | gE00 - l

Length T
Parity ' MNone
RTS | [REE
OTR [ On
ECHO [ On
ok

" Qdd

Cancel

5. On the Aux Port dialogue box, select the correct settings for the external

Communications device, and click OK.

At this point, the computer is configured for external communications. All of the

parameters of the transmitting and receiving devices must be set to the same value to

communicate properly.

For internal mode, the port on the Host Computer is used.

For external mode the port on the Control Box is used.

* Refer to Chapter 9 for information on formats and delimiters.
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TRANSFERRING DATA FILES

Within the Mark Text dialogue box, the Data Files parameter may be selected in order

to retrieve data for input into a marking sequence.

TO TRANSFER DATA FILES:

1. Click the Mark Text button and “abc’ will appear on the screen.
2. Double-click “abc” such that the Mark Text dialogue box appears on the screen as

shown below.
Mark Text |
Font ISimpIe:-: j
Text Ial:u:
Height ||:|. 251 # Azpect i1 0o
b I'I e bt IEI.EI
Select Data File. il 1.702 = IU-U
0.0 Fiadius ||:|-|:|
" Fived " COM Port Justify
Enter the desired format for data transfer " Increment % DataFile Left -
using control characters* into the Format " Date Code " Prampt
field Farriat |“[3]
carel_|

3. Click Data File, and enter the control characters for the desired data file transfer into
the Format field.

4. Click OK.

5. Click the GO button, and the Open dialogue box will appear.

6. Select the desired data file from its directory and click OK. The marking sequence
will begin transferring the data according to the specified delimiters.

* NOTE: Data control characters and formats are discussed in detail in Chapter 9.




SETTING A PROMPT

The Prompt function within the Mark Text dialogue box allows the operator to enter
data into a marking sequence that may vary for each mark. Marking a nameplate is an
example of where a prompt might be used, in order to change the name being marked on

the plate with each marking sequence.

TO SET THE PROMPT:

1. Click the Mark Text button and “abc’ will appear on the screen.
2. Double-click “abc” such that the Mark Text dialogue box appears on the screen

as shown below.

Mark Text I

Font ISimpIe:-:

Text

Height IU 251 #Aspect [1.003

b ’4 i 0o
T id a z oo
Fotate l . Fadiuz

Select Prompt. " Fired (" COM Port Justify
WF DataFie  [Let =]

" Date Code &+ Prompt

ﬂﬂ I

Enter desired text for the

FDrma? IName

0k I Cancel

prompt into the Format field.

3. Select Prompt from the Mark Text dialogue box, and enter the desired text for the
prompt into the Format field.
4. Click OK.
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The prompt is now set. Upon execution of the marking sequence, a prompt dialogue box
will appear on the main screen, awaiting input from the operator. A sample screen is

shown in the figure below.

Sample of a multiple Prompt Screen

K

Prompts are entered into the Format Fromet.ed I

field of the Mark Text dialogue box, Mame !JDhn Smith

and displayed on the Prompt screen Title ITraining Specialist
when the marking sequence is executed. Group lManufacturing Support
The operator enters the appropriate data Phaone # i[345] 1236789

for each marking sequence.

(]9 I Cancel Lppil
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MARKING LOGOS

The Mark Logo function is used to mark an image. Image files with the extensions .BIL
or .PLT can be opened by StyleWrite. When a .PLT file is opened, it is converted to a
BIL file and placed in the BI directory of the StyleWrite program.

TO MARK A LOGO: [ New ction,.. R
. Maw Vanable, . Buffer
1. Click the Mark Logo button, @I Dbt
. . a2 Dielay
or click the right mouse button and select b Gt Vaiable
It Mode
Mark Logo from the menu. = Ingut
i Mt Mod
2. Select the logo to be marked from the Open —_— af-r,; y
. . Mask Loga
screen, and click Open. The logo selected will appear D .
on the main screen. E:I::-r e
Table
Open I
Laok jn: I A ki _ﬂ gl i
[a#] &spi. bil =] Delral bil =] Engine pit ] Grnc-saft £
(28] B il (=] Dragon bil (=8] F15.bil (=] Gts. il
W [=8] refill bl =] F12.bi [#] Gitshio bil
_ . hegTan.pl (=] Eagle.bi (=] Fish.bil (28] Gt bl
Select a desired logo, and click Open. —|#] Columbiati [=8] E storbil [s8] Ferd kil [#] Gts-logo b
|o#] Czabil ] Engine. b [:#] Gikr-loga.bil [e#] Gits-H. bil
< | iLa
File name: | Open I
Files of bwpe: lLogo Files [ bil;* plt] LI Cancel |

3. Click on the logo such that a selection box is drawn around the edges as shown in the

figure below (You may have to drag the logo into the window, to see the whole logo.)

Selection Box
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4. Double-click the logo, and the Mark Logo dialogue box will appear.

it ity PAlE|

o (e et
1 L (A e - 8 e e N |
= LT B R P RO S AT Seroll through the available logos

E by clicking here.

: par 1o 0]
5 1

wl_:mwl"_ o
Cem Com

T |'.-J

'E nou I_ N T \
ks Radius marking

J_

Explanations for each field of the Mark Logo dialogue box are provided below.

Logo: The image file of the logo to be marked.
Height: Determines the size of the object.
XY: Determines the location of the bottom left corner of the graphic.

X Aspect: The X aspect will adjust the width of the object. The X aspect will not
affect the height of the object, it will only stretch or shrink the image in
the X direction. A value of 1.0 will produce a normal aspect image.

Rotate: Determines the direction of the mark. Rotation is measured in degrees in
the counterclockwise direction. A value of 90 will produce a mark
directed vertically downward.

7. Axis: The position of the Z axis for this Mark Logo sequence.

W Axis: The position of the W Axis.

Radius: When set to a value greater than Zero, will activate the W Axis. This will
allow marking around a part. That value will be the radius of the part.

When all the information has been entered, click OK. The logo will appear on the screen

with the specified parameters.
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SETTING THE SPEED AND TIMING

Setting the speed allows you to vary the depth and thickness of each mark. The faster the
speed, the shallower and thinner the mark. When you receive your StyleWrite program,
the speed will be set at 500 steps/sec. Setting the timing of the stylus introduces a delay
between when the stylus is energized and begins to move, and also when the stylus is de-
energized and jumps to the next character. The timing can also be set specifically for dot

dwell functions such as marking dot matrix fonts.

B Untitled - StyleWrite
e Edt B

TO SET THE SPEED: Wiew  Help

1. Click Setup and select Speed from the drop down menu. h_&_l Hachi g
The Speed dialogue box will appear.
2. Set the desired values in the various fields by clicking and Field
dragging the cursor over the bars from left to right. Iritialize
Home
Adminishator Logan
gy Part
Click and drag the bars using +
the mouse.
et |
Speed | Timing |
Junp Speed | |———— - S0 el
Jump deeel ; : émuun step/sect
Mark Speed -—J—« 500 step/sec
Stylus Freq _j’ e
StisDuty _ji . s0x
[ ok | Cancel bople | Hep
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TO SET THE TIMING:

1. Click Setup and select Speed from the drop down menu.
The Speed dialogue box will appear. File Edit R

2. From the Speed dialogue box, click Timing in the upper left m
Field
Initialize
Hame
A Part

hand corner of the dialogue box. The Timing portion of the
Speed dialogue box will be displayed.

3. Enter the desired values into the various parameters of the

Timing dialogue box.
[ ]
Speed Timing I
Or-delay |t2':' ___|:
Click Timing to view the Timing Off-delay |E| =
portion of the Speed dialogue box. Dot dwell ID _':

Ok I Cancel I Apply

From the Speed dialogue box, there are a number of fields that may be selected.

Explanations for each field are provided below.
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On-delay

Off-delay

Dot Dwell

Jump

Mark Speed

Introduces a delay between when the stylus is energized and when the
stylus begins to move. If the On-delay is too short, the beginning portion
of the character may be missing. If'it is too long, there will be a feathering

at the beginning of the character. The units are in milliseconds.

Introduces a delay between when the stylus is de-energized and when the
stylus jumps to the next character. If the Off-delay is too short, the mark
trails the next character. If it is too long, there will be a loss of cycle time.

The units are in milliseconds.

Used only for the dot matrix fonts. The Dot Dwell controls the amount of
time spent on each dot. Increasing the time increases the depth of the dot.

The units are in milliseconds.

Refers to motions when the stylus is not marking. There are three parts to
Jump motion. The initial movement will occur at the Jump Speed rate,
followed by an acceleration period that will continue until the maximum
rate is achieved. The Jump Accel determines how quickly the stylus
accelerates. The units for the Jump Speed and Jump Accel rates are in
steps per second on the X axis. The Y axis will be normalized to the X
axis. The Jump Speed rate can range from 500 to 5,000 steps/sec. The
Jump Accel rate can range from 10,000 to 30,000 steps/sec”.

Determines the speed of the stylus motion during the mark. The nominal
value of 500 is shown in the dialogue box, but to make the mark deeper,

the Mark Speed can be reduced. Increasing the marking speed produces

a shallower and less defined mark. The range for Mark Speed is from

250 (producing a deep mark) to 2000 steps/sec (producing a very shallow

mark).
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Stylus Freq.

Stylus Duty

The frequency setting determines the number of times that the stylus
solenoid is energized per minute. Changes to this setting allow the user to
control the appearance of the mark. A lower setting will produce a mark
with fewer impact points per character. The setting can be set low so that
the mark almost appears to be a dot matrix font. Too high of a frequency
setting causes the solenoid to stay on without oscillating. The nominal
setting for the ET (Extended Throw) stylus is between 45-75 Hz. For the
“standard” stroke stylus, set this value to 0 Hz.

This setting determines the time difference between the stylus solenoid
energized state and the de-energized state. This setting is used in
conjunction with the frequency to produce the depth and quality of the
mark desired. The nominal setting for the ET stylus is between 40-70%.
Typically, the frequency and duty cycle parameters are used with the
“extended stroke” stylus to control the length of stroke and depth of mark.
For the “standard” stroke stylus, set this value to 50%.

When the fields have been set to the desired values, click OK. The speed is now set to

the new value. Run a marking sequence to test the new value. Try different values for

the speed until the depth and thickness of the mark is acceptable for your application.

NOTE: The speed of the marking, the frequency, and the duty cycle, work in

conjunction with each other. A change to one of the parameters may affect the

performance of the others. These settings are somewhat subjective to the user.

Different values should be tried until the type of mark desired is achieved.
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DEFINING A PATH FUNCTION

The Path function provides a means for the operator to program the stylus to avoid
striking an obstacle that may lie in its marking path. By defining a series of paths, the
operator can program the stylus to maneuver about the grid, avoiding any obstructions it
would normally have encountered. The Path function also plays a role when the Z axis
is involved in a marking sequence. This function appears in the logic of the marking
sequence and can be seen on the left side of a split screen. For further information about

the split screen function, refer to the Split screen topic on page 75.

A sample of where a Path function might be used is shown below. Obstructions are
represented by the two circles and the rectangle within the marking grid.

The stylus will follow the sequence P o—_—

shown by the arrows. O \

After marking the text, the stylus moves

through the user-defined paths, and &
avoids the obstructions on the marking | | T
surface. A

v
Simplex Sample

In defining a Path function, the Stylus Locator plays an important role. The Stylus
Locator is a symbol used to signify the location of the actual stylus with respect to the on
screen grid used in the StyleWrite program. Movement of this indicator on the screen
corresponds to movement of the actual stylus on the STYLINER marking machine. The
symbol for the Stylus Locator is shown below.

Stylus Locator symbol .$.
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TO DEFINE A PATH FUNCTION:
1. With the part in place, click and drag the Stylus Locator

Background
to a position on the screen where the stylus path is void of Mew Variable. Buffer
any obstructions. Visually reference the movement of the (50t g:lt:;ile
stylus over the part to ensure there is no contact between E;r: Giet Variable
the stylus and the part. Edit :Lglide
2. Position the mouse pointer directly over the Stylus il EZ:EHTZZ?E
Locator position on the grid. Mark Logo
3. Click the right mouse button and select Path |
from the New menu. A Path symbol will appear on ?“L‘l‘“’a”ab'e
anie

the screen at the location of the Stylus Locator.
4. Continue plotting Path functions on the grid until

the stylus has an unobstructed path

to the Home (0,0) position.

Stylus Locator symbol T Path symbol f

Once the Path functions have been defined, test the settings to ensure the stylus does not

strike any of the obstructions by clicking the GO button on the toolbar.

Note:

When inserting or editing from the New menu, select the function after which the new
function should follow first, then click on the new function. If the new function must
precede that function, start with holding down the shift key, prior to selection. If you
select the root directory first, the function will be added to the end.
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USING THE IF NODE

An If Node is a special function that can either be used, or be ignored in a marking
sequence, depending upon input from the operator or other external source. If initiated,
the If Node will cause the marking sequence to execute the functions within the If Node
logic branch, which is a subset of the primary program logic. If the If Node is not
initiated, the marking sequence will follow the primary program logic marking sequence.
The If Node function appears in the logic of the marking sequence and can be seen on the
left side of a split screen.

B4 Root
-abe MarkTest

=] ee If
T <§> abe MakTon4— The functions within the

Primary program logic

MarklLogo If Node are a subset of the
e Output primary program logic.

Ref. When adding a function after, say, Mark Logo, select Mark Logo first. To place a
function before Mark Logo, start with holding down the shift key first.

& Untitled - Style97

Fil= Edit Setup Yiew Help

Sl ¥IBlE] of slo] &l2)] =l=(=] Blalo] Fwe 5 F 3
= "tl}---:E::tMalkTth 4g|.|.I.|.|.|.I.I!|.|.I.|.|.|.I.|.2|.|.I.|.|.|.I.|:.3|.|.I.|.|.I.I.|'.1|
> ,:—, :\:arkLogo _—:é
Le-ghe MarkTest 3_—_:
Double-click If to prompt the If —E
Node dialogue box. 2_E
1z
USA
e
Ready | [sroiesnare

40




TO SET AN IF NODE:

1. Click the right mouse button and select If Node from the
New menu.

2. Double-click If on the left half of the split screen.
The If Node dialogue box will appear.

3. Select Input and enter the address for the desired input
device into the Parms field.
OR
Select Ask, and enter an operator prompt into the Parms
field.

4. Click OK.

Wew functian. ..

Mew Varable...

Background
Buffer
Datkafile
Dielay

et Varable
[rput

M atrix Mode
fark Text
fdark Logo
Output

Fath

Fut Y ariable
Tatle

Within the If Node function, there are three parameters that the operator may define. For

each If Node selection, only one of these parameters may be selected. The three

parameters are Input, Expression and Ask.

When Input is selected from the If Node dialogue box, the logic within the If Node

function will only be executed once the specified input is made. If the input device is not

made, the program will continue to execute the remainder of the marking sequence.

If Hode
" |nput
Select Input and define the address for the desired " hisk
Input in the Parms field.
Parrnz

See note on next page.

" Expression

Catcel i
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When Ask is selected from the If Node dialogue box, the logic within the If Node
function will only be executed with the operator’s approval following a prompt that will
appear on the main screen during the marking sequence. The question for the prompt can
be entered into the Parms field of the If Node dialogue box. When the StyleWrite
program encounters the If Node in the program logic of the marking sequence, the
prompt defined by the If Node will appear on the screen. This allows the operator to
choose whether or not to perform the marking sequence located within the If Node

branch of program logic.

e, ~

o+ |nput
" Ask
Select Ask and enter a prompt into the Parms field. :
" Ewpression
Farms i':':"':":":'

Cancel I

NOTE: A valid I/O address consists of a ‘Ox’ and a hexadecimal value. Refer to the

schematics for the available hexadecimal values. More than one value may be
used for each function, and can be (and) or (or) together. An example of each is
shown below. If a value is preceded with a ‘+’, then turning ON the input will
activate the function. If a value is preceded with a ‘-°, then turning OFF the
input will activate the function. To disable a predefined function, enter a value
of 0x000.

0x110 & 0x120 & 0x140 = (0x110) and (0x120) and (0x140)

0x110 | 0x120 | 0x140 = (0x110) or (0x120) or (0x140)

See Chapter 11 for further information.
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CONDITIONAL EXPRESSIONS

Conditional expressions are another type of value that can be used in an IF. NODE.
Conditional expressions rely on variables and operators to determine the value. An
expression is evaluated each time the statement is executed. A value greater than zero
will evaluate true. A value of zero or less than zero will evaluate false. Expressions must
be enclosed in parentheses. Below is a list of available operators for expressions, in their
order of precedence:

A Power

x Multiplication
A Division

“+ Addition

‘- Subtraction
>’ Greater than
< Less than
=’ Equality

‘& Logical and
‘I Logical or
‘r Invert

An example of a conditional expression is shown below.
(@count<5)

(@count + 20)

(@count <5 & @count>2)

If Node =

" Input
sk
*'| Expression

Parmz [Ecount: 23]

Cancel |

Note:
Variables cannot be changed using the above symbols. They are used for comparison
logic only.
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SETTING AN OUTPUT

The Output function can be used to trigger a light indicator, turn on a clamping device,
or initiate any number of other operations as the result of an action by the marking
sequence. The Output can be triggered after a particular mark, by placing the Output

function after the mark in the logic of the marking sequence, as seen on the split screen

shown below.
r'} Untitled - Style97 [_ 5]
File Edit Setup “iew Help
N EEREE RN ENE E RN = ) EEEE N 2=
S5 ("}:I:Et MarkText 4_|]:|.|.I.|.|.|.I.|‘.I|.|.I‘|.|.|.I.|?|.I.I.|.|.|.I.I:.3|.|.I.I.|.|.I.|'.1|
> e Output 25
] MarkLoga 1
e Output =
3=
2°
Placing the Output function after .
a mark will trigger an output such 13
as an indicator light, clamping .
device, etc. 0=
Ready | [Wr3zzazesy

TO SET THE OUTPUT FUNCTION:

Mew function. . Background
1. Click the right mouse button and select Output from Mew Variable. . Buffer :
the New menu. o Dratafile
2. Double-click Output on the left half of the split screen. :_.:_ [ elay
The Output dialogue box will appear. i:-__.,ﬂf,:._ Get Mariable
i f Mode
4. Enter the address for the desired output into the OQutput Sl :nput
field. lin b atriv Mode:
4. Click OK. Mark Text
Mark. Logo
Clutput
Fath
_F'ut Wariable
T able
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Output Dialogue Box

Enter desired Output address. O utput i
>

Output  [+0w200

* Simple
£ Delay
£ Unitl

T wfhile

"""""" (] S Cancel I

The specified address is set to trigger an output when the mark prior to the output in the
program logic has been made.
The output function may be used to turn off an output. This is done using the — minus

sign, instead of the + plus sign, as shown above.

By selecting Delay, a timer is placed in the sequence, to allow the input to remain on, for
a minimum amount of time. This stops any further processing of the file, until “timed

out.”

DOutput I

Oiutput i+EI:-:2EIB

= Simple
i Delay
= Unitl
= wihile

Cancel |
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SETTING AN INPUT

The Input function is used to trigger a marking sequence in response to an external
stimulus input device such as a push button, part locator, etc. In order to initiate a
marking sequence, either the GO button on the main screen of StyleWrite must be
selected, or input address in the predefined menu must be made. The Input function
appears in the logic of the marking sequence and can be seen on the left side of a split

screen. A sample screen is shown below.

< Untitled - Style87 [ [=]
File Edit Setup Yiew Help

Dl s/mle) of slo] alal =|=|=| Slalo e I FE |
E”“?---:I:?Malk'rekt 4_['_‘.|.I.|.|.|.|.|]|.|.I.|.|.|.I.|.2|.|.|.|.|.|.I.|?|.|.I.|.|||.I.|l.4|
>—| F wait Input &

tMarkLogo

(=%

F—=15

By placing an Input
function prior to the
Mark Logo function,
the Mark Logo

™

sequence will not be

initiated until the input

I

is made.

=

Feady [ [®rosasazi
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TO SET THE INPUT FUNCTION:

1. Click the right mouse button and select Input Mew function... Background
from the New menu. Mew Varable... Buffer
: : = [ratafile
2. Double-click Wait Input on the left half of the :: gt Delay
split screen. The Input dialogue box will appear. ::r.-:: et Varisble
3. Enter the address for the desired input into the Input , :“I IF Mode
4. Click OK. e b atrix Mode
Mark Text
M ark Logo
0 Litput

Input Dialogue Box

Input

Enter desired Input address.

\ \ Cancel |

il i+nxnnn

The specified address is set to trigger a mark when the input device has been made.

NOTE: A valid I/O address consists of a ‘0x’ and a hexadecimal value. Refer to the
schematics for the available hexadecimal values. If a value is preceded with a
‘+’, then turning ON the input will activate the function. If a value is preceded
with a ‘-, then turning OFF the input will activate the function. To disable a

predefined function, enter a value of 0x000.
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SETTING A DELAY

The Delay function is used to provide a time buffer within a marking sequence. The
time delay can be placed in the logic of the marking sequence to allow the operator to
rotate a part, clamp a fixture, or perform other duties that would require the stylus to be

stopped.

TO SET A DELAY:

1. Click the right mouse button and select Delay from AR TLchon g:f:?m
the New menu. Datafile
Dielay
2. Double-click Delay on the left half of the split screen. S ot Variabh
The Delay dialogue box will appear. e I Nods
= e
3. Enter the desired time of delay into the Seconds field. = Mt Node
Mark Text

4. Click OK.

The marking sequence following the Delay function in the program logic will be

executed after the time period specified has elapsed.

Delay Dialogue Box

Delay Func I
Enter the desired time delay into the
Seconds field.

Cancel |

Secondz ™ |01
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ACTIVATING A MARKING SEQUENCE

After a marking program sequence has been defined by the user, the part can then be
marked. In order to initiate a marking sequence, either the GO button on the main screen

of StyleWrite must be selected, or the user predefined input address must be made.

TO ACTIVATE A MARKING SEQUENCE:

1. Click the GO button in the toolbar, g]

or actuate the input device hooked up to the user defined address.

The STYLINER will begin marking the part upon activation of the GO button. If the
0x110 input has been pre defined for program startup, actuating this input will also
activate the stylus and commence marking. The 0x110 address is often linked to a push

button near the machine to initiate the marking operation.
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ABORTING A MARKING SEQUENCE

If for any reason, the marking sequence needs to be aborted, the STOP button can be

activated to abort the mark. The mark is also aborted when the E-Stop input is made.

TO ABORT A MARKING SEQUENCE:
1. Click the STOP button in the toolbar. |§j

At this point a dialogue box will appear on the screen providing three user options as

depicted below.

Alert l

Shylaz Stopped

2. Select the desired option, and the program will abort the marking sequence, try

marking again, or ignore the stop request per operator selection.
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BUFFERS

Buffers are used to provide a temporary storage location for marking data that is received
in advance of when it is required to be used. The buffer data is kept on the hard drive at
all times, so the buffer is non-volatile.

A bufter preview screen is available that displays the previous, current and next records
of the buffer, as well as buttons for advancing, reversing and manually inserting records
in the buffer. This screen is accessed by clicking the view button and then the buffer
buttons in the main menu bar.

e L J—vEtﬂn ) L
1 T ET T Y e | e [

iR TR 1 R

i

—_— IR T N o e
The buffer can be edited by clicking on the Edit and then Buffer in the main menu. In this
window you can insert, delete and define records.

e sutienyioie B —

-

BT ! | ¥ 2 | 1

oA |

m‘: ] e |

i ot

G il Tl Hunbe ol
a4 12 flck;
- ol =
| il rirtbar of
Fe 15 | recmil;

! [1000
- - LESE | 167
ae- | Cancal [ pakie | [CERE

In the Define Field window you can set the amount of fields,

the maximum number of records and assign the different
variables for the buffer fields.
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Get Put Buffer

The buffer is a sequence of information. This command allows you to get and put data in
many different ways. This command can run in the program sequence or in the
background.

Get Top: Gets the data from the top of the

1 & et To ' PutTop: " fove Tap I :

hSt = Get Eogom @ F‘utBoIt:tom " Move Bottom LI
Cancel |

Get Bottom: Gets the data from the bottom . |

of the list.

Put top: Puts the data at the top of the list.
Put Bottom: Puts the data at the bottom of
the list

Move Top: Moves the pointer toward the top
of the list by a predefined value.

Move Bottom: Moves the pointer toward the bottom of the list by a predefined value.
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TABLES

Tables are used to provide a miniature database for handling marking information. They
can hold up to sixteen fields of information that can be looked up every time a getvar
command is executed and a match is found in the index field.

The first field of a record is always the index. The additional fields are used to hold
associated data. Just like buffers, there are no restrictions on the field’s names since they
are used only for display purposes. When a task is used to search a table, it will search for
an exact match of the data supplied to the first field of each record. When a match is
found, the remainder of the fields is assigned the remaining variable fields. Information

can be placed (put) or obtained (get) from a table function.

Get Table
T able iexample ;] v Get
& Put
& I@index
E I@field‘l
C I@field2
Cancel I

See the Appendix I  for implementation information.

VARIABLES

Variables are used when it is desirable to have something change during the operation of
the program. For instance, suppose you wanted to mark a part with a part number and a
serial number. The part number could remain constant, but the serial number must
change for each part. In this case, you would need a variable to represent the serial
number.

A variable can have a maximum amount of 30 characters. It must only contain characters
with ASCII codes from 1 to 127 because the eighth bit is always made zero. The
variables are terminated within the program with an ASCII zero. There are 100 storage
locations available to be used as either strings or variables.
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The information stored in a variable can represent nearly anything you want it to. It can
hold the information you want to mark or the information on how to mark. For example,
one variable could hold the number to be marked and a different variable could hold the
height of characters to be marked. Variables can be used for almost any field within a
function.

To use a variable, you need only reference the variable in the function by including the
name of the variable preceded by the ‘@’ character. For example, instead of entering the
characters to be marked “1234” you enter the variable name @NUM. You can also select
or create a new variable by right clicking by a field and selecting one from the select
variable window.

Caliet W ™ bttt bpihiase (5] =]
Select Yanahle D Ll Tehe we . e
|I| (oela ajule] of miof wia) wie]e) G A o) Fec 5 RS
et 5 '“I 5.. I e ST I
Carcel § ik
L N=F
L
Huw"-'mieﬁu] /V
=
s
Raeals s LB B - T T By [T T LT

It is possible to change the value of a variable by clicking on the variable name in the
split screen.
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Get Variable

Get Yariable I

Wariable !

* Fized " COM Part O Wariable

= lncrement " [Drata File

" Date Code " Prampt

Source l

Farmat I

Ok, I Cancel l
Fixed: This will assign a value to the variable (the value is placed in the Format
field).

Increment:  This will increment a variable by the value in the format box (it can also

Date code:

COM port:
Date File:
Prompt:

Variable:

decrease a number by adding a minus in front of the value).

Will look at the date or time of the computer’s clock and assign that value
to the variable depending on the format in the format field (see page 17 for
more information on formats and date code).

Gets string value from a select COM port. The COM port setting is in the
Main menu under SETUP — AUX PORT.

Gets information for a data file. The format field sets-up how the data is
retrieved.

Will open a window prompt for the operator to enter information for the
keyboard or a bar code reader keyboard wedge.

This will copy variable from the source field to the variable field. Format
field can be used to filter information or to do math functions.
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Put Variable

Put ¥ariable |
Wariable !
i~ COM Port
£~ [DiataFile
Format
‘Cancel |

COM Port: Outputs information from a variable to a COM port. The COM port setting
is in the Main menu under SETUP — AUX PORT.

Data File: Outputs information from a variable to a data file.

D ata File

¥ Seach
™ Move

Cancel |

Data file

Search: Searches through a data file for a particular value of data and looks at the
information that follows that value.
Move: Will move through a data file by a pre-defined value set-up in the format field.
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Background

The background function allows for the unit to multi-task items, which need constant
operation. For example; communications with another unit to build a table, while making

a mark

Matrix Node
The matrix is a branch statement that is used to produce an array of mark text and mark
logo commands.

Matrix i

Columnz 2

Fiows g

Cavnt i':'

* Spacing (1.0

11|

Y Spacing (1.0

“Cancel |

New Mark Logo Function
Rotary logo marking is now part of the mark logo command
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Security

Operator security functions can be controlled by left clicking on Setup, then
Administrative Logon. An entry box for the password function will appear.
If no password is set, left clicking on Ok will allow for editing in the
administrator mode. If an administrator password has been entered, this
password must be re-entered for any further security privileges.
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After clicking ok a new selection Administrator is available from the pull down menu.

58




Left clicking on the Administrator button will allow the selection of the

following menu options:

o Heh
T REEET N el
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User Access: This brings up a selection box called Security. (example shown on next
page)

Set Password : This brings up a selection box where the password is entered and
verified.

Admin logoff:  This removes the selection from the main menu, and prevents any
further changes to the security level for the operator.
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The security box allows the access to the functions to be blocked when not in the
administrator mode. When a checkmark is present the function will be excluded from the
operators privileges. When a function has a checkmark it will appear in gray and cannot
be selected (highlighted).
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Chapter 3

THE GRAPHIC EDITOR SCREEN EDITOR

The graphics screen editor provides an easy way to change a mark interactively by
quickly trying alternatives. Text and graphics can be edited and manipulated on the
screen and the results can be viewed prior to executing the marking sequence.

EDITING THE GRAPHICS WITH THE MOUSE

Editing graphics on the graphics screen is a quick point and click operation with the use

of the mouse. Objects can be dragged and dropped to change their position on the screen.
Objects can also be scaled, stretched and rotated . In addition, there is a zoom function
that allows the user to view details of the graphic.

In the graphics editor, a graphic or text string is selected for an operation by placing the
mouse cursor over the object and clicking the left mouse button. This draws a selection
box around the object as shown in Figure 3.1. Clicking the left mouse button in a
location outside of the selection box will deselect the object, and the selection box will
disappear. Additional objects are selected in the same manner.

Figure 3.1: Dragon Logo

Selection Box

61




POSITIONING THE MARK

Once all of the elements of the mark have been established, you may wish to arrange the
elements to mark at a particular location. Positioning elements in the graphics screen
editor is easily done using the mouse.

TO POSITION THE MARK:

1. Click on the object to be edited such that a selection box is drawn around the object.
2. Double-click the object, and the Mark Logo dialogue box will appear as shown.

Mark Logo

Lagao |Dragun x Ok, I
Height [1.001 Kspect [1.001 Cancel |

w oo w |00
0.0

L«

Y 0.0 2

i

Raotate  [0.0 Radius 0.0

From the Mark Logo dialogue box, there are a number of fields that may be selected.
Explanations of each field are provided below.

Logo: Determines the logo to be used for the mark.
Height: Determines the size of the logo.
X,Y: The values specified in the X and Y fields represent the location of the

lower left hand corner of the logo.

X Aspect: The X aspect is used to adjust the width of the logo. A value of 1.0 will
produce a normal aspect logo. A value of 2.0 will produce a logo twice
the normal width. A value of —1.0 will produce reverse characters.

Rotate: Determines the direction of the mark. Rotation is measured in degrees in
the counterclockwise direction. A value of 90 will produce a mark
directed vertically downward.

7. Axis: The position of the Z axis for the Mark Logo sequence.

When all the information has been entered, click OK. The logo will appear on the screen
with the specified parameters.
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MOVING AN OBJECT

TO MOVE AN OBJECT:

1. Click and hold on the object to be moved Figure 3.2: Dragon Logo
such that a selection box is drawn around the
object as shown in Figure 3.2.

2. Drag the box to the desired location on
the screen and release the mouse button.

At this point, the object will be dropped into the new location.
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GROUPING OBJECTS ON THE SCREEN

Objects can be grouped together on the screen in order to be relocated within the marking
field.

TO GROUP OBJECTS:

1. Click and hold the left mouse button.

2. Drag the cursor such that a dotted box appears, mirroring the movement of the cursor
on the screen. The dotted box is shown below in Figure 3.3.

3. Drag the box so that it encompasses the objects that are to be grouped together, and
release the left mouse button. The objects selected will now have selection boxes
around them as seen in Figure 3.4.

4. Click on any of the objects that have a selection box, and drag the selection to the
desired position. Each of the objects highlighted with a selection box will be moved

accordingly.

Figure 3.3: Grouping Objects on the Screen Figure 3.4: Moving Grouped Objects
4E.|.I.|.|.I.I.|!|.|.I.|.|.|.I.|.2|.|.I.|.|.|.|.|.3|.|.I.|.|.|.|.|f‘| 4_u|.|.l.|||.|.I.|-.||.|.I.|.|.|.I.|.2|.|.I.|.|||.I.|:.3|.|.I.|. |.|.I.|'.1|
3t 33

:E :; O a
. . el D
. .
0= 0=

When clicking the left mouse button, a dotted —~ Objects grouped on the screen together will be A‘

box can be dragged to encompass the objects highlighted with a selection box.

to be grouped.
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SCALING AN OBJECT
TO SCALE AN OBJECT USING THE MARK LOGO SCREEN:

1. Click on the object to be scaled such that a Figure 3.5: Dragon Logo
selection box is drawn around the object
as shown in Figure 3.5.

2. Double click the object, and the Mark Logo
dialogue box will appear as shown below.

Mark Logo E3
Loga IDragDn j ok I

Height [1001 | ®dspect [1001 Cancel |
g oo wo [0

voofoo z [oo

Rotste [00 | Rads | 00

3. Enter a value into the Height parameter.

The value entered into the height parameter will scale the object in proportion to the
original size of the object. A value of 2.0 produces an object that is scaled to twice the
size of the original. A value of 0.5 produces an object that is scaled to half the size of the
original. A negative value, such as —1.0 inverts the object on the screen.

When all the information has been entered, click OK. The logo will appear on the screen
with the specified parameters.
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TO SCALE AN OBJECT USING THE MOUSE CURSOR:

1. Click on the object to be scaled such that a Figure 3.6: Dragon Logo
selection box is drawn around the object
as shown in Figure 3.6.

2. Position the mouse cursor above one of the
four corners of the selection box such that the
cursor changes form as shown below.

Cursor will change from a pointer
into a double sided arrow.

Only alters X Aspect.
Only alters the logo height. Alters X,Y dimensions (non-proportional).

3. Click and drag with the new cursor to scale the object to the desired size. The object
will be redrawn to the new scale.

Before scaling After scaling
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ROTATING AN OBJECT

Rotating an object can be done in one of two ways. The object may be rotated in 15
degree increments by using the rotate button, or it can be rotated any desired amount by
using the Mark Logo dialogue box.

TO ROTATE AN OBJECT USING THE ROTATE BUTTON:

1. Click on the object to be rotated such that Figure 3.7: F-15 Logo
a selection box is drawn around the object
as shown in Figure 3.7.
2. Click the Rotate button.
kel

Each click will rotate the object in 15 degree increments in the counterclockwise
direction. Pressing the SHIFT button on the keyboard while clicking, will rotate the
object in the clockwise direction.

15 degree imcrements
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TO ROTATE AN OBJECT USING THE MARK LOGO

DIALOGUE BOX:

1. Double-click the object to be rotated such that
the Mark Logo dialogue box appears as shown below.

Rotate field is incremented in degrees.

2. Enter a value for the number of degrees for the object to be rotated.

When all the information has been entered, click OK. The object will be displayed on

the screen rotated to the specified angle.

Mark Logo

Logo |Dragun

Height |'|-|:||:|'| # Azpect I1-DD1

L ||:|.|:|
Y |EI.EI

0k, I

Cancel l

Rotate |':|-':'

U ID.EI
z [oo
Radius 0.0
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SETTING THE X ASPECT OF AN OBJECT
TO SET THE X ASPECT OF AN OBJECT:

1. Click on the object to be edited such that a
selection box is drawn around the object.

2. Double-click the object such that the
Mark Logo dialogue box appears as shown below.

Mark Logo |

Laga iDragon :} Ok, I
Height |1 0o = hspect |1 0o Cancel I
x [oo w00
5 |D.D Z |00
Rotate |D-D

3. Enter a value into the X Aspect field, or drag the mouse on the sides of the selection
box as indicated in the figures below. A value of 1.0 will produce a normal aspect
logo. A value of 2.0 will produce a logo twice the normal width.

When all the information has been entered, click OK. The object will be displayed on
the screen redrawn to the new scale.

Before applying X Aspect After applying X Aspect

Drag to change
X Aspect.
<« T —
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ZOOMING THE VIEWING AREA

TO ZOOM THE VIEWING AREA:

Click the Zoom In button. gl
. Use the sliding columns on the X and Y axes to move the viewing area.

N —

#1+ Untitled - Style97
File Edit Setup Yiew Help

D= [BE o 30| /lQ
4_u|.|.l.|.|.l.l.

1

Bl A 5] [smrex =] Jo2s0 =
[

S I 2|.I..|.|.|

Ready

Drag the cursor along the column to move the viewing area.
3. Click the Zoom Out button in succession to return to the original view. Ql

Before Zooming After Zooming

T

I
T
I
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CHANGING THE FONT

TO CHANGE THE FONT TYPE:

1. Click the text to be altered such that a selection box is drawn around it.

2. Click the font scroll bar located in the toolbar. A drop down menu of available fonts
will appear.

3. Select the desired font by clicking on the font name from the drop down menu.

The text will appear on the screen in the new font style.

Figure 3.8: Font Styles

Font scrollbar
x ‘ ] 0.251 __%

Font options %g

IM5T
SCRIPTC Font size select
SIMPLE

TO CHANGE THE FONT SIZE:

1. Click the text to be altered such that a selection box is drawn around the text.

2. Place the cursor over the font size select portion of the toolbar, as shown in
Figure 3.8.

3. Click the up arrow to increase the size of the font.
4. Click the down arrow to decrease the size of the font.

The text will appear on the screen with the new size font. Values are in inches.
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CONVERTING HPGL FILES

If you have access to AutoCAD (e.g. Acad LT, Acadl3, Acad 14 or
AutoSketch) system, the marking images can be developed and transferred
to the StyleWrite software. The images must be plotted to a specific HPGL
file, and imported into the StyleWrite program. Appendix H shows the step-
by-step procedures.

When producing a drawing to be used by the StyleWrite program, there are a
few guidelines to follow. The limits of the drawings should be set to the
marking field size of your STYLINER (e.g. 2x3, 4x4 or 8x8 etc.) The
bottom left corner should be at coordinates 0.0, 0.0. The image should be
drawn 1n its final size.

If you are given the option of using the plotter fonts or the CAD fonts,
choose the CAD fonts since the plotter fonts will only appear when you use
the plotter.

Filled objects can be used, but at the expense of cycle time.
When plotting the drawing:

The drawing should be plotted to a file.

The scaling should be set one to one.

Use pen 1 for marking vectors and pen 8 for non-marking vectors.
Plot the limits of the drawings (0.0, 0.0 to 4.0, 4.0 or 8.0, 8.0).
Select the HP 7475 plotter as the plotter type.

The plot file must have a file extension of “.PLT”.

The file 1s automatically converted to a “.BIL” file, and stored in
the BI directory upon opening the file in StyleWrite.

To import images from a CAD or other graphics program, they must be in
the Hewlett Packard Graphics Language (HPGL) format. However, not all
CAD systems will be compatible, and we only tested and recommend the
AUTOCAD program.
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Chapter 4
MAIN SCREEN

The StyleWrite software consists of drop down menus that provide access to the various
functions that control the stylus marking sequence. When one of the categories in the
main menu is selected, a drop down menu for that category appears. Function selection
is made form this drop down menu.

Minimize screen
StyleWrite Main Screen

Hide screen

Title Bar & Untitled - Style97
Menu Bar File Edit Setup Yiew Help
Toolbar —» O|&[B] ¥ |=[E] of| =|0] &2 =|=|=| BA|S] [smrex =] [oz =
( 4_u_|.|.l.|.|.|.I.|1|.|-.I.|.|.|.I.|.2|. .I.|.|.|.I.|.3|.|.I.|.|.|.I.IF|
5: \4
Reference grid for 5 —:
positioning shows =
entire marking field. =
13
NI
Ready = EPX_‘("__U._BE?_BET

Describes the function of

a toolbar button, and

the status of the stylus. Indicates position of the
cursor on the grid.

Status Bar
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MENU BAR

The user controls the operation of the StyleWrite program by making selections from the
menus. The main headings are visible as a bar across the upper portion of the screen. As
a selection is made from the main heading menu, a drop down menu appears. Further
selection from the drop down menu either performs a function directly, or opens a

dialogue box to define parameters for the desired function.

The menu bar contains the following drop down menus:

File Edit Setup Yiew Help

T

(=10 Undo  Chl+Z

Qpen. Cuk0 E Machine é;:;:ﬂ About Styletwrite.
Save ChiS DGl Speed S Help File
Fe e Copy  ChlC F*!d _ Refrech

Import | Paste  Chi+W " Initaize Buiter

Open Datafile.. Delete " Home 1/0 Pot

Cloga Datalis S Admmisirator Logon

1 testd sew Buffer Luze Pt

2 lestd som

3 best? sow Cournter

4 testl sow

Viewing the drop down menu from a main heading category is accomplished by clicking
the mouse cursor on the heading name. From the drop down menu, a further function
selection can be made. There is only one level of drop down menus in StyleWrite.

Therefore, all the available functions are shown when the drop down menu appears.
Activating a function will either execute that function immediately, or bring up a

dialogue box that prompts the user to enter data to complete the operation of a particular

function.
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TOOLBAR

In addition to the use of the drop down menu, there are also a number of buttons that
perform functions identical to those offered by the drop down menu. These buttons,
located in the Toolbar, can save time by limiting cursor movement.

You can dock the toolbar to any edge of the StyleWrite main screen by double-clicking
on it, and dragging it to the desired location. To know the function of a particular button
in the toolbar, position the mouse pointer over the button, and its function will be
displayed on the status bar in the lower left hand corner of the screen.

StyleWrite Toolbar

D|E| %= o 5|6 &]2]

Bl A || [smeex =] Jozso =
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Chapter 5
FILE MENU

The file menu allows the operator to create, open, and save files, and exit the program.

To access the file menu from the main screen, click File. The file menu will open.

Edit Setup View L
Mew Clrl+

Open... Ctrl+0
Save Chrl+5
Save b

Click File to the open drop down menu.

[rmport L4
Dpen Datafile..,

Cloze Datafile

1 testd zow

2 tegt3 zom

3 test? zow

4 test] sowm

E xit

FILE NEW

To create a new file, click New from the File drop down menu, or click the New button.

The contents of default files can be programmed to contain any desired tasks and
functions. The initialization task typically contains the functions to allow marking and
should be included in the default file. If no default file exists, then the screen will be

completely blank.
[
/ —I B Untitled - StyleWrite
Edt Sewp View H

New from the drop down menu. u] pe:rr_ G Cut+0

Save Chil+S
Save da

Click the New button, or select

[mport b
Open Datafile ..

Recently opened documents can be \b Close D atafie

opened directly by clicking on the 1 testd zow

2 test3som

2 testd sow

4 testl som

file name.

Exit
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FILE OPEN

To open a file from the hard disk drive, select Open from the File drop down menu, or
click the Openbutton. The Open dialogue box will appear on the screen.

Open Dialogue Box
Open
Open file button Lookjr | 3 Styled? = ol
= i i
IEI Sch Styled?

@] Delsl 1 izu

] DelsLz.isu

File icon
@

Filename: | Open I
Filez of wpe; l.&ll Files [*.7) _:j Cancel |

Enter a file name without any extension into the File Name field, and click Open. The

selected file will be opened. If you do not remember the file name, click on the file icon

to see the listing of files in that directory. Select the desired file by double-clicking the

file name.

To open a file from the A: floppy drive, select Open from the drop down menu. Click
the Look in field drop down menu, and select 3'/, Floppy (A:). A listing of the files

available on the diskette in the A: floppy drive will be displayed. Select the desired file
by double-clicking with the cursor.

T
Laok in: I {23 Styled? _ﬂ gl I
T £ Desktop
1 bi B My Computer
i_15ch o
28] Bi.drmp — ;
(= Wing35 [C:)
I~ B

— ) £ Styled7

Eﬂ DelsL1.is &2 Files on 'Michzerv1' [D:]
E@ Delsl2ig 5_—2 Projects on Michser1' [E:]
_% Metwaork. Meighborhood

File name: l ﬂl
Files of fype: 4l Files 7] d| Cancel I
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FILE SAVE

To save a file to the hard disk drive for the first time, select Save As from the drop down

menu, or click the Save button. The Save As dialogue box will appear on the screen.

Subsequent saves can be made by selecting Save from the drop down menu.

Click the Save button, or select _/’I_EI

Save As from the drop down menu.

Enter file name.

Save As

L

8 Untitled - StyleWrite

b

Edit Setup Wiew F
Ne

New Chrl+h
Open... Chel+0
Save Chl+5
Savehs..

pen D atafile...
Close Diatafile
1 testd scw

2 teztd sow

2 test? sow

4 tezt] sow

E it

Save As Dialogue Box

Save in: I 23] Styledy?

8] DelsL1.isu

File narmie:

Save az upe:

™ stue104
Styled?

I Save I
[0 Fies -] | Cancel |

Enter a file name in the File name field of the dialogue box, and click Save. The file can

be saved without an extension. StyleWrite automatically adds a file extension. If you

wish to overwrite an existing file with a new version, select the file name from the

directory listing, and click Save. This action prompts a dialogue box on the screen

asking whether or not to overwrite the file. Click Yes to overwrite the existing file.
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To save a file to your floppy drive, select Save As from the drop down menu. Click the
Save in field drop down menu, and select 3'/; Floppy (A:). The file will be saved to the
designated floppy drive.

Save As H

Save in: 23 Styled7? X

s g Desklop

:‘_.!.J EI b % My Computer

B B'Cd BT

EBF e =3 Win33 [C)

i e
) i StyleS7

Sample file name saved to the .@ DelsL1 e 2 Files on Michsers1' [D:]
A: ﬂoppy drive. @ DelsL2is 2 Prajects an Michservl' [E:]

E_n; Metwaork. Meighbarhood
Filen>“abc Save I

Save az lupe; l.&ll Files [*¥) ;I Cancel |

FILE EXIT

To exit, click File and select Exit from the drop down menu, or click the A button in
the upper right hand corner of the screen. If the current windows session has not been

saved, a dialogue box will prompt you do so before exiting the StyleWrite program.

[RCW Edit Setup Wiew F
Mew Clrl+M
Open... Chrl+0
Save Chl+5
Save bz .

Select Exit from the drop down menu.

[t L4
Open Datafile..,
OR Cloze D atafile
1 testd zow
2 hestd zowm

Click the “X” in the upper right 2 testd sow

4 test] zowm
hand portion of the screen to exit. :

=lB] x| E—




Import SHP and SHX fonts.
Will convert SHP and SHX CAD font files to the STYLEWRITE font file, the
conversion program is located at FILE / IMPORT / SHX/SHP on the main menu.

= e F R e W S

The fonts to be converted are selected from the proper folder and the open button is then

pressed. See example below
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The font to be converted is selected using the drop down menu. After pressing Open, or
in the Mark Text menu, the font will be available on the drop down menu, as shown

below.

8 i e - G ylewlaily
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(V]
# Untitled - Style97

File Setup  Wiew

Cut  Cirlex
Lopy  ChilC
Pazte Chls

El

,,-’-} Untitled - Styled97
File Setup: ¥iew Help
Urda Chl+2

Copy  Chl+C !

Pazte Chrl+y
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PASTE
To paste an object that has already been cut or copied, select Paste from the Edit drop
down menu, or click the Paste button. An object may be repeatedly pasted on the grid by

continuing to click the Paste button.

Click the Paste button, or select
Paste from the drop down menu.

_r'Ty_ Untitied - Style97
Fil= Setup  Miew

_!__l:'ldrl Thl+=

Cut Chrle
Copy  Chl+C

Baste Chl+
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Chapter 7
SETUP MENU

The Setup menu allows the user to define parameters for the operation of the StyleWrite

program. The menu offers the following functions:

e Allows the user to define machine settings for internal and external I/O addresses, or
disable I/O’s.

e Allows the user to set the speed and timing of the stylus.

e Allows the user to define the dimensions and location of the marking field.

e Allows the user to initialize the marking sequence.

e Allows the user to reset the stylus to the home position on the grid.

e Allows the user to define auxiliary ports for external I/O interface.

e Undtitled - Styled7 = s
File  Edit %iew Help
= Mathine =il (=== = 7 - = ‘
] 2T | o] i8] @@ === BlA|G] [smrex =] 1250
4_|]||.I. Field .|.|.|.I.|.2|.I.I.|.|.|.I.I:.3|.|.I.|.|.|.I.|:1|
- Initialize
= Harne:
o Aum Port
3=
2-
=
0-
| [Hriimsave
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MACHINE

The Machine Settings dialogue box allows the user to disable the machine, change the
default setting of the internal addressing, define parameters for external communications,

and select a dynamic input function.

Machine Settings Dialogue Box

- SiyleWrnte

Setup Wiew Help
1| 2=E| o] 3ol &a] ==

| B
L

Machine Settings | Predefined |/0 I

RN

| I~ Disabled ‘

& ntemal
CTR Address  Intemupt

[ 300 I =

Encoder Address

Ustl 7 Exterdedi/E

| ¥ Diynamic Input ‘

Ok I Cancel I S | Help |

Disable Allows the user to disable the stylus. This option is selected when a

controller is not attached to the computer.

Internal Allows the user to change the default settings of the internal address. This
mode is used when a card is placed in one of the computer’s ISA slots. It
will only allow you to run one machine at a time, and the computer must
be hooked up to the controller at all times while running. The default
settings are set to Address 0x300, and Interrupt 5. If changes are made

in defining the addresses in the software, hardware changes must be made

accordingly.
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External Allows the user to define the settings for communications with the
controller. This feature allows the downloading of the programming, fonts
and logos of the controllers. Depending upon the number of COM ports in
the computer, it is possible to run more than one controller at a time. It is
also possible to run more than one head from one computer through the
use of the External mode. The Com Port and Baud rate for the external
communications link are selected in accordance with the parameters of the

external communications device.

Dynamic Provides the operator with the option of either having marking
Input functions displayed permanently on the screen, or displayed dynamically,

as they are marked by the stylus.

Untitled - StyleWrite
e Edit Setup Wiew Help

1=a FElE] =] =lo] (2] =|

[Tn

&l

Maching Settings  Predefined [0 I
~INPUTS
Trigger Im—
Feset IDHD—
Acknowledge: 0x0
Part Present IDHD—
E-Stop [0
- OuPUTS
Fault IDHD—
Audible ﬁﬁf"‘"
Ready 0x0
Cycle Complete  |0x0

0K I Cancel Anply I Help
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SPEED

The speed of marking, as well as the definition and resolution of the mark can be

controlled.

These parameters can be adjusted in the program by selecting different values for the

Speed function.

To access the Speed dialogue box, click Setup and select Speed from the drop down

menu. The Speed dialogue box will appear on the screen as shown below. This dialogue

box provides two screens that can be toggled between by selecting Speed or Timing

from the upper left hand corner of the box.

Speed Dialogue Boxes

/

‘/

I ||
Speed | Timing! Speed  Timing l
| | On-delay 20 =
1
Jurp Speed ] 500 stepfeec
> . Off-delay ID __J:]
Jump Accel | 10000 stepisect
| i Dot diwedl |D __12
tark Speed —'-l— 500 step/zec
Styluz Fren. ‘ — I—-' !15h2
Stylus Duty _i B0 %
(1] 4 I Cancel | Bpply i oK I Cancel | Spply
Jump Refers to motions when the stylus is not marking. There are three parts to

jump motion. The initial movement will occur at the Jump Speed rate,

followed by an acceleration period that will continue until the maximum

rate is achieved. The Jump Accel determines how quickly the stylus

accelerates. The units for the Jump Speed and Jump Accel rates are in
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Mark Speed

Stylus Freq.

Stylus Duty

On-delay

steps per second on the X axis. The Y axis will be normalized to the X
axis. The Jump Speedrate can range from 500 to 5,000 steps/sec. The
Jump Accel rate can range from 10,000 to 30,000 steps/secz.

Determines the speed of the stylus motion during the mark. The nominal
value of 500 is shown in the dialogue box, but to make the mark deeper,

the Mark Speed can be reduced. Increasing the marking speed produces

a shallower and less defined mark. The range for Mark Speed is from

250 (producing a deep mark) to 2000 steps/sec (producing a very shallow

mark).

The frequency setting determines the number of times that the stylus
solenoid is energized per second. Changes to this setting allow the user to
control the appearance of the mark. A lower setting will produce a mark
with fewer impact points per character. The setting can be set low so that
the mark almost appears to be a dot matrix font. Too high of a frequency
setting causes the solenoid to stay on without oscillating. The nominal
setting for the ET stylus is between 45-75 Hz. For the “standard” stroke
stylus, set this value to 0 Hz.

This setting determines the time difference between the stylus solenoid
energized state and the de-energized state. This setting is used in
conjunction with the frequency to produce the depth and quality of the
mark desired. The nominal setting for the ET stylus is between 40-70 %.
Typically, the frequency and duty cycle parameters are used with the
“extended stroke” stylus to control the length of stroke and depth of mark.
For the “standard” stroke stylus, set this value to 50%.

Introduces a delay between when the stylus is energized and when the

stylus begins to move. If the On-delay is too short, the beginning portion
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of the character may be missing. If'it is too long, there will be a feathering

at the beginning of the character. The units are in milliseconds.

Off-delay Introduces a delay between when the stylus is de-energized and when the
stylus jumps to the next character. If the Off-delay is too short, the mark
trails the next character. If'it is too long, there will be a loss of cycle time.

The units are in milliseconds.

Dot Dwell Used only for the dot matrix fonts. The Dot Dwell controls the amount of
time spent on each dot. Increasing the time increases the depth of the dot.

The units are in milliseconds.

NOTE: The speed of the marking, the frequency, and the duty cycle, work in
conjunction with each other. A change to one of the parameters may affect the
performance of the others. These settings are somewhat subjective to the user.

Different values should be tried until the type of mark desired is achieved.
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FIELD

The Field selection from the Setup menu allows the user to define the dimensions of the
marking field.

To define these values, click Setup and select Field from the drop down menu. The

Field dialogue box will appear.

Field Dialogue Box
Field |

Field Steps

I12EIEI
|12EIEI

|EI
IEI
Zlde [0

Cancel

L

Field X Distance between zero X and the end of the X marking field.

Field Y Distance between zero Y and the end of the Y marking field.

Field W Circumference of the part to be marked in outer diameter marking.
Field Z Distance between zero Z and the end of the Z marking field.

Steps X Number of steps between zero X and the end of the X marking field.
Steps Y Number of steps between zero Y and the end of the Y marking field.

Steps W Number of steps between zero W and the end of the W marking field.
Steps Z Number of steps between zero Z and the end of the Z marking field.
Z 1dle Position to start from when in cycle (not starting from home)

When all the information has been entered, click OK. The marking field will be

displayed on the screen with the new parameters.
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INITIALIZE

The Initialize function establishes all of the settings for the machine. To Initialize the

machine, click Setup and select Initialize from the drop down menu

ed - StyleWnte

YWiew Help

Machine

Select Initialize from the drop down menu. = Speed

\ Field
Initialize

Home

Adminiztrator Logaon
B Port

sl

HOME
The Home function is used to return the stylus to the initial starting condition on the

marking grid. This initial point is located at (0,0).

To return the stylus to the Home location, click Setup and select Home from the drop

down menu.

ed - StpleWwrite

Click Setup, and select Home

from the drop down menu. Ficld
Iritialize
CHome
Adminiztrator Logan
A Port
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AUX PORT

The Aux Port function is used to define the COM port and its related parameters for the

purpose of external communication.

To access the Aux Port screen, click Setup and select Aux Port from the drop down menu. This will
prompt the Aux Port dialogue box to appear on the screen. All of the values of the transmitting and
receiving devices must be set to the same value to

communicate properly.

Click Setup, and select Aux Port from

the drop down menu.

ted - Stylewnite

Enter the correct settings into the various fields of the Aux Port dialogue box.

Aux Port

Part
Baud

Length
Parity
RTS
DTR
ECHO

[RAITEN -]
i

i (ol

# None ¢ Even C Ddd
[ on

[ On

[" On

0K | Lancel

Aux Port Dialogue Box
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Advanced Functions - Security Setup.

Administrator Log-On:

The Administrator Log-on is defaulted with no security. It must be changed if it is the intent to limit the
operator’s access to program functions. It is accessed as follows:

HE Untitled - StyleWrite
=30

i : |'.I.!|!|.|.I.|.|.|.
= Iritialize
1 S Hame
—:E Adminiztratar Logon
E s Port |
=

Once the enter key is pressed, or the administrator log-on is clicked, the logon window will appear. Here
the password you selected is entered. This action adds a new item (Administrator) to the tool bar.

B Lintitled - Style\Write

11 s

File Edt Setup Yiew Help

Dl=d sEE o] sie] &|e] ==
l]_u_l.l.I.|.|.|.I.-||.|.|.I.I.|.|.I.E|.|.I.|.|.|.Ii:E|.|.I.|.|.|.I.ﬂ'.l.l.l.Ll.l.ﬁ'.|.I.|.|.|.IE|.|.I.|.|.|.I.E|
= N |
2:_:; I xxxxxxx :1 Cancel |
32
e

Changing the security requires programming User access capabilities. The menu to use for limiting user
access is selected from the tool bar after the Administrator has logged on. ( Administrator, User Access and
then pressing enter.

L]

43 Untitled - StyleWrite

b

File Edit Setup ‘iew FE2

Ol &] 75

e

Set Pagsword

I I |I]_I]__l.|.I.|.|.|.I.-|I.|.|.I.|.|.|.IE|.|. Admir LDQDH .ﬁl.f.l.l.l.l
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Security

After a window appears for security the boxes next to the locks can be checked to limit the access to the
functions of the program. In the following example the ability to save a file has been limited so that the
operator is not able to save changes he has made to the program. This could be used to preserve existing

templates from future changes unless authorized by the administrator.

The changes are made by clicking on the box next to the function. When finished making the security

changes click ok.

Ak Untitled - StyleWiite

File  Edit Setup Miew Administrator

Ol2|E] 2 =R] <] 28] &la] === 5|

Security

O &= FileMew

O &i— File Open

[F1 &— FileSave

F1 &— File Savefs

O &- File lmportSHEASHP
O & - File Open Datafile
O & - File Cloze Datafile
O &= File Exit

O & - Edit Undo

O & - EditEdit

Cancel

Set Password

The following shows where the actual password for the administrator can be changed in
the program. It is important to safeguard this program with a password when the
software is installed. If not done, any person could place his/her password in the system
and cause the software to not fully function ( by changing access levels). Pressing enter
at set password, displays the entry areas for the passwords.

T Untitled - Stylewrite

Eile Edit Setup ‘fiew FEGNEEGE Help

O =] | %]

Se rd
Admin Logoff

I]_l]__l.l.l.l.|.|.I.“.l.l.l.Ll.lEl.l.
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When entering the password - and confirming the password - they must match. If they do not the OK box
stays gray and will not allow the password change. When the passwords match the program will allow the

changes to be accepted and the OK can be pressed.

Z _::Unl'il:led - StyleWiite
File Edit Setup Wiew Administrator  Help

1]

nzlE] o [o]e] | =le] alc] =[=]=]
n_gl.l.I.|.|.ul.].LI.I.|.|.|.I.%.|JI.J.|.|.I.:E|.|.I.|.|.|.I.ﬂ|.l.I.|.|.|.I.ﬁl.|.I.|.|.|.I.E|.|.I.|.|.|.I.E|.|.I.|.|.|.

Set Password

Password
| Cancel |

Confirm

Admin Logoff

Selecting this and pressing enter exits the StyleWrite system from the Administrator functions and removes

Administrator from the menu bar.

Untitled - Style'write
File Edit Setup Miew

Dl@lnl & Ir%l Uszer Aocess...

Set Pazaword

Admiriztrator

2

Admin Logaff
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Chapter 8
VIEW MENU

The View menu provides the user with the option to configure the display according to
one’s preferences. The options available enable the user to display or hide the toolbar

and status bar, view a split screen, or refresh the screen.

TOOLBAR

The toolbar enables the user to avoid unnecessary mouse movements that are encountered
when using the drop down menus, by clicking a single button to perform the same task.
Many, but not all, StyleWrite functions have an equivalent toolbar button that performs

the same function as if it had been executed through the drop down menu.

To display the toolbar on the main screen, click View and select Toolbar from the drop

down menu. The toolbar will remain on the screen until the function is turned off.

v [

Click View, and select Toolbar —————————— » e m ot
o {10 Y ) B P
from the drop down menu. Status Bar —_:L’

Sl =

Refrezh i

Buffer s

[40 Part i

E_:

[siMPLEX 7] =

3:
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The toolbar can be positioned at any edge of the StyleWrite main screen by double-
clicking on it, and dragging it to the desired location. To view the function of a particular
button in the toolbar, position the mouse pointer over the button, and its function will be

displayed on the status bar in the lower left hand corner of the screen.

Vertical Toolbar can be positioned on either the left or right side of the main screen.

Horizontal Toolbar can be positioned at either the top or bottom of the main screen.
AlDG

D@ &= o] =(o] &[]
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STATUS BAR

The status bar is a useful tool that displays the status of the stylus, and provides the user

with a brief description of the function that a particular toolbar button performs.

The status bar is located across the length of the bottom portion of the screen, as shown in

the figure below.

& Untitled - Style97 =1

File El:!it_ﬁetup YWiew Help
Dw|d| =7 o] x| &2 Bl A2 [smrex =] [o2s0 =

4_n_|.|.I.|.|.|.I.|!|.|.I.|||.|.I.|.2|.|.I.-|.|.|-.I.|:.3|.|.I.|.|||.I.|f‘|

3=

2 5

e

0=

v
/ady Up Down = {WZEE?UX
Status Bar serves to display the status of the stylus, Cursor location

the function of a button, or the location of the cursor on the screen.

To view the function of a button in the toolbar, drag the mouse cursor over the button of
interest. The function of the button will then be displayed in the lower left hand comer of
the screen. In the lower right hand corner of the viewing area, the location of the cursor
on the screen is displayed. As the mouse cursor is moved, the coordinates change to

reflect the movements.
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SPLIT

The Split screen option allows the user to view the actions that will be performed by the

stylus in the marking sequence. During the normal view, the marking sequence portion

of the main screen is hidden.

To view the split screen, click View and select Split from the drop down menu. The

mouse cursor will automatically relocate at the far left side of the screen. Drag the new

cursor toward the left or right to the desired location, and click the left mouse button to

release. At this point, the screen will appear split, as shown below.

,,-’-} Untitled - Style97 | _ 7]
File Edt Setup %iew Help
DR %52 o =8| &la] =|=|=| BllalE] [svwex =] oz =
EH"?---:I:?M&IKTEM 4_u:|.|.I.|.|.|.I.|-!|.|.I.|.|.|.I.|.2|.|.I.|.|.|.I.|:?|.|-.I.|.|.|.I.|IF|
T3 Ouitput =
iabe MarkTest e
b | Wit InpLit =
R MarklLogo 3__:
.7 USAF F=—15
__: L]
__: l-’. O
i 28542
5 iz
e
Read [ [Rvaaazear

The marking sequence is displayed on the main screen after activating the Split function.
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REFRESH

The Refresh function resets the main screen.

To refresh the screen, click View and select Refresh from the drop down menu. The

screen will automatically be refreshed.

&1+ Untitled - Style97

File Edit Setup

v Toolbar

Click View, and select Refresh. v Status Bar
Siplit

View Buffers

Help The view buffer functions allows the operator to

Toolbar modify or to view the contentsof the buffer. This is

Status Bar done by selecting View, then Buffer, and double

Split clicking or pressing <enter>

Refrezh

[0 Port

DOpen F

Look jr; I 5] table
i;ﬁ] g2233bufter.bir A file is either selected from the
% ”EW-':':' list or a new file can be created
| one.oir . .
] sty bi by typing in a new name for the
|a#] testbuffer. bir buffer.

File: narme: I Open I
Filez of type: IBuffer Files [*.bfr] LI Cancel |
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File Edit Setup “iew Help

The Previous and Next buttons allow for the

17

1 E - movement up and down the list. The Manual

14 function always adds to the top of the variable list
1 ; 5 that is displayed. Data may be modified by

12 selecting next, to move up in the list. As soon as it

11 appears, it can be replaced using the manual

function.

Presvious

Pl

b ariiial =

M et

Buffer Manual

index1 |
index2 I Cancel
index3 I

\_H
7=
X

When a new buffer is pressed, a screen with only 1 field is displayed.
When right clicked, an additional menu appears, prompting for
Cut/Copy/Past/SelectVariable. If variable is selected, it will be displayed
with the “@” sign between it.
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/0 PORT

Help

View 1/O port allows the user to diagnose the I/O points
when the machine is stopped. Outputs can be turned on by
pushing on the radio buttons, such as e.g 0x208.

Towlkar
Status Bar
Split
Befrash
Buffer

o

Diagnostic
— Dutput = |t
% Statep O 0201 O 040l 7 O 0e0] 0 Qw301 ) Ox60
Cosidr O 0202 O 0w w02 O 0e302 O 0=502
& Ygep O 0=204 w404  DxiDd © Ox304 O 0u504
Covdr @ §0E O ndos || O 0x108 © 0x308 O 04508
& Fotep O Dx210 O Oxdi0 0110 O 0e30 O 02510
o Fdip O 0xEr0 O 0420 C0elE0 O 0320 ) 0u520
= Wwistep O 0:240 € 0:440 0140 © 0x340 O 0540
© Wddic 0 0x280 ) Ox4E0 7 0x180 € Ox380 O 02580

Inputs cannot be changed. However, outputs can be “forced” on, and will remain on until

re-set by the program being initialized.
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CHAPTER 9
DATA FILES

DATA STREAM

The data file and serial communication interfaces make it possible for external devices to
communicate with the StyleWrite program. To keep the interfaces simple, both the serial
and the data file interface are treated as stream devices. A stream device will behave as
though a continuous stream of data is available. Characters are removed from the stream
one character at a time, until all the requirements are met. When the next tag comes
along, the characters are once again removed, one at a time, starting with the next
character in the stream.

Data delimiters are special characters that appear between the data. The stream should
contain the delimiters to separate the data fields. Delimiters prevent the data in one field
from showing up in another field. The delimiters can be any character such as commas,

semicolons, carriage returns, or control codes.

The data stream requirements are as follows:

¢ No translations are possible. The characters must be represented as ASCII text, as
they appear on the tag.

e No index or mapping is required. The characters are removed according to the format
specified.

e No header information should be present.

FORMATS

The format specification will determine how the data is removed form the data stream. A
format is specified as a parameter of the function that uses a format specification. A
format is used to filter out the data from the delimiters, or any other unwanted characters,
and copy only the valid data into a destination variable. The destination variable is also
specified as a parameter of the function.
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Formats consist of matching characters, copying characters, and discard characters. A

matching character is any character that is used as a delimiter to separate the data and the

data format. The matching characters are not copied to the destination, they are only

used to confirm the proper alignment of the data stream.

The copying characters, ‘?” and ‘*’, copy whatever character appears next in the data

stream, to the destination. The *?” will copy a single character, and the “*’ will copy as

many characters as needed until the next matching character is found, or the variable is

full.

The discard character is used to remove data from the data stream. The discard character,

‘", will take the next character on the data stream, regardless of what it is, and discard it.

Characters that can appear in Format on the Mark Text screen include:

“* Wildcard

‘?” Single

‘1’ Discard

(qty)

‘4> Checksum

Copies all characters from the source until the next matching

character of the format is found.

Copies a single character from the source string to the destination

string,

Discards the current source string character.

Repeats the operation for the number of times specified in qty. For

example, ‘!(3)’ discards three characters.
Indicates that a character is part of a checksum operation and

should be added into the running checksum to determine the

validity of the data received.
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The format string can have a maximum length of 32 characters. It must only contain

characters with ASCII codes from 1 to 127. Strings are terminated within the program

with an ASCII zero.

The ASCII character codes from 1 to 31 are called the control characters. A control
character is displayed as two characters. The first character is always the carat symbol,
("), and the second is the corresponding uppercase letter or symbol such as ‘A’ for 1, ‘B’
for 2, etc. Although the control characters are displayed as two characters, they are
always stored as one. Below are some commonly used control characters:

Decimal

Dk W -

12
13
21
27

Hex

0x01
0x02
0x03
0x04
0x05
0x06
0x0A
0x0C
0XO0D
0x15
0x1B

Code

SOH
STX
ETX
EOT
ENQ
ACK
LF
FF
CR
NAK
ESC
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Ctl

"A
"B
~C
"D
"E
AF
N
AL
"M
~U
Al

Meaning

Start of Header
Start of Text

End of Text

End of Transmission
Enquiry
Acknowledged
Line Feed

Form Feed
Carriage Return
Not Acknowledged
Escape




EXAMPLES OF FORMAT USAGE

The Stream refers to the incoming data. The Destination refers to the data that is stored
after the format is applied. The Format specifies how the conversion is to be made.

Stream Format Destination Result

“ABCDE” ok “ABCDE” Use all of the characters.

“ABCDE” “A*E” “BCD” Match, then discard ‘A’
and ‘E’; copy the rest.

“ABCDE” “*(3)” “ABC” Copy three characters.

“ABCDE” crpE “CDE” Discard first two
characters.

“ABCDE” “1C??7” “ABDE” Match, then discard ‘C’;
copy the rest.

“ABCDE<CR><LF>” CEAMAN]” “ABCDE” Copy all up to CRLF.

GETTING A VARIABLE FROM A FILE:

To produce marks from information that exists in an external database, the information
needs to be exported to a data file. The data file can contain only the specially formatted
strings of data required for the marking application. In addition, the data file must be
saved as a text file with a .TXT extension. You can then program a task to retrieve the
strings from the data file and use them as marking information.
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The file functions are used to either input, or output strings to files. Generally, individual
strings in a data file are separated by a predefined delimiter. Some common types of
delimiters are a carriage return/line feed, or a simple comma.

When retrieving a data file for use in the marking sequence:

1. Click the Mark Text button and “abc’ will appear on the screen.

2. Double-click “abc” such that the Mark Text dialogue box appears on the screen as

shown below.
Mark Text
Fort ISimpIe:-:
Test Ial:u:
Select Data File

Height ||1251 whzpect [1.007
b 1.702 by 0.0

i} 1.702 Z 0.0

1111 I

Ratate Fadus (00

i~ Fised COb Port: Justify

™ Inciement ' DataFile !Left vi

" Date Code " Prompt

Enter the desired format for data transfer

using control characters into the Format
field.

3]

Cancel |

3. Click Data File, and enter the control characters for the desired data file transfer into
the Format field.

4. Click OK.
5. Click the GO button, and the Open dialogue box will appear.

6. Select the desired data file from its directory and click OK. The marking sequence
will begin transferring the data according to the specified delimiters.
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CHAPTER 10

SERIAL DATA STREAM

The serial communication interface provides a means for external devices to
communicate directly to the StyleWrite program. The serial interface is treated as a

stream device. To understand the data stream and formats, refer to Chapter 9.

For serial communications, the data stream should contain a start of transmission
character (“B) and an end of transmission character (*C). The start of transmission
character is necessary to eliminate any unwanted characters that may appear on the line
between transmissions. The end of transmission character is necessary to signal that the

transmission is complete. Formats for ASCII characters are found in Chapter 9.

Data delimiters are special characters that appear between the data. If you are
transmitting more than one field at a time, then you should use delimiters to separate the
fields. Delimiters are helpful for preventing the data from one field from showing up as
data in another field. The delimiters should be different than the start and end of

transmission characters.

Within the data stream, the characters must be represented as ASCII text, as they are to
be marked. No translations are possible. The different fields may be received in any

order, but the characters within a field must be in order.
A protocol is the sequence of events that must occur in order for the data to be

transmitted. Because of the programmable nature of the StyleWrite program, there is no

standard protocol. It can be programmed for a variety of protocols.
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SETTING THE SERIAL PORT
Initializing the serial ports is done by selecting the COM Port field from the Mark Text

dialogue box. This determines which serial port to use, as well as the baud, parity, etc.
The communications are interrupt driven and require the standard interrupt levels and
address locations to function properly. To setup non-standard serial ports, click Setup
and select Aux Port from the drop down menu. The Aux Port dialogue box will appear
as shown below. Enter the communications settings into the fields of the Aux Port
dialogue box. All parameters of the transmitting and receiving devices must be set to the

same value to communicate properly.

Aux Port Dialogue Box
Aux Port |

Fart ’m
Baud i gE0O0 - l

Lerigth 7 v g

Parity & Mone ( Ewen ( (Odd
RTS [ On

CTH [ On

ECHO [ On

(4 I Cancel

Once all of the parameters have been entered, select OK. Communications are now set

to the desired parameters.

109




GETTING A VARIABLE FROM THE SERIAL PORT

For the first example, assume the device is a bar code reader. To implement the
application, we will use a simple “Blind” protocol, in which the external device will send

the data whenever it becomes available.

When a bar code wand is connected to a serial port, it will usually send the data to the
serial port as soon as the bar code is read. Nothing needs to be sent before or after the

transmission is sent.
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Generally, the data strings on a serial port are both preceded and terminated by one or
more characters to signal the start and end of the transmission. A common type of prefix
is <STX> ("B), while a common type of end of transmission prefix is <ETX> (*C). A
format is then defined to separate the data and the delimiters so that only the valid string
data is removed from the serial data. For this example, it would be "B*"C - as shown

below in the graphic - where the * is the previously mentioned data string.
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To receive strings, double-click the text to where the imported data will be displayed,

such that the Mark Text dialogue box appears on the screen. Select COM Port from the
list of field parameters in the dialogue box, enter the desired transmission format, and

click OK.

Select COM Port. Get Yariable

e |@an_l,lname

Enter transmission format here

" Fixed ™ ................. ark " Wariable
" Incremant [rata File

" Date Code " Prompt

aurze I

Farrnat IAE e

k. I Cancel
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Chapter 11

I/O PORTS

The Input/Output functions are used to integrate external devices into the marking
process. The Output functions are used to control external devices such as valves or
motors. The input functions are used to sense the state of a switch and allow the program
a mark function or change the state of an output at the desired time.

Bits are the hexadecimal representations of the discrete I/O. The first byte represents the
port number, and the last two represent bits to be set. Bits are used for both input and
output.

The Input / Output functions are used to integrate external devices in the marking
programs process.

An assortment of I/O device configurations is currently available. A typical standard
configuration of the controller is 16 points of I/O. Custom electrical control
configurations are often made at the request of our customers (i.e. 48 I/O unit is available
in a custom enclosure).

Typical on a two axis machine a total of 5 outputs and 3 inputs are used - these are:

Motor outputs X step = 0x001 X direction = 0x002
Y step = 0x010 Y direction = 0x020
Outputs Stylus Solenoid = 0x201
Inputs X home = 0x101 Y home = 0x102 Start Trigger = 0x110

The trigger used for the input is selectable from the following addresses given in the
setup area. They are as follows;

0x000=off

0x101 0x102 0x104 0x108 0x110 0x120 0x140 0x180 .

The bit values for I/O are shown below:

Bits
Motor XStep XDir WStep WDir YStep YDir ZStep ZDir
Input X home Y home 0x104 O0x108 O0x110 0xI120 0x140  0x180
Output Stylus ~ 0x202 0x204 0x208 0x210 0x220 0x240 0x280
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Output values are used to control certain output bits. A positive value for an output will
turn ON the output, and a negative value will turn OFF the output. For example, a
+0x201 would turn the output ON, and a —0x201 would turn the output OFF. An output
value of zero will have no effect.

The input values are used to test the status of certain bits. A positive value for an input
generally means the device is ON, while a negative value typically means the device is
OFF. An input value of zero (0x000) will always be true.

Logical operators may be used in an output function to turn more than one output ON, or
in an input function to test for more than one input. For example, the following output
function will turn the outputs 0x101 and 0x108 ON.

Mew function...  » EEEET e fallys)
MewVariable.., Buffer
D atafile
Delay
Get Variable
IFHode
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bdark, Text
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Likewise, the following ouput function will wait for input 0x202 or 0x204, and 0x208.

Output l

Dutput I+EI:-:'I 01 & +0x108

= Lnitl
= Wihile

I
k. i Cancel l

There are three basic types of I/O functions: Output, Input and
Delay.
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The Output function will turn ON or OFF the specified output port. The Output
function will not wait for any event to occur. It will simply turn on the output and
proceed directly to the next function.

When the Input function is added to a task, the task will wait indefinitely for the input to
become true. For example, the Input function with an input of +0x204 will wait for a
contact closure on the input of 0x204.

The Delay function is used to create a pause between functions. It should be inserted
between the two functions you need to separate with a time delay. The Delay function
will wait for the time period specified and then proceed to the next function.

These three functions can also be used in conjunction with one another for other desired
results, such as delaying the output. In this case, the Delay function would be selected
and set to the desired time, followed by the Output function with a designated address.

MOTION CONTROL I/O’s

When the I/O’s are initialized, they will be used as the default I/O devices. No other
functions need to be added. To use the I/O, you only need to connect the devices and add
the functions that access the I/O. For instance, to program a clamp to hold a part, add an
Output function before the mark to activate the clamp, and another Output function

after the mark to release the clamp.

Output +0x202
Mark Text
Output -0x202

Writing an I/O program is quite similar to writing a sequence of operations. Each event
starts with some type of action, and ends by waiting for that action to be completed.

Below is an example of a sequence of operations and the resulting I/O program.

1.) Operator places a part in the fixture and presses the cycle start button.

2.) Energize the clamp cylinder.

3.) Wait 0.5 seconds for the clamp to complete its extension.

4.) Mark the part number in the first location.

5.) Energize the motor to rotate the part in the forward direction until the CW
prox is made.

6.) Mark and increment the serial number.

7.) Energize the motor in the reverse direction until the CCW prox is made.

8.) De-energize the clamp cylinder.

9.) Operator removes the part and the cycle is complete.
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From the left side of the split screen view, the task programming logic to achieve the
above sequence would appear as follows:

F-2] Root

' [3 Dutl:lut 4— +0x201 address entered into Output dialogue box.

EB [] | < 0.5 seconds entered into Delay dialogue box.
Elay

“B328-004” entered as text in the Mark Text dialogue box.

i “B328-004" entered as text, increment value entered in the Format field,
P 3 h C M arkT E:':t ¢ and Increment field selected from Mark Text dialogue box.

£ _{:}_ |:| utl:'ut 4——— 10x204, +0x210 addresses entered into Output dialogue box.

o Qutput €0

When inserting or editing from the New menu, select the function after which the new function should
follow first, then click on the new function. If the new function must precede that function, start with

holding down the shift key, prior to selection. If you select the root directory first, the function will be
added to the end.
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CHAPTER 12

PROGRAMMING THE Z AXIS

The Z axis is an option that can be ordered with the controller. Presently, there are two
devices that use the optional axis: the motorized column (Z axis) and the outside diameter
(W axis) marker. Both of these devices are designed for specific marking applications.

The motorized column is typically used in automated applications in which the size of the
part height changes from piece run to piece run. To automatically control the height of
each mark, a motorized column and a three-axis controller are required. For most
applications, a manual height adjustment is sufficient. If the application requires a mark
to be made at different heights, then a motorized column is the most practical method of
changing the location of the Z axis.

The OD marker is employed in applications where the outside diameter of a part is
selected as the marking location. To perform this, the optional three-axis controller and
OD marking fixture are required. The OD marker usually employs a tooling chuck to
hold the parts to be marked. The W axis motor is connected to the spindle of this chuck
to rotate the part during a marking cycle.

THE PATH FUNCTION

The motorized column can be controlled with the Path function. The Z position can be
explicitly set using the Path function. The Path function is used to specify the W.X,Y,Z
coordinate locations to which the stylus is to move. The coordinates are specified as a
parameter in the Path dialogue box as shown in Figure 12.1 on the following page. When
the Path function is executed, the stylus will move from its present location, in a straight
line, to its new location. The stylus will remain at the Z coordinate until another path is

set or the task completes. Note that the Path is only used for avoiding obstacles.
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Figure 12.1: Path Thru Dialogue Box

Path Thiu |
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At the beginning of every task, the Z position is set to zero. The Path
function is then used to reposition the height by defining a new Z position.
At the end of the task, the Z axis will home and reset to the zero position.

As the stylus wears, the height will need occasional adjustment. This is best
achieved by adding an offset value to the Z field. That is, to lower the stylus
1/8 of an inch, set the Z field equal to +0.125.

The Path function can also be used to maneuver the stylus around
protrusions on the part. If a part has a high spot that interferes with the
stylus, this command can be used to instruct the system which route the
stylus should take to avoid hitting the high spot. The Path command can
control the X,Y positions and can be used to move the stylus safely around
obstacles.
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THE Z AXIS

An alternative to the Path function is the Z axis parameter in the marking
function dialogue boxes. This value represents the Z axis position for the
specific marking function in which it is set. When a marking function is
executed within a task that has a value for the Z axis, the Z axis will be
moved to the location specified by that value.

Values for the Z axis are entered in the marking function dialogue box when
the function is added to a program. Values can be modified at any time by

editing the program.

Mark Text |

Font |Sim|:u|e:-<

abc

W\ﬂ I

Text

Height IU.EE'I #azpect |1.001

Y T w (oo — Enter values for the Z axis into the
v o000 = 00 Z field of a marking function
e [00 | Fadus [00 dialogue box. Values are in inches.
% Fixed ~ COM Port  dJustify
" Incremert " Data File iLeft vi
" Date Code " Prompt
Farmat |
cavs_|

This is a useful tool when the stylus does not have any obstacles to negotiate
in the X,Y plane, but must be positioned in the Z plane. This parameter is
not global within the marking sequence, and only affects the marking
function in which it is defined.
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OUTSIDE DIAMETER (OD) MARKING

Outside diameter marking is accomplished using an “indexing” parameter in
marking functions. The OD marker indexing function is set by changing the
Justify parameter of the marking function as shown below.

Mark Text
Fort — |Simplex |
Test labc
Height ]_ Kaspect [T0
¢ I2 3 z oo Click the Justify scroll button and

Rotate [0 Radius 0.0 select Index.
¥ Fixed T COM Paort Justify /

T Increment " DiataFile Index
" Date Code " Prampt

Left
Faormat I Right
Yertical

(1] 9 I Cancel

When the Justify parameter is set to Index, the W axis will rotate the part as
it is marked. The W motor rotates the part under the stylus such that each
character is marked at the “top-dead-center” of the part. When finished, the
W axis is rotated back to the starting position. For OD marking, the X and
Y axes are used to generate the mark and the W axis is used to rotate the
part.

When performing OD marking, the circumference of the part must be
considered. The circumference is calculated and entered into the W Field
parameter of the Field dialogue box. To produce a mark with a normal
aspect, the field size needs to be properly calculated. The Field dialogue box
is shown in Figure 12.2 on the following page.
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Figure 12.2: Field Dialogue Box

Field ]
Field Steps
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Cancel I

The number of steps needed to travel the full circumference of the part
depends on the gearing of the fixture and the dip switch settings of the
stepper motor driver. It is calculated by dividing the number of steps per
revolution by Pi (3.14). This value is entered into the W Steps parameter of
the Field dialogue box, and is constant for all part circumferences. For a
direct coupled stepper motor at 2000 micro-steps per revolution, the value
will be 637.

The distance a part travels depends on the circumference of the part. A part
with a one inch diameter will travel 3.14 inches in 360 degrees of

movement. A part with a two inch diameter will travel 6.28 inches. This
comes from the formula for circumference of a circle, P1 d (3.14 * diameter).
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MOVEABLE Z AXIS HOME SENSOR ADJUSTMENT.

Some earlier machine Z models have an adjustable Z axis home sensor.
This sensor is identified by a black knob attached to the cover that houses
the vertical shaft, upon which the head assembly travels.

If the Z axis home sensor is moved, then all marking functions which use the
Z axis must be edited to ensure the head does not crash into the part.

Also, if the sensor is adjusted for another part, the system must be initialized
so that the new home location for the Z axis is identified.

Encoder Z Axis

Current machines have a fixed Z home sensor and a special encoder card for
closed loop Z positioning.
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ENCODER FEED BACK
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Encoder Option

Encoder Feedback option for Z axis
The machine may be ordered with an encoder to allow for accurate positioning with
closed loop control on the Z-axis. This allows the machine to be set to raise and lower

between marks and retain a repetitive marking depth.

The setup for the encoder is found under Setup, Machine, as shown above. The address
for the encoder may vary but is typically set to 0x200.

122




Z Axis Manual Operation
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Z axis option

Z Axis Manual Operation (optional)

The Z axis may be operated manually by using the left mouse key to pick the
UP or DN button from the lower right corner of the StyleWrite screen. This
will directly move the stylus up and down the column when it is pressed.
The position of the stylus Z axis will be displayed directly to the left of the
UP DN buttons.
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7. Axis Mark Text
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Z-axis Mark Text

Z-axis Mark Text Operations

Text can be marked at different levels using the Z-axis function. Entry for z
movement is made in the Zfield, and is accepted when ok is pressed.

A radius Z-axis mark is not currently an option, however it can be
accomplished using a sequence of multiple mark text commands.
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Z Axis Field Settings
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Setup Field for Z-axis Encoder Operation

Z-axis Field Settings

Entry for calibration of the Z-axis is done in the Setup, Field, as shown
above. The only different item that would be set in a Z-axis machine would
be Z idle. Z idle is the normal return height that the z-axis would go to when
not in the marking mode.

125




APPENDIXES

Appendix A
MAIN SCREEN
Minimize screen
StyleWrite Main Screen
Hide screen
Title Bar & Untitled - Style97
Menu Bar 4>Eile Edit Setup ‘Yiew Help
Toolbar — > O|&[E] =] of| =|0] &2 =|=|=| BA|S] [swrex =] [oz =
( 4_u_|.|.l.|.|.|.I.|1|.|-.I.|.|.|.I.|.2|. .I.|.|.|.I.|.3|.|.I.|.|.|.I.IF|
3 v

positioning shows
entire marking field.

Reference grid for < 5

Feady [ [ernesrags
Describes the function of j
a toolbar button, and
the status of the stylus. Indicates position of the
cursor on the grid.
Status Bar

TOOLBAR

You can dock the toolbar to any edge of the StyleWrite main screen by double-clicking
on it, and dragging it to the desired location. To know the function of a particular button
in the toolbar, position the mouse pointer over the button, and its function will be
displayed on the status bar in the lower left hand corner of the screen.

|=l=| Bllals] [avrex =] 20 =

D[] &®e] | slo] @2
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Appendix B

TOOLBAR BUTTONS

El File New— Create a new document.

File Open— Open an existing file.

I_El File Save — Save the active document.

Cut — Cut the selection and put it on the clipboard.
Copy — Copy the selection and put it on the clipboard.
Paste — Insert clipboard contents.

i! Undo — Undo the last function.

Go — Start marking.

La_l Stop — Stop marking,

Zoom In— Zoom in viewing area.

@l Zoom Out — Zoom out viewing area.

Left Justify — Align text flush left.

E Center Justify — Center text between margins.
Right Justify — Align text flush right.

@l Insert Logo — Insert a logo into the mark.
Insert Text — Insert text into the mark.

@ Rotate — Rotate the selection.

127




Appendix C

Retrieves the current date and/or time from the computer clock and assigns it to the Mark

Mark Text

Fant |Simplex ~]

Teut Iahc

Height W KAspest [1001
s [ooo |En_
Y W z lr

Rotste [00 | Radus [00

i* Fired i COM Part Justiby
" Increment " Data File !Left vl
" Date Code " Prompt

Farmat |

]

Cancel

Sets the hardware parameters for the non-standard communications ports.

Imports data from an external source for use in a Mark Text sequence.

Allows the operator to set a prompt during a Mark Text marking sequence.

Field for entering the format to define Mark Text parameters such as Increment or Date

MARK TEXT DIALOGUE BOX
Mark Text  Marks a series of characters.
Font Determines the style of text.
Height The height of the characters.
XY The position of the mark in the
field.
Rotate Allows the characters to be
angled by the value in this
field.
X Aspect Affects the
dimension of the
characters in the X
direction. A value of 1.0
produces a normal aspect.
W Defines the axis for index
marking.
Z Determines the Z axis position for the marking sequence.
Fixed Anchors the Mark Text sequence to its current location.
Increment Changes the value of a numerical Mark Text sequence.
Date Code
Text sequence.
COM Port
Data File
Prompt
Format
Code.
Radius Allows the operator to set a radius dimension.
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Appendix D

MARK LOGO DIALOGUE BOX

Mark Logo

Mark Logo

Laogo

b
b

Marks a graphic image.

IDanIn:ng-:n

Height ID_ 7 Depect
[feo0 — w
El z

Rotate Ii Radius (0.0

Caticel |

ki

Logo

Height
XY
Rotate

X Aspect

Radius

Allows the user to select the desired logo from a catalogue displayed as a
drop down menu.

The height of the characters.
The position of the mark in the field.
Allows the characters to be angled by the value in this field.

Affects the dimension of the characters in the X direction. A value of 1.0

produces a normal aspect.

Defines the W axis position for index marking.

Determines the Z axis position for the marking sequence.

Determines the radius from the center to allow for proper marking of the
part.
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Appendix E

INPUT/OUTPUT FUNCTIONS

Output Sets the state of an output bit. An address
Function preceded with a “+” will turn the bit ON.
A “-” will turn the bit OFF.

Output Output module address.

Input Function = Waits until the specified output is received.

It can wait for either an ON or OFF state.

Input Input module address.

Delay Function Delays program execution for a specified

period of time.

Seconds Delay period in seconds.
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Appendix F

IF NODE FUNCTION

If Node

Input

Parms

Ask

Parms

Performs the marking sequences located within the If Node program logic,

if prompted by a defined input, or queued by the operator.

Allows the user to define the input
that will start the marking sequence
located inside the If Node, when

made true.

Field for defining the address of the

desired input(s).

Allows the user to set a prompt to be
displayed during the marking sequence.

If Hode

&+ Input
) dsk

Farms l':'?'ﬂ 20

Cancel |

Field for defining the prompt to appear during the marking sequence.
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Appendix G

PLOTTER CONFIGURATION TO PLACE Acad13 DRAWINGS INTO
StyleWrite or Style97

Start Acad13.

Go to the Options menu and select Configure.

Press <Enter>, then select option 2 (Allow detailed configuration).
Enter Y and press <Enter>.

...additional questions will be asked...<Enter>.

From the configuration menu, select 5 and press <Enter>.
Select 1 (Add a plotter configuration), press <Enter>.

Select 8 (Hewlett Packard (HPGL) ADI 4.2 — by Autodesk, Inc.) <Enter>.
. Select 1 (Model 7475), press <Enter>.

10. Port time-out is 30 (Default, so press <Enter>).

11. Select period (.) for non, since plotting to a file <Enter>.

12. Do you want to change anything? Y <Enter>.

13. Change any of the above parameters? N <Enter>.

14. Calibrate plotter? Y <Enter>.

15. Accept next four defaults <Enter> <Enter> <Enter> <Enter>.
16. At optimization request, select 0 (no optimization).

17. Write the plot to a file? 'Y <Enter>.

18. Size units: I <Enter>.

19. Plot origin: 0.00, 0.00 <Enter>.

20. Drawing size: A <Enter>.

21. Rotate plot: 0 <Enter>.

22. Adjust area fill: N <Enter>.

23. Remove hidden lines: N <Enter>.

24. Plotted Inches = Drawing Units? 1=1 <Enter>.

25. Enter a description for this plotter: Styliner <Enter>.

26. At exit to configuration menu, select 0 <Enter>.

27. At exit to drawing editor, select 0 <Enter>.

28. Keep conf. changes? Y <Enter>.

R e Tl

This will now add the “Styliner” device option to the Device Selection in the print menu.
It will automatically save the plot as a file.

When plotting (printing) the drawing, select the Styliner device as the printer, and save
the *.PLT plot in the StyleWrite directory for future conversion by the StyleWrite
program to a *.BIL file. Remember the name of the *.PLT file, since you will select that
in StyleWrite to convert it to a *.BIL file.
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Appendix H

PLOTTER CONFIGURATION TO PLACE Acad14 DRAWINGS INTO
StyleWrite or Style97

Start Acad14.
Go to the File Menu and select Printer Setup, then Printer Tab.
Select New.
Select the Hewlett Packard (HPGL) ADI 4.2 — by Autodesk, Inc. from that list.
Select OK, and select 1 (for the 7475).
At “What is your plotter connected to?”, accept the default of <S>.
Port time-out is 30 (this is the default, so press <Enter>).
Select period (.) for non, since plotting to a file <Enter>.
Do you want to change anything? Y <Enter>.
. Change any of the above parameters? N <Enter>.
. Calibrate Plotter? Y <Enter>.
. Accept the next four default relocations: <Enter> <Enter> <Enter> <Enter>.
. At optimization request, select 0 (no optimization).
. Write the plot to a file? Y <Enter>.
. Size units (inches or millimeters) default <I>: <Enter>.
. Plot origin: 0.00, 0.00 < Enter>.
. Drawing size: A <Enter>.
. Rotate plot: 0 <Enter>.
. Adjust area fill: N <Enter>.
. Remove hidden lines: N <Enter>.
. Plotted Inches = Drawing Units? 1=1 <Enter>.
. Select the 7475 description (or M odify to rename it to, e.g. Styliner Plotter). The
highlighted device is automatically selected as the default for this session.
23. Select OK, to use the plotter for this session. You need to change back to your other
(system default) printer/plotter, to plot an actual drawing.

WXk W=

N DN DN = et ek et ek ek e e e
N— OO0 N Nk W= O

This will now add a “7475” or “Styliner Plotter” option to the Device Selection in the
print menu. It will automatically save the plot as a file.

When plotting (printing) the drawing, select the 7475 or Styliner Plotter device as the
printer, and place the *.PLT plot in a selected directory for future conversion by the
StyleWrite program to a * BIL file.

Remember the name of the *.PLT file, since you will select that in StyleWrite to convert
it to a * BIL file.
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Appendix I

PLOTTER CONFIGURATION TO PLACE AutoSketch brawiNGs INTO StyleWrite/
Style97

1. From the Printers menu in Windows 98, (Start -> Settings -> Printers) select
Add a New Printer Icon.

Select Local Printer in the Printer Wizard window, press next

Select HP from the manufactures list, and

Select HP 7475A from the Printers list

Click OK

Follow the Windows instructions to load the HP 7475 A driver (from Windows
98 CD)

At the plot configuration screen, select File: Creates a file on disk.

Provide a name for this Printer in the Wizard screen (e.g. HP 7475A) and
Select NO at the question if you want this as a default printer, go next

10 Select NO for testing a print page.

11. If asked, you may have to provide the Windows 98 CD to retrieve the driver.
12. Select Finish

Sk W

0 00 N

This will now add a “HP 7475A” option to the Device Selection in the print menu.

13. In AutoSketch, draw the appropriate design. Note that text is not converted. It is
only for geometric shapes! If required, Alpha Numeric characters need to be
drawn from individual lines and curves (i.e. Logo Style).

14. When completed, select Print from the File Menu, and select the Plotter (or HP
7475A.) Also, check off the Print to File and Print all Black boxes on this
screen.

15. Select OK

16. Give the file a name in the print file window, and save it in the C:\Style97\bi
directory.

Remember the name and location of the *.PLT file, since you will select
that in StyleWrite to automatically convert it to a *.BIL file.

17. Open StyleWrite.

18. Select the Logo Icon (left of A) and navigate to the C:\Style97\bi directory to
select your file.

19. When loaded into StyleWrite, drag that logo down into the screen and operate the
Rotate Icon (first Icon on the right,) until the logo is in the correct orientation/ -
location, and the whole logo is visible.

20. Size and locate the drawing in the window, as required for placing the mark on
the part.

134




Appendix J
PLOTTING

PLACING THE PLOT FILE INTO THE StyleWrite PROGRAM

If not already saved, save or transfer the *.PLT file to the
StyleWrite BI directory. (C:\Style97\bi)

1. Run the StyleWrite program.

2. Follow the instructions in the StyleWrite manual concerning opening a file and
marking a logo.
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Appendix K

THE ET (EXTENDED-THROW) STYLUS

1. General

The ET Stylus has a greater work range where it can apply a mark, and is
typically used on automated systems where uneven material is marked, or
where the marking surface has a slight radius. The air pressure can be
adjusted from approx. 40 PSI to 90 PSI, to provide an increasingly deeper
mark. However, too much pressure may stall the Stylus, depending on
material and height settings. A higher marking depth is at the expense of the
life cycle of the equipment, and using the ET Stylus requires special
considerations.

The ET acts like a specially triggered, single acting air cylinder, with a stroke
of approx. 1/2". The effective marking range depth is approx. 1/4" when the
tip of the stylus is placed 1/4" away from the work. Thus, a variation of
approximately 1/4" in material height to be marked can be easily accepted.

2. Safety

Because of the greater clearance between the tip of the Stylus and the
material to be marked, special guarding considerations are required to
ensure that an operator will not have access to the marking area when the
Stylus is operating. In automated or mounted Systems where there is no
operator involved this is taken care of by either guarding or light curtain use.

In applications where the parts are manually placed, guarding or light
curtains are mandatory.

3. Software Parameters

When using the ET Stylus, there are a number of settings in the StyleWrite
Software Program, which affect the operation of the ET Stylus. Changing one
parameter may require changing one or more other parameters. Chapter 7,
the SETUP menu in the software manual defines these parameters under
SPEED, page 4.

An important parameter is shown in the DUTY CYCLE paragraph, which
shows that this duty cycle should be somewhere between 55 and 75, which
is to be pragmatically established. This is generally done at the factory during
"burn in," but can be adjusted in the field. Note that for the Standard Stylus,
the duty cycle is set at 1.

136




4, Setup

When setting up the working distance, start by placing the Stylus tip approx.
1/4" away from the part to be marked. Decrease or increase this distance as
needed to get the optimal mark over the whole range to be marked.

THE ET STYLUS

The ET stylus is a stylus assembly, which has a greater marking range. The "throw", or stroke, of
the ET stylus is approximately 1/2". This allows for parts that have up to ¥” surface variation.

The ET stylus functions like a single -acting air cylinder actuated by a specially triggered solenoid
valve. Unlike the standard stylus, which oscillates by exhausting the airflow on the down-stroke,
the ET stylus is energized and de-energized at the rate established in the software parameters.

SOFTWARE REQUIREMENTS

STYLEWRITE includes the settings for using the ET, under SPEED, in the SETTINGS - Menu,
see Chapter 7. The DOS program "Style4Q" is required for DOS based systems.

SAFETY CONSIDERATIONS

The increased open distance between the stylus tip and the marking surface requires special
machine guarding consideration when the operator has access to the marking area. Typically, this
is required in manual operations where the parts are placed in the marking area by an operator. In
these instances, Dual Palm Buttons, special guards or light curtains are mandatory.

In automated Systems, or mounted operations, where there is no operator intervention to place
and/or remove parts, guarding is generally performed by the safety guards of the parent system.

OPERATIONAL PARAMETERS

Chapter 7 shows the various components, which affect the appearance of the mark and the
performance of the ET stylus. These factors are interrelated. This means that a change to one
component may necessitate a change in one of the other factors. In some cases a change to one
component may be small enough so that a change to the other components is not required.

The quality and appearance of a mark is subjective to the user of the equipment. Each individual
user must experiment with the settings of the various components to determine the value for each
component that produces a mark which best satisfies the requirements of the user. In the
following sections starting values for the components are provided. From these values, testing can
begin to find the optimal settings for the specific application.
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AIR PRESSURE

For the standard-stroke (non-ET) stylus set the pressure to 80-90 PSI.

The air supply to the stylus should be clean and dry. The nominal setting for the pressure

is 70 PSI. Stylus size dependent, the range of air pressure is 40-90 PSIL. The stylus may
function at settings outside this range, depending on the settings of the other components.
Changing the pressure will affect the depth of the mark. The stroke of the stylus is not perceptibly
changed. The force behind the stylus determines the depth that the stylus contacts the work.
Increasing the pressure will produce a deeper, wider mark. Decreasing the pressure produces a
shallower, more defined mark.

DISTANCE FROM MARKING SURFACE
For the standard-stroke (non-ET) stylus, start by setting this distance to approx. 1/8"

The distance from the marking surface affects the appearance of the mark in much the same way
as changes to the air pressure but not to as great an extent. The nominal setting is approximately
1/4 from the tip of the stylus to the marking surface. If the marking surface is uneven or curved,
choose a point that represents the mid-point of the marking surface extremes.

FREQUENCY SETTING

For the standard-stroke (non-ET) stylus, set this value to 0.

The frequency setting determines how quickly the stylus solenoid is energized and de-energized.
Changes to this setting allow the user to control the appearance of the mark. A lower setting will
produce a mark with fewer impact points per character. The setting can be set so low that the
mark almost appears to be a dot matrix font. Too high a frequency setting causes the solenoid to
stay on without oscillating. The nominal setting is 55. The range is between 40-70.

The frequency is set in dialogue menu, as shown in Chapter 7. This menu can be edited via the
drop down menu on the main editing screen. Select the SETUP option on the menu bar on top of
the screen, then SPEED from the sub-menu that appears.

DUTY CYCLE SETTING
For the standard-stroke (non-ET) stylus set this value to 0.

The duty cycle is set in the SPEED menu. Select the SETUP option at the menu bar at the top of
the screen, then SPEED from the sub-menu. The duty cycle setting determines the percentage of
time between the energized state and the de-energized state of the stylus solenoid. This setting is
used in conjunction with the frequency to produce the desired depth and quality of mark. The
nominal setting is 50%. The range is between 40-80%.
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APPENDIX L

The High-Speed (HS) and High-Speed-Heavy-Duty (HS-HD) Stylus Assemblies
1. General

Depending on the particular design, the High-Speed Stylus has a total working
range of approximately 5/16”. The start height, or gap between part and Stylus
tip, varies slightly depending on the design and air pressure setting. But, in
general, the start height will be approximately 3/16” from the marking surface.

The air pressure can be adjusted from approximately 20-100 PSI for the standard
High-Speed Stylus, and between 45-100 PSI for the Heavy-Duty-High-Speed
Stylus, to provide an increasingly deeper mark. A deeper marking depth is at the
expense of the life of the Stylus carbide, and replacement of the Stylus pin will be
more frequent.

The High-Speed Stylus acts like a specially triggered, spring returned, air
cylinder which oscillates by exhausting the air flow on the down-stroke. A
solenoid valve supplies air pressure to the Stylus while marking and then shuts
off the supply between characters and mark string.

2. Safety

Because of the variable start gap between the Stylus and the marking surface,
operators should be educated to the possible pinch point between the Stylus and
the marking surface. In automated or mounted systems, where there is no
operator involved, this is addressed by either guarding, or the use of a light
curtain.

3. Software Parameters

When using the High-Speed and High-Speed-Heavy-Duty Stylus Assemblies
there are a number of settings in the StyleWrite Program, which affect the mark
appearance. Chapter 7, the “Set Up” menu in this software manual, defines
these parameters under; Speed, at page 4.

HIGH-SPEED AND HIGH-SPEED-HEAVY-DUTY STYLUS ASSEMBLIES AND STOCK NUMBERS

HIGH-SPEED HIGH-SPEED- HIGH-SPEED- HIGH-SPEED-
STYLUS SHORT STYLUS | HEAVY-DUTY | HEAVY-DUTY
STYLUS SHORT STYLUS
COMPLETE ASS'Y 010376 010377 010378 010379
STYLUS BODY 010354 010357 010367 010370
STYLUS PIN ASS’Y 010353 010356 010366 010369
SPRING 010187 010187 010337 010337
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APPENDIX: M

Table Implementation:

A lookup table can be created in StyleWrite. To do this pick Edit then Table from the
drop down menu. At this point a window called Open will appear. The look in folder
used for loading tables should be table. You can select a table (like example.txt) or create
your own custom table.
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It can be assumed that if a table will be required, it will be custom designed for the
project.
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To create your own table:

Type in a name describing the table that you want to create, and then click the enter
button. For example we will open a table called “lookup table”.
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The default is for two fields in the new table. To increase the fields click the Define
button and a Define Field appears. This is where the number of fields and the names for
the fields can be entered. Click the up arrow to increase the number of fields that you
need in the data table.

When the correct quantity is selected press OK. This will change the screen to allow for
entry of variable names in the selected number of fields in the table.
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Enter the descriptive names in the fields. This is done by left clicking the white areas next
to the numbers (1 to 16 max).

Take care to remember that field #1 (default name A) is the index field for lookup. When
finished entering the field names click OK to close the Define Field window.
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The Edit Buffer /Table window will appear with the new names for the fields across the
top.
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Data may be entered manually at this point. Or the data may be loaded from the from the
program using the serial Com port or data files. Examples of these operations follow.
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Manual data entry in a table

After following the proceeding steps (Edit, Table, select file then Open ) left click Insert,
at this point a blue field New Item will appear. Double click this New Item and type in
the data to enter in the table. Whatever is typed will appear red until enter is pressed.
Select additional fields to enter data by double clicking available areas each column
desired. If additional records (rows) are desired insert must be pressed again.

Continue to edit the table until finished.
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Now that the table has been created and is loaded, it is ready to be used for lookup in a
program. Press OK to finish.
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