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GT Designer 2 — Startup Guide

1. Overview:
This document provides a simple explanation of GT Designer2 (GTD2) Screen Design
Software for use with the GT10 and GT11 series of HMIs.

Note: The “GT10” and “GT11" series’ refer to all GT1020, GT1030, GT1150, and
GT1155 models. Although images used are taken for a GT1030 + FX PLC setup,
features outlined in this document apply to both GT10 and GT11 HMI unless otherwise
stated. For specific product information refer to the Appendices or the respective product
manual.

1.1 Screen Types

The number of Base Screens that can be created for GT10 and GT11 series is 1024 and
4096 respectively. Window Screens are not available for the GT10 series. The following
image provides a brief overview of the screens that are available within GTD2. For
detailed specifications on the range of screen types refer to the GT Designer2 Version 2
Screen Design manual.
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2. Startup Procedure

The following procedure describes the setup of a new project within GTD2. GTD2 is
assumed to be correctly installed on the PC being used.

2.1 Start GTD2

a) Select [MELSOFT application]-[GT Designer2] from the Start menu.
b) From the Select Project dialog box, click on the “New” button, or select [Project]-[New]

from the menu bar.

2.2 Setup System Environment

- Enter the settings according to the system’s hardware setup. See chart and screen
shots below.

GOT Type Enter GOT type that is being used i.e GT1020, GT1030 or GT11**
Color Settings Select color or monochrome type (GT11 only)

Format Orientation of GOT — horizontal or vertical

Controller Enter controller type (MELSEC-FX, FREQROL 500/700 etc.)

Comm. settings

Select the interface that will connect to the controller

Screen switching
device

Sets the GOT or PLC 16-bit word device used to specify the Base screen
and Window screens numbers to display, meaning the screen number that
is stored in this device will appear on the GOT display.

Final confirmation

Prior to building the project the setup wizard will detail complete entries
made during the project creation process

Note: System setup has several stages. After each stage a confirmation screen will

appear to show the entries made so far.

New Project Wizard E‘ New Project Wizard E‘
| System Settings for GOT | Communication Settings (1st]
@ New Project Wizard Flzase select the type of GOT and the number of colors. @ Mew Project Wizard Flease select the equipment to be connected with GOT.
System Setting System Setting
@ Conf i rmat ion GOT Type: @ Confirmat ion Contraller:
& Comnunicat ion & Communication
o uF Color Settings | 2Mans) = o
A Ty Format & Horzontal  Veticsl = o DL
@ Confirmation @ Confirmat fon
& Screen Switch & Screen Switch
Hest > Cancel < Back Hest > Cancel
GOT type setting Controller type setting
New Project Wizard E New Project Wizard E|
[ Commurication S ettings (15t] [Setting of Screen Switch Device
@ New Project Wizard Fleaze select I/F to be connected with @ New Project Wizard Please set the Scieen Switch Device,
. "MELSEC-F". S e The device setting is necessary to display the screen.
B svsten Settine Bl System Setting
[50100] Dev..
@ Conf irnat ion L @ Conf | rmat ion pss - o] pev. |
& Comnunication & Comnunicat ion Dverlap Window!: | Dew.
1/F
e e Overlap Windowz: > | Dew
@ Com, Driver « @ Com Driver
@ Confirnat ion @ Conf I rmat ion Superimpose Windowl: ~| Dev
ﬂE Screen Switch ﬂ: Screen Switeh Superimpose Wwindowz: ¥ | Dew.
Bk Mewt > Cancel <Back Hext> Cancel |
Communication setting 4  Screen switching
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New Project Wizard @‘

| Set confirmation of System Envitonment

The wizard reflects it in the setting of the project by the following content.

Item |

GOT Type GT1030(283+96)

Color Settings 2[Maona) Colars

Format Horizontal

Communicalion Settings(1st] Channel 1
1/ Standard | /F[Standard RS5-422/232)
Contraller MELSECF=
Driver MELSECF=

Screen Switch Device Baze Screen GD100
Owerlap Windowl -
Owerlap Window?2
Superimpoze YWindow1
Superimpoze "Window2

< Back ‘ Einish Cancel

Final Confirmation

Note - All images in this Startup Guide are taken from a GT1030 + FX PLC project
created with GT Designer2 in its default configuration. There will be differences
depending on what model GOT the project is for and the user preferences within GTD2.

2.3 The First Screen

Once the project has been created, Screen Property dialog for creating a new screen will
appear automatically. Important parameter information is outlined in the following table
and screen shots.

Screen number This value will represent this screen when specified in the
Screen Switching device

Screen name Allows easy identification of screens from the screen
library or workspace — call this screen ‘Menu’

Screen type Set the screen type i.e. Base screen or Window screen

Use screen color Optionally, set the background color of the screen (default
color is black)

Backlight color Optionally, set an LED backlight configuration for this
screen through the [Auxiliary] tab (GT10 only)
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Screen Property

X

Screen Property

Basic | Ausiiary | Key Window | Basio  Ausiiany | Keywindow |
= = Key window ¢ Cursar display setting
Soroen Humber, | = I EEieen et e TR o e ol Seiin
Sersen Name: [ [ =
Soreen Lype: Base Screen v [ |
Secuity d =
Detaled
Exglanation [ I E|
~
I™ Use soresn color =
_a I r
Cursor Mavement
Defined key action [ a ight amow key =
M Fastion to speciy area BottorrFight_~
—
Other
¥ Camy out cisplay of slarm flow Display positon: | Bottom =
Hove key window Dont mave -
[~ The backiight & biinked
Backlight cokor @ Geenfwhite  © Fed " Drange/Pink
| [ Cancel | ok | cencel |

Entering screen properties Detailing backlight color and function (GT10 only)

24 Creating a New Screen

After creating the first screen, additional screens can be created by right-clicking on the
folder icon labeled “Base Screen” in the project Workspace. The Screen Property dialog
appears when selecting New from the context menu.

Workspace 3]

[ Display Overlay Screen

=24} Project

[ Window Screen|
=1 Common Settings
System Environment
“uy Status Observation
@ Time Action
Ty Alarm History
BH Floating Alaim
% Recipe
#-(Z3 Comment
8T Parts

=1 Project Category | 32 Library
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3. Using GTD2

The screenshot below illustrates a general layout of the GTD2 software. The presented
layout may differ from the users screen depending on the user’s settings/preferences.

=] GT Designer2 - Untitleds - [B-1:]

B Project Edit View Soreem Common Figure Object Iools Communication Window Help SICIES
D AD Y RE e r o mN Ik [[5me s )
|lrvomacerawdasasbm |z Bl =& - | | L -2 -5 EE =
[+ G @ s w0 3 25 © B G % B i M BL AL <7 J 1o [ e [ B e e e 0
S 5 T S A N W |

| ¥ A ]
o=l
——eree———————
= 27 Projest
= [ Base Screen
|
(1 Windaw Sereen
(2 Conman Setings Screen area
E] System Environment
Ly Status Observation |
@ Time Action
Bl Alaim History
B} Floating Alam

B Recipe

1 (1 Comment
BT Parts

I e iy

Workspace Popetyshest
Blx|

W Dbjects ¥ Eigures Object Humt
Object/Fi Object H.
s Vet 2 Temporary area Sorcen Ty F—
Security 0
Detailed Explanation
Use Sereen Color Mo
Pattern
Fa Color
Bq Color
Transparent Calor
The backlight is biinked Mo
Backlight calar Green/white
: Property sheet
< I >
Please select figures or objects, GT1030(238x96) 2(Mona) Colors [MELSEC-F% FF20,0 :86,V:54 UM

- Workspace

Created screens and common settings are displayed in an easy-to-use tree format.
Copy, paste, and other functions can be done simply by double-clicking or right-clicking
on the menu.

-> Property Sheet
Attributes of selected screens, objects, and figures are shown; therefore, modification of
settings can be done easily without having to open each dialog box.

- Data View
All objects and figures used on the screen are shown in list form. Therefore, hidden or
overlapped objects and figures are easily found.

- Temporary Area

Objects and figures can be placed in this area temporarily during the designing process.
Any objects in this area will not be displayed on the GOT during actual use.
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- Mouse Cursor Types

% Normal cursor
The crosshair means that an Object or Figure will be added or adjusted
—|— on the screen by clicking the left mouse button. To cancel the Object or

Figure selection, press the ESC key.
The quad-arrow is displayed while an object or figure (or group of
@ objects and/or figures) is selected and will be moved on the screen by
clicking and holding the left mouse button. The properties dialog of the

selected object or figure appears when the mouse is double-clicked.
These double-arrows are displayed while an object or figure (or group of
<:§:> @ objects and/or figures) is selected and the cursor is over a size-

I&I adjustment handle of the selection. Click and drag on these handles to
expand or contract the selection.

3.1 Drawing Figures

Figures in GTD2 consist of Text, Lines, Rectangles, Images, etc. which do not normally
relate to devices (bits or words) for their operation. Figures will always be displayed
behind Objects, regardless of the creation/stacking order of either Figure or Object.

Exercise — Create a screen title
On Base Screenl input a title using a Text and Line figure.

Method
a) Text

1. Select [Figure]-[Text] from the menu bar, or & from the Figure toolbar.
2. Click a position on Base Screenl where you wish to display text.
3. Input text when the Text dialog is shown.

Text: Menu

Text Style: Bold

Text Color: [White]
Font: 16dot HQ Gothic
Size:2x2

b) Line
1. Select [Figure]-[Line] from the menu bar or ~ from the Figure toolbar.

2. Click the left mouse button at the starting point and drag the line to an end point.
3. Double-click the line to adjust its attributes.

Line Width: 3 Dot
Line Color: [White]

3.2 Creating Objects

Obijects include touch Switches, Lamps, Numerical Inputs, Graphs, Parts Displays, etc.
used to monitor and write data to bit or word devices.
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Exercise — Create a Go To Screen Switch
Create Go To Screen Switches to jump to Base Screen2.

Method

1. Select [Object]-[Switch]-[Go To Screen Switch] from the menu bar or °™ from the
Object toolbar.

2. Click a position on Base Screenl where the Go To Screen Switch is to be placed.

3. Deselect the Go To Screen Switch tool and double-click the Go To Screen Switch to
open its dialog. Set the Switch attributes as follows, and then click OK.

Basic tab
Screen Type: Base
Go to Screen: Fixed: 2

Basic |Lamp | Ten |
Sereen Type:  [Base |
Go Ta Screen
o Browse.
Cpewe [
5| D] et |
Category [Suitch ] Lever [Back |
Extended Function
[~ Estended [~ Action I~ Trigger
Object Name: oK Cancel
Lamp tab

Display Style: Shape: [Basic Figure] Square: Square_1
Switch (color): OFF [Black] / ON [White]

Go To Screen Switch 3]
Basic Lomp |Tewt | Image List @

Lamp:

@ Key O Bt O Wod

Display Style:
[
Shape: IlSquare Souare_1 | [

Frame: | Switch -v
Backgound. [N -] Fatem o |-

Entended Function
™ Extended ™ Action ™ Trigger -

Objectbeme: [ oK Concel i El: Jump ‘ 0K Cancel |
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Text tab

Text Type: 16 dot standard
Text (color): [White]

Text: Control Screen

Inserts same Text
and text settings
for both ON and

Go To Screen Switch

OFF states
Basic | Lamp Text I
Text Type |Tex. =
Stae E Inserts same
OM | OFF Copy DFF-+0M All Settings Tet Oniv [l Text only for
Fort  [6dat Stardard = both ON and
T = OFF states
Text v|fsuwe [Requsr  +]
e el s 8 e L e L
1o _[goton | Lot | 2ion |
E= il
=]
=
Esterided Function
I~ Estendsd [~ dtion I Tringer
Obiject Name: [ 0K Cancel

Notice that the Text of the Go To Screen Switch is centered within the Switch, which will
cause the long text to go outside of the Switch boundaries. In the GT11 series, the
Position and Alignment of the Text can be changed to Top, Bottom, Left, Right, etc. For
the GT10 series, only the Switch Size, Text Size, and Text Font can be adjusted to keep
the Text from overlapping the Switch boundaries.

Tip — Object Frames and Switch Placement

The Object Frame is the line that is drawn around Objects within GTD2 only (it will not
be shown on the GOT display) which denotes the pixel area affected by that specific
Object. For example, the valid touch-sensitive area of a Switch is indicated by a dotted
line that may or may not match the actual pixel area of the Switch graphic. The touch-
sensitive area of a Switch can only be specified along the 16 x 16 dot grid lines
(described later). If the pixel area of the Switch graphic does not line up with the grid
lines, the touch-sensitive area will not match the graphic. For setup of Object Frames,
select [View]-[Options] from the menu bar.

Tip — Adjust Direct Text Size

To reduce time spent adjusting the text size when resizing objects, [Edit]-[Adjust Direct
Text Size] is selected by default from the menu bar. This enables the feature for text font
size to be automatically adjusted as the size of the object is adjusted. This can be
deselected according to the user’s preference.
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Exercise — Create a new screen and Bit Switch
Create a new screen (Base Screen2) and place a Bit Switch in the top left corner.

Method

a) Create a new Base Screen

1. Select “New...” from the right-click context menu of the Base Screen folder in the
Workspace.

2. Enter the Screen Number and Screen Name in the Screen Property dialog as follows.

Screen Number: 2
Screen Name: Control Screen

b) Create a Bit Switch

1. Select [Object]-[Switch]-[Bit Switch] from the menu bar or *7 from the Object toolbar.
2. Click a position on Base Screen2 where the Bit Switch is to be placed.

3. Deselect the Bit Switch tool and double-click the Bit Switch to open its dialog. Set the
Switch attributes as follows, and then click OK.

Device: MO
Action: Alternate
Lamp: Bit: MO
Shape: Circle: Circle_7
Bit Switch 9] Bit Switch X
Basic | Lamp | Tewt | Basic Lawp | Tem |
Sutch Action Lamp
Device: Dew. | [y O (e | =l =l
Action: (Gt * Altainate [X0] ~| Dev
" Reset © Momentary ’— J
Category Suitch ~| =] Display Style
Shape; Circle : Circle_7
f O
Frame: =] swich -
Backgound: [ -| Fotene o |-
Estended Function Extended Function
™ Estended ™ Action I~ Trigger ™ Estended I~ Action ™ Trigger
Obijest Hame: | 0K Cancel Dbject Mame: oK Cancel

Tip - Lamp function of Switches
The lamp function dictates when the Display Style of the Switch changes between OFF
and ON, regardless of whether the Switch is being pressed.

Key: ON Display Style is shown while the Switch is being pressed (Default)
Bit: ON Display Style is shown while the dedicated bit device is ON
Word: ON Display Style is shown while the dedicated word device value is within a

set range

Note: This document is for reference only. For detailed settings and safety information refer to the respective product manual.
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3.3 Editing Figures and Objects

Exercise — Adjust the size of an Object
Reduce the Switch size by 1 Grid space (Default: 16 dots).
1. Select an Object to be resized (for example, the Switch that was just created).

2. Bring the mouse over the lower-right corner size-adjustment handle, and move the K\E
cursor to reduce the size.

Tip — Snap and Grid settings

When editing the placement, size, or other visible properties of items, the adjustments
will all depend on the Snap settings of GTD2. The pixel spacing at which the white dots
(the Grid) appear within GTD2 can also be adjusted for easier use. Both settings can be
accessed by selecting [View]-[Option] from the menu bar.

3.4 Copy and Paste

Exercise — Copy and paste a Base Screen and Figure
Create a new screen (Base Screen3) and other items using Copy and Paste options

Method

a) Copy Base Screen2 and create Base Screen3

1. Right-click on “2 Control Screen” in the Workspace.

2. Select Copy from the right-click context menu.

3. Right-click again and choose Paste from the context menu.

4. In the Screen Property dialog box that appears, enter the Screen Number and Screen
Name as follows, and then click OK.

Screen Number: 3
Screen Name: Comment

b) Copy the Figures from Base Screenl and paste them onto Base Screen2
1. Open (or switch views to) Base Screenl.
2. Select the items to be copied (for example, the “Menu” Text and Line).

3. Select Copy from the right-click context menu, [Edit]-[Copy] from the menu bar, or
from the Main toolbar.
4. Open (or switch views to) Base Screen2 and select Paste from the right-click context

menu, [Edit]-[Paste] from the menu bar, or ® from the Main toolbar.
5. Click a position on the screen where the objects are to be placed.

12
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Go To Screen Switch El

Go To Screen Swiich E|
Basic |Lamp | Ten | Basic | Lanp  Test |
Slteen Tupe:  |Base - Text Type Text -
State
o To Screen =
v el |2 5' Screen 2 ~| Browse.. 0N | OEF Copy OFF->0N A Settings
IFite 16dot Standard -
[ | J
r 4 4 4 Test +| sue [Feguam -
Categary: [Switch | [ =l Size 1w - X (=) [Dat)
Text:
Back
=
=
Extended Function
Extended Function
[~ Estended [~ Action I~ Trigger I Extended I Action I™ Trigger
Object M ,7
Dbjsct Name: oK Caneel ject Name: oK Cancel

3.5 Consecutive Copy

Consecutive Copy is a useful function when creating multiple figures and objects. This
function allows for automatic increment and decrement of related devices, as well as
separately adjustable X-direction and Y-direction number of copies and spacing.

Exercise — Creating Switches using the Consecutive Copy function.
1. Select the item to be copied (in this case, the Bit Switch on Base Screen2).
2. Select [Edit]-[Consecutive Copy] from the menu bar.

3. When the Consecutive Copy dialog appears, input the following values.

Consecutive Copy @‘
Number Mumber Interval [ Diot )
X. 4 x ¢4 = B =
Y:0 O v 4
Address Increment
Interval (Dot) e —
X: 2 i =
Copy Range
Address Increment: X Priority (fi“”
Increment (DEC): 1 -
Cancel
Tip — Overlapping Objects

As the project grows and the screens become more crowded, some Objects may start to
overlap. For the GT10 series, overlapping Objects will be superimposed on top of each
other, meaning Objects created earlier (according to the Object ID) will be shown
“behind” Objects created later, though both/all Objects will remain operational. For the
GT11 series, there is a Front and Back Layer which can be used to arrange Objects
according to user design and preference. When more than one Object are overlapping
on the same Layer, the Object created later replaces the Objects created earlier on the
display, though both/all Objects will remain operational. For more details, refer to the

13
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Section 6.1 at the end of this document, and the GT Designer2 Version2 Screen Design
Manual.

3.6 Batch Editing

Batch edit is a useful function for editing multiple objects simultaneously. All objects
must be on the same screen and of the same type.

Exercise — Batch edit using the Property Sheet

Use the Property Sheet to edit the attributes of the created Bit Switches (8 switches).
1. Select the 8 Bit Switches to be edited.

2. Change the attributes of the selected Switches in the Property Sheet as follows:

Shape: Circle: Circle_9 oixl

Bit Switch
For restrictions when using the Property Sheet refer Attribite Value ~
to the GT Designer2 Version2 Basic Operation/Data  [bev
Transfer Manual (Chapter12) Action Alznate

Categom Switch

Layer Back

Lamp Type Bit

Lamp ‘word Size 18 bit

Lamp ‘Woaord Tyupe Signed BIM

Lamp Dev

Lamp Dew Exp

Llbient Chate Uty

[ Shape Circle : Cincle_9
FFTame ot
Switch Color | v

Note: For large Bit switches they may need to be resized prior to consecutive copy in
order that they can fit on the screen.
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Exercise — Complete Base Screen2

1. Change the text from “Menu” to “Control Screen” and adjust the line under the text

2. Draw a square by selecting [Figure]-[Rectangle] from the menu bar and dragging and
dropping with the Rectangle tool. (This can be created around the bit switches)

3. Add Go to Screen Switches on either side at the bottom of the screen with the
following attributes:

Go To Screen: Fixed: [Left] 1/ [Right] 3
Display Style: Shape: [Left] Symbol: Symbol_7 / [Right] Symbol: Symbol_8

Exercise — Align function

Align the Text “Control Screen” and Line horizontally in the center of the screen.
1. Select the Text and Line to be aligned.

2. Select [Edit]-[Align]-[Center] from the menu bar.

Exercise — Delete excess items

To delete objects and figures, simply select the items to be deleted and press the Delete
key, or select Delete from the right-click context menu.

1. Open Base Screen3d and delete the bit switch on the screen.

2. Open Base Screen2 and copy the Text “Control Screen”, the Line, and the two Go To
Screen Switches and paste them on Base Screen3.

3. Change the Text “Control Screen” to “Comment”

4. Change the left and right screen switches to go to Base Screen2 (Fixed: 2) and Base
Screen4 (Fixed: 4) respectively.

5. Add the Text “Comment No.” to Base Screen3.

3.7 Comments

Comments are textual messages indexed and saved within the GTD2 project data which
can be “switched” between, similar to Base Screen data. Comments must be registered
within the Basic Comments or a Comment Group list before they can be used. Basic
Comments is a single-column list of Comments that simply allows data to be accessed
by the index (row) number. Comment Groups are multi-column tables which are used in
the Language Switching feature (System Environment from [Common] in the menu bar
or Workspace). “Switching” languages simply causes data to be referenced from the
same row of a different column within the same Comment Group. To display and input
other character sets and languages, it may be necessary to adjust the Regional and
Language Settings within Windows. Refer to Section 6.2 at the end of this document for
more information.

Exercise — Register Comments in a Comment Group

Register comments to Comment Groupl.

1. Right-click on the Comment folder in the Workspace and select New Comment Group
from the context menu.

2. When the Comment Group Property dialog is displayed, enter the Group No., Title,
and select the number of intended columns (Column No.), and then click OK.

15
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Comment Group Property g]

Group No.: 1 Group No: Tite

Title: Operation = [Operaten

COIumn NO 1 Column Mo, KAMJI Region
F 1w = T [
r 2 l—_| 7
rs[ 5 s =
i I R - B
rs s S rw A

3. In the Comment List window, input the textual Comments and set their attributes. To
create a new comment (row), right-click the comment table and select New from the
context menu, or select [Common]-[Comments]-[New Comment] from the menu bar.

Comment No. 1: READY
Comment No. 2: MANUAL
Comment No. 3: STOP

Column Mo. High Quality Font
) 12dot | 12dot | 1Bdot | 16dat ]
Comment Mo, 1 Text Rew Blink. Gothic | Mincha | Gathic | Mincha Style Solid
1| READY Mo Mo O O O O Regular
2( MaMUAL Na Mo O O O O Reqular
3[sToP [ 1 M Ne | O | O | O | O | Reguar [[ ]

Tip — Importing and Exporting Comments

The Comments registered in a Comment Group can be saved, or Exported, as Unicode
text files (*.txt) or Comma Separated Value files (*.csv). Files in these formats can also
be loaded, or Imported, to GT Designer2 as comments.

Export: Select [Common]-[Comment]-[Export...] from the menu bar, or £¢ from the
Comment toolbar to save GTD2 comment lists to files in .txt or .csv format.

Import: Select [Common]-[Comment]-[Import...] from the menu bar, or & from the
Comment toolbar to load .txt files or .csv files into GTD2 Comment Group lists.

3.8 Comment Displays

Comment Displays are used to “switch” Comments depending on a device value. There
are both Bit Comments and Word Comments which correspond to Bit and Word devices,
respectively.

Exercise — Create a Comment Display
Create a Comment Display to switch Comments according to the value assigned to a
specified Word device.

1. Select [Object]-[Comment Display]-[Word Comment] from the menu bar, or &' from
the Object toolbar.
2. Click a position on Base Screen3 where the Comment Display is to be placed.
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3. Deselect the Word Comment tool and double-click the object to open the dialog box.

Set the attribute values as follows, and then click OK.

Basic tab

Device: D100

Shape: Frame: Frame_7
Font: 16dot

Size:1x1

Preview Comment No.: 1

Note that the Preview Comment No. only
corresponds to the Comment that is shown on the
GTD2 screen. This option does not cause the
Comment to appear as default and will not be shown
during GOT operation unless otherwise specified
through the applicable Device.

Comment tab

[Comment source]: Comment Group

Comment Group: Fixed: 1

Attribute (Normal Case): Indirect (Device Value)

Exercise — Create a Numerical Display

Word Comment 3]

it
Frame_7 -] Others..
Frome: M

Fant TBdot -
ize: 1x1 -

@ Lt Center O Right
o [T = opemonieasy <]
[Others | [ =]

Estended Funcion

™ Entended 7 Case | Trigger [ Data Operation

Dbject Name: 0K Cancel
Word Comment 3]
Basic  Comment |
" Basic Comment & Comment Group
Comment Group
@ Figedt =
" Device:

AttibutefNomal Case)
& Indiect (Device Vae]
© Hold

© Comment No.: E

I hanae fiibute of Commert Seffing

:‘ =
poe
Extended Function
™ Entended I ™ Tngaer ™ Data Operation
Obiect Name: 0K Cancel

Create a Numerical Display to show the device value of the Word Comment device to

the right of the Text “Comment No.”

1. Select [Object]-[Numerical Display] from the menu bar, or ¥ from the Object toolbar.
2. Click a position on Base Screen3 where the Numerical Display is to be placed.
Preferably near the ‘Comment no. text that was created earlier.

3. Deselect the Numerical Display tool and double-click the Numerical Display to open
its dialog box. Set the following attributes, and then click OK.
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Device: D100

Numerical Display x|

Format: Signed Decimal
Digits: 1 _ T R——
Font: 12dot HQ Gothic ol wEn

Size: 2 x 2 ot oo e |r

T =

Font [12dtHO Gathic =]

S Ym0 %[ =[x [ <]ew
Bk [ie <] [ Revese

r

Frame Fomat

Shape: None | oihess. |
Category [Others ~| [ |
Extended Function
[ Edended [ Case [ Tigger [ DalaOpeiation
Obiect Nane: [ Cancel

Exercise — Create Data Set Switches

Create three Data Set Switches to select the different Comments for display.

1. From the work space copy Base Screen3 and create Base Screen4. Set Screen
number to 4 and the title as Set Data.

2. Delete ‘Comment No.’ text, Numeric input.

3. Change ‘Comment’ text to ‘Set Data’'.

4. Select [Object]-[Switch]-[Data Set Switch] from the menu bar, or * from the Object
toolbar.

2. On Base Screen4 create 3 Data Set Switches.

3. Deselect the Data Set Switch tool and double-click the Data Set Switch to open its
dialog. Set the attributes as follows, and then click OK.

Basic tab Dta et swtch X
Device: D100 TR
Set Value: Fixed: [1% Switch] 1 / [2™ Switch] 2 / [3" o =] o)
Switch] 3 ot ]
SetVale: ¥ Fied =
Text tab = B
Text Type: Text i S S
Font: 16dot Standard
Size:1x2
Text: [1% Switch] READY / [2™ Switch] MANUAL /
[3 Switch] STOP
Note that the Text Type can be changed to Indirect
Text (Basic Comment) for the GT10 series, and s o Tiom
either Indirect Text (Basic Comment) or Comment Ot Hene [ ] oo |

Group for the GT11 series.
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3.9 Saving the Project

It is a good idea to save the project frequently. Save the current Project as follows.

1. Select [Project]-[Save As...] from the menu bar or H from the Main toolbar.
2. When the Save As... dialog appears, select the target folder and enter the filename
“GTD2 training”, and then click Save.

4. Techniques and Tools to Reduce Screen Design Tim e

4.1 Libraries

Figures and objects created by GTD2 users can be stored in the User Library for future
use in other projects. The stored figures and objects (called “Templates”) can be
manually placed on Screens or used as the Lamp Shape of Lamp and Switch Objects
(Figures only).

Exercise — Create a hew Library

Create a new User Library to store new Touch Switches Templates which will be used
later for the Start, Manual Operation, and Stop Switches on the Base Screen3.

1. Select [View]-[Library]-[User Library]-[My favorites] from the menu bar, or simply
select the Library tab in the Workspace.

2. Select New User Library... from the right-click context menu of the Library item in the
Library Workspace.

3. When the Library Property window appears, enter the Library No. and Library Name
as follows, and then click OK.

No.: 1 oj x|
Name: Touch Switch [Subject | [C¥MELSEC¥GTDZ User =)
=32 Library
=21 User Library
53 My Favorites
i B 1 Touch Switch

L v |

#-{_] Crystal
#-(] Soft

+-[_] Retra
+-] Real

-] Simple
#-{_] Basic Figure
#1150

+-[_1 Dialog

21 Project | [=) Category 3 Library |

Exercise — Register a Template

Create a Figure that will be used as the ON condition Shape for a Switch or Lamp Object.
1. Create a Figure or group of Figures on any blank area of any screen that will be used
as the ON condition Shape.
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2. Select the Figure or group of Figures and drag it/them over the “1 Touch Switch”
folder under [Library]-[User Library] in the Workspace.

3. When the Template Property dialog appears, enter the Template No. and Template
Name as follows, and then click OK.

No.: 1 Template Property

Name: ON
Exercise — Library Image List o -
Access the Library Image List for easier access and Neme: [
organization of Templates. 0K | Cancel

1. Double-click the “1 Touch Switch” folder under
[Library]-[User Library] in the Workspace.
2. The Library Image List appears.

Library Image List

JiSubiect _'“1 Touch Switch

Exercise — Copy a Template

Copy the ON condition Template that was just made and use it as the basis for a new
OFF condition Template.

1. Right-click on “1 ON” under [Library]-[User Library]-[1 Touch Switch] in the Workspace
and select Copy from the context menu.

2. Right-click again and select Paste.

3. When the Template Property dialog appears, enter the Template No. and Template
Name as follows, and then click OK. =il

| Subject | |CH¥MELSECK¥GTDZ¢User ¥ |
NO" 2 | A }@ Library

Name: OFF =[] User Library
(53 My Favorites
=z 1 Touch Switch

o AB 10N
B

[+ Crystal

[+ Saft

%[ Retra

-2 Real

#-[_1 Simple

[#-[_] Basic Figure

=1 150

[#-] Dialag

20 Froject | [=] Category 33 Library |
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Exercise — Edit Templates in Library Editor

Use the Library Editor screen to change the Figure already stored as a Template in the
“1 Touch Switch” Library.

1. Double-click on the “2 OFF” Template in the Image List to bring up the Template
within the Library Editor window.

2. Edit the Template to the intended OFF condition Shape.

3. When the edits are complete, close the Library Editor window. Changes are saved
automatically to the Template.

Exercise — Replace the Switch ON and OFF condition  Shapes

Use the newly stored Templates as the ON and OFF condition Shapes for the Switches
on Base Screen3

1. Open (or switch views to) Base Screen3 and select all the Switches.

2. Click on Shape in the Property Sheet to display a drop-down arrow button in the cell.
3. Click the arrow button to open the Image List window.

4. Select the newly made Templates as follows.

Image List window hpeat
[Shape source]: Library s
Library: 1 Touch Switch

Shape: [ON condition] 1 ON / [OFF condition] 2 OFF

1 E|: Jump | 3 Carcel

4.2 Switching between displays and inputs

Numerical and ASCII Display/Input Objects are special in that their functionality can be
switched easily within their attributes. This means a Numerical Display or ASCII Display
Object can be changed to a Numerical Input or ASCII Input, respectively, simply by
adjusting the Type value using the Property Sheet.

Exercise — Switch Numerical Display/Input Type

Switch the Numerical Display on Base Screen3 into a Numerical Input.

1. Open (or switch views to) Base Screen3, and select the Numerical Display.

2. In the Property Sheet, select Numerical Input from the Type item as shown below.
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Property Sheet

Mumerical Input

Altribute Walue ~

Object Mame

#-Position 118

*-Position B4

Murnerical [nput -

Dev

[Cata Size il . ul
ormat Signed Decimal

Text Color

Digits E

Decimal Point 1]

Text Font 16dat Standard

MNumber Size 1x1

Mumber Size 1

Mumber Size v’ 1 W

4.3 Adjusting the Decimal Point Range

To use a Word device value that includes a decimal point, the GOT can be set to
separately adjust the display/input of a device value internally to handle decimal point
values (Real values) without PLC or other additional calculation.

Exercise — Change the decimal point attributes oft  he Numerical Input

Shift the decimal point digit location of the existing Numerical Input two digits while
leaving the input functionality as 16bit integer input. This means that while the actual
Word device contains the value 2, for example, the GOT will display 0.02 as if the Word
device was being counted in 0.01 units.

1. Select the Numerical Input on Base Screen3.

2. Change the Numerical Input attributes using the Property Sheet as follows.

Format: Real x|
DlgltS 4 Murnerical lnput
DeCimaI POint: 2 Attribute |Value -
Adjust Decimal Point: Yes { | Fomat Real |
Tent Color |
Note that the Digits value includes the numerical digits as Ho .
well as the decimal point and ‘' sign for negative values. ?:;'“;::E""t 125 m—
For example “-0.02” counts as five digits. To input 32bit N T
Real number values (in floating point number format), the  [Number size 1
Extended features in the Numerical Input attributes Number Size ¥ 1
would have to be adjusted. For more information, refer to  |TestDat 24
the GT Designer2 Screen Design Manual. ;T"Eats“i”g .
[yl [u]
Reverze Mo

Note: to change the word device in the program once downloaded to the GOT, the user
can set any of the following values:

0.01 - READY
0.02 - MANUAL
0.03-STOP
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4.4 Window Screens

The GOT1000 range has two types of screens: Base Screens and Window Screens.
Base Screens take up the entire display area of the GOT, where as Window Screens
can be of smaller size and are displayed in addition to the active Base Screen. Window
Screens can be further categorized into Overlap Windows, Superimpose Windows, and
Key Windows. Descriptions of each are outlined below.

Overlap Window (1 and 2): Displayed as a window on top of the active Base
Screen and can be moved around the GOT display during operation. When
Switches on the Overlap Windows are pressed, Switches on the Base Screen
below are not affected.

Superimpose Window (1 and 2): Displays within the Base Screen, causing
Figures and Objects on the Superimpose Window to be visually merged with
those on the Base Screen. When Switches on the Superimpose Windows are
pressed, Switches on the Base Screen within the same active touch area are
also affected.

Key Window: Function as user-made Numerical Input or ASCII Input virtual
keyboards. Key Windows have the same properties as Overlap Windows.

| Base screen

. superimposed window 1,2
= HA 754 [B] 3 ' : .

1| Overiap window 1, 2

SO
i
II

] Key window

System message
Dialog window

How these Window Screens will appear on the GOT display can be confirmed using the
Window Preview within GT Designer2.

Exercise — Place and preview the Key Window

Assign a Key Window default location over Base Screen3 and see how it will appear on
the GOT display.
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1. Select [Object]-[Window Position]-[Key Window] from the menu bar.

2. Click a position on Base Screen3 where the Key Window is to be placed by default. A
mark in the sign of an X should appear on the screen marking the top left had corner of
the key window.

4. To toggle the Key Window preview visibility, select [View]-[Window Preview]-[Key
Window] from the menu bar.

5. To customize other Window Preview options, select [View]-[Window Preview]-
[Custom] from the menu bar and select the Window Screen number for each Window
Preview type.

Window Preview g]

“window Preview

! e
v Overlap Windowz: ’ﬁ Browse..
¥ Superimpose Window: ’ﬁ Browse..
¥ Supetimpose Windowz: ’ﬁ Browse.. |

W Keywindow: Dec Key window =] I
r | =T
I &l Sersene

Caneel

4.5 Category Batch Edit

Objects and figures are automatically classified into the Categories Switch, Lamp, and
Others upon creation. Users can also create custom Categories to sort Objects and
Figures. After classifying Objects and Figures, Batch Edit can be performed on the entire
Category, saving time as opposed to making changes to each individual object.

Normally different Objects and Figures that are scattered over multiple Screens cannot
be edited together using the Property Sheet. However, if these Objects and Figures are
categorized in the same Category, they can be edited at the same time using the
following Batch Edit functions.

- Color Batch Edit...

- Device Batch Edit...

- Switch/Lamp Shape Batch Edit...

Exercise — Batch change

Register a new “Go to Screen Switches” Category to be used for Batch Editing.

1. Go to the Category tab in the Workspace.

2. Right-click on the Category item and select New Category... from the context menu.
2. When the Edit Category dialog appears, enter “Go To Screen Switch” and click OK.
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_@ Project Categam I% Libraryl

ol x| o x|
- B Em - B coun
-] Switch -] Switch
D Lamp -3 Lamp
-[C Others

-] Others

E Project Categom I % Liblal_',ll

Exercise — Categorizing Objects

Categorize all of the Go To Screen Switches from all the Base Screens into the new Go
To Screen Switches Category.

1. Go to Base Screenl and select all of the Go To Screen Switches.

2. Drag the selected Switches over to the Go To Screen Switches folder in the Category
tab of the Workspace.

3. Repeat this for Base Screen2 and Base Screen3.

Exercise — Switch/Lamp Shape Batch Edit function

1. Right-click on [Category]-[Go To Screen Switch] in the Category tab of the Workspace
and select Switch/Lamp Shape Batch Edit from the context menu.

2. When the Shape Batch Edit dialog appears, confirm that the function parameters are
set as follows and then click Find Now.

Shape Batch Edit

Atrib
’7 " Device Mumber " Color " Shape ‘

Replace

~Target
Al Screen

" Edited Screen

" Soreen Range

Delete

Clear

[oes
e

Frarm: | 1ﬁ To |32?B7ﬁ IEase Screen ;I
@ Catenon [Go to screen switch -

" Selected Area

¢ Common Settings [The setting of scresn is excluded ]

ST Shere

1

Obijects Shapes | Mew Shape

Lamp Shape

Objects Shapes Mew Shape

1

Close |

Note the following Target parameter definitions.
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Target

Definition

All Screens All Objects and Figures in the project will be selected for editing

gg:teeedn All Objects and Figures in the active Screen will be selected for editing

Screen Only the Objects and Figures within the specified range of Screens will

Range be selected editing

Category Only the Objec_ts_ and Figures within the specified Category will be
selected for editing

Selected Only the Objects and Figures within the selected Objects and Figures in

Area the active Screen will be selected for editing

Common This option only applies when Batch Editing the Device Numbers or

Settings Color. This option will search the devices or colors assigned within the

Common Settings and select them for editing.

3. When the Objects have been found, select the Object Shapes in the New Shape
column that will replace the current Object Shapes. For this exercise, just select
Square:Square_9 to replace Square:Square_1, then click Replace.

Shape Bateh Edit 3]
Attribute Eind N
" Device Number ™ Colar * Shape fnd fow
Bepl
Target terE
" Al Screen
(" Edited Screen a
ear
" Soreen Range: | j | j | J :

 Category  |GoToScieen Switches  »
" Selected Area
r

Switch Shape

Sbimds Shaes A b 2

Square : Square_1 Square : Square_9 ﬂ

2 Symbol : Symbol_14 Symbol : Symbol_14
3 Symbol : Symbol_16 Symbol : Symbol_18 =
4 Touch Switch : ON Touch Switch : ON
Lamp Shape B
| | Objects Shapes | New Shape I
1
Close

4. Click OK and Close to exit the Shape Batch Edit dialog.
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4.6 Project Download

To download the project data to a terminal the user must firstly confirm that the hardware
has been setup correctly. To do this please refer to the respective hardware startup
manual or GOT1000 Series Connection Manual.

Exercise — Setup communication between PC and GOT terminal
1. Click the [Communication] [To/From GOT...].
2. Select the communication configuration and set the following

Choose either RS232 Icon or USB (GT11 only)
Port no: Specific to the users PC
Baudrate: 115200

Project Download » GOT | Project Upload > Computer | Resource Upload -» Computer | Diive information |
Conunication configuration | 0% Install > GOT | Boct 05 Install-» GOT | Yeify | Specisl Data Dawinioad-> GOT |

i type and set up details

=

use Ethemet

Details

Port New: COM3 = Test
Baudrate. 15200 =] bpe

 F

[
Close

The user can then test communication settings by selecting the Test icon. If
communication has been set up correctly the following message should appear:

GT Designer?

L3
‘lj) successfully connected with the GOT,

Exercise — Send project data to GOT terminal
1. Select the [Project Download -> GOT] tab and click the ‘Select All' tab. This will
send all project data to the GOT terminal.
2. Select download
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Communicate with GOT E|

Communication configuration ] 05 Install - GOT I Baoot 05 Install -» GOT ] Werify ] Special Data Download-» GOT I
Project Download > GOT ] Froject Uplaad -> Cormputer I Fiezource Uplaad > Computer I Dirive infarmation I

- Unitled [Praiectl] Dirivve information

- [f] Bave Screen Iger area size: ! st
+ Comment
Common Settingz
+ HI Font
Communication Settings

Empty area size; — kbute

temony meter
W Uzed B Empty
[

Bact Mermory information

< >
Uzer area size: — byt
v Delete all old data in Project folder
Ermpty area size: — khyte
Folder: Project]
Froject 1D: 2584445 Transfer size: 41 kbyte
Buffering area size: = kbyte

Difference Dezelact D ownload Get Latest

Clogze

Note: To reduce time downloading the user can select the ‘Difference’ button. This
button can be used after the user has completed a full download to the terminal, for
downloads after this the user can select this button where the GT Designer will only
download changes to the original program, reducing the amount of time that it takes to

complete a download.
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3. The following screen will message will then appear. To download data the user must
confirm that it OK to clear the project data from the terminal.

GT Designer2

"Project Folder” in the destination will be deleted and data will be
! downloaded after monitaring is stopped.
Al files in this folder will be deleted.

Is it O to continue the download?

4. Once project data has downloaded the following message will appear.

GT Designer?

‘l«') Finished!

Project data is now located the in the GOT terminal and the user can test the program
functionality that they have created.

5. References:

For hardware setup refer to either the respective ‘Hardware Startup guide’, GOT1000
Series Connection Manual (SH(NA)-080532ENG) or respective product manual.

To aid the creation of the startup program outlined in this document please refer to the
program titled ‘Startup_Guide_GTD2.gte’

For technical reference please refer to the following manual: GT Designer2 — Version 2
Screen Design Manual (SH(NA)-080530ENG-K)

For any further questions, please contact your local Mitsubishi Product Provider.
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6. Appendices

6.1 Screen Designs for Demo Project

The following screens show proposed designs that correspond to the program created in
this startup guide.

Base Screenl

Bse Scren 2

Comment

Comment Mo. [ l . 2

--I':::":::I

6.2 Layer Function — GT11** only

As mentioned in Section 3.5, overlapping objects on the GT11** can be displayed
through the use of layers. The diagram below shows how layering can be effectively
used on a GOT display.

30

Note: This document is for reference only. For detailed settings and safety information refer to the respective product manual.



Line graRh

™,
~,
\/\ The object on the front layer
Front laver is always placed over the
Bar graph ! > \/\ object on the back layer
™,
N Actual view
Back layer

Front layer

Actual view

Back layer
Placed behind the front layer.
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6.3 GT10 - Controlling the Backlight Color Independ  ently from the Screen
Setting

The GT10 series HMI allows the switching of the backlight color via two methods. The
first is to select the color of the screen during the screen creation process in GTD2
(described eatrlier in this document), which sets the screen color to a specific screen.

However, another method to set screen color also exists, that allows the color of the
screen to be controlled independently of the screen number. This is illustrated in the
diagram below.

Controller monitoring
system status.

Screen color
expresses system
status

| ™~ [
l/ D
System status written —

to or read from the
PLC *GT10 Series only

The GT10 series features a 3 color backlight, which allows the system status of the
application to be represented as a screen color. There are two types of GT10 series
available each with a different set of screen colors. These screen colors and their
status’ are summarized in the table below.

GT10ooLBDo GT10ooLBDWo

Green — Normal operation White — Normal operation
Amber — Error has occurred Pink — Error has occurred

Red — Fatal error has occurred Red — Fatal error has occurred

In order to specify the status of the application it is necessary to specify the device for
storing system information data. This device can be located in the controller or the HMI
using D-registers (in case of an FX-controller) or GD-registers. However, for the
purpose of this exercise GD registers will be used as the users controlling device is
unknown.

The following method provides information for setting for setting this screen switch is
outlined below:

Create a new GT1020 or GT1030 program.

Select [System Environment]-[System Information]

Set the value of the Read Device to GDO.

Check the [External I/O Function Output Information] — GD1 will be automatically
assigned as this device.

Set the write device to GD2

Click OK

e

o u
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GD1 or External I/0 Function Output Information acts as the device through which
screen color switching occurs. The settings of this word are outlined below (16bit

value).
Name Description Setting
Bit No |Signal name
B0O-6 Not used - 0000000
B7-11 | Reserved - 00000
b12 Backlight ON: Enables the backlight control 1
control (blinking, color specification).
enable bit OFF: Disables the backlight control.
(The backlight color is the color
specified in the
Auxiliary tab on the Screen Property
screen.)
b13 Backlight ON: Blinks the backlight. lor0O
blinking OFF: Does not blink the backlight.
bl4 to | Backlight Controls the backlight color. 11, 10, 01 or 00
b15 color b14 OFF, b15 OFF :Not lit
specification | b14 OFF, b15 ON :Red
b14 ON, b15 OFF :Green or White
b14 ON, b15 ON :Orange or Pink

From this table it is then possible to create different control signals that can be

entered into GD1.

Backlight off =0001000000000000
Green =0101000000000000
Amber = 1101000000000000
Red = 1001000000000000
Green flashing = 0111000000000000
Amber flashing =1111000000000000
Red flashing =1011000000000000

However as the GT10 series does not fe

ature binary input these values must then be

converted to an unsigned binary value, these values have been converted below:

Backlight off = 4096

Green = 20480
Amber =53248
Red = 36864
Green flashing = 28672
Amber flashing = 61440
Red flashing = 45056

Through creating 7 Data set switches, th

e contents of each switch should be set up

where the set value is set to the desired screen color. Text can also be added to

each switch to highlight its function.
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Data Set Switch x

Basic WLamp ] Text ]
This is standard Swilch Action
settings for all screen——| peie= @ <] pev |
colors DataGize:  ( 16bit " 32hit

Data Type: | Unsigned BIN hd
. p Setalue: W Fixed 36264 4:

This is value selects T 3
the screen color

Category: Switch -

Extended Function

™ Extended [ Action [~ Trigger

Object Mame: | ak, | Cancel

Once each screen device is created, project can be downloaded to an GT10 HMI and
screen color can be selected independently of the screen via the screen switches.

The demonstration program, called GT1020 Color Change.GTE can be viewed as an

example to demonstrate functionality color of the backlight color. (Project will need
conversion for GT1030 users).

For further information on read device and write device please refer to the GT Designer2
— Version 2 Screen Design Manual (SH(NA)-080530ENG-K), section 3.6.
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6.4 GT Simulator2 — (GT10 series not supported)

GT Simulator2 enables simulation and debugging of GT Designer2 projects on a
personal computer with the aid of PLC simulator, GX Simulator, by simulating GOT
operation without the actual GOT hardware. GT Simulator2 does not support the GT10
series, therefore a GT1155 with FX PLC is assumed for this section.

Important Notes:

- Installation of GX Simulator is required in order to use GT Simulator2.

- The GOT1000 series is supported by GT Simulator V.2.07H and the later.

- GT Simulator2 does not support the GT10 series, but does support GT11 series.
- Refer to the GT Simulator2 Users Manual for further information.

6.5 Start-Up

Exercise — Starting GT Simulator2

Use GT Simulator2 to simulate and troubleshoot the operation of a GTD2 project.

1. Assuming default installation location and settings, launch GT Simulator2 by selecting
[All Programs]-[MELSOFT Application]-[GT Simulator2] from the Start menu.

2. Select the GOT series to be simulated on the GT Simulator2 Main Menu that appears,
then click Start.

3. Select [Simulate]-[Option] from the menu bar or from the toolbar, and setup the
options as follows: % =
Cammunication s2tup | Action setup | Enviorment setup |
Communication setup tab

Connection: GX Simulator; MELSEC-FX

Connection: (G Simulator -

oK Cancel Apply
Action setup tab Option x
16d0t Standard Font Gothlc Commurization setup Achmsetw]Enwmnmemsemp]
- R Simulate
GX Developer project: Default -
Resolution:
::[t Controk  [Japanese ~|

1Bdot Standard Font
* Giothic " Mincho
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4. Select [Project]-[Open] from the menu bar or = from the toolbar.

5. When the Open Project dialog box appears, select “GTD2 training” and click Open.
6. When a confirmation message appears, click Yes according to the message, which
will cause GX Simulator to start automatically.

Note that if there is a corresponding GX Developer program available, it can be selected

to be run in GX Simulator and work with GT Simulator2 during simulation and
troubleshooting.
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6.6 Inverter Device ranges
In order to connect a GOT1000 series HMI with FREQROL inverters a different

device range is required. The section details the device range that is necessary
to communicate parameters between the Inverter and HMI.

Note - This section provides a general overview for device setting, for details and
information relating toFREQROL-A500 FREQROL-E500/S500(E)/F500/A500/F700/A700
series please refer to the GT-Designer Screen Design manual.

The table below provides an overview of the parameters available for controlling
inverters from the GOT.

Device Name*4 Setting range Device No.
representation
Bit Inverter status monitor (RS) RS0:0 To RS7:31
device *3 RS0:100 To RS7:115
Run command (WS) *5 *6 WS0:0 To WS7:31
WS0:0 To WS7:115
Word Alarm definition (A) *2 *3 A0:0 To A7:31
device A0:100 To A7:115 Decimal
Parameter (Pr) *1 *2 Pr0:0 To Pr993:31
Pr0:100 To Pr993:115
Programmed operation (PG) | PGO0:0 To PG89:31
*1 *2 PG0:100 To PG89:115
Special parameter (SP) *2 *5 | SP108:0 To SP127:31
SP108:100 To SP127:115

*1 When creating a screen, designate only operation (PG) device or parameter (Pr)
device. Do no designate both PG (PGO to PG89) and Pr (Pr900 to Pr905) devices.
*2 Only 16-bit (1-word) designation is possible.

*3 Read only is possible.

*4 The GOT cannot read or write data from/to consecutive devices.

*5 Precautions for PU operation mode

When the GOT is connected to the PU connector and the operation mode is set to the
PU operation mode, multi-speed operation (W3 to W7, SP121, SP122) cannot be used.
To carryout multi-speed operation, change the motor speed with the set frequency
(SP109, SP110), and then operate the inverter with the forward or reverse rotation (WS1,
WS2, SP121, SP122)

*6 Precautions for WS devices

 Only writing is possible for WS devices.

Not more than one WS device can turn on at once. (When a WS device is turned on the
other WS devices will turn off). Bits of SP122 (word device) are assigned to WS0 to WS7,
therefore to turn more than one WS on at once, convert the values of the bit devices to a
word value and write this value into SP122.

Example: Forward rotation (WS1) and low speed operation (WS3)
Write "10" in decimal (the value that turns on WS1 and WS3) into SP122.
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» When using a WS device, [Alternate] of a bit switch cannot be used. Use [Set], [Reset],
and [Momentary] of a bit switch.

The following tables detail the devices used to communicate between the GOT and
inverter.

Inverter status monitor

Device name Description

RSO Inverter running (RUN)

RS1 Forward rotation (STF)

RS2 Reverse rotation (STR)

RS3 Up to frequency (SU)

RS4 Overload (OL)

RS5 Instantaneous power failure (IPF) *1
RS6 Frequency detection (FU)

RS7 Alarm occurrence

*1 Only for FREQROL-A500/A700/F700 series.

Run Command

Device name Description
WSO Current input selection (AU) *2
WS1 Forward rotation (STF)
WS2 Reverse rotation (STR)
WS3 Low speed operation (RL) *1
(Current input selection (AU) for FREQROL-F500 series)
WS4 Middle speed operation (RM) *1
WS5 High speed operation (RH) *1
WS6 Second function selection (RT) *2
WS7 Output stop (MRS) *2

*1 Cannot be used for FREQROL-A500/E500 series.
*2 Only for FREQROL-A700/F700 series.

Alarm definition

Device name Description

A0 Second alarm in past
Al Latest alarm

A2 Fourth alarm in past
A3 Third alarm in past
A4 Sixth alarm in past
A5 Fifth alarm in past

A6 Eighth alarm in past
A7 Seventh alarm in past

*1 Only reading is possible for A0 to A7.
These devices cannot be used for a write object (hnumerical input etc.).
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Parameters

The numbers of virtual devices for inverter (parameter (Pr)), used by GOT, correspond
to the inverter parameter numbers. For full listings of inverter parameters, refer to the
respective inverter product manual.

Special parameters
The numbers of the inverter’s virtual devices (SP) are used by the GOT to correspond to
instruction codes that enable control of the inverter. Refer to the following table.

. e Description
Device name Description Read Write
SP108 Secon'd parameter 6CH ECH

changing
SP109*1 Set frequency (RAM) 6DH EDH
SP110*1 Set frequency (RAM,
E2PROM) 6EH EEH
*
SP1lifd Output frequency 6FH -
SP112 Output current 70H -
SP113 Output voltage 71H -
SP114 Special monitor 72H -
SP115 Speugl monitor 73H E3H
selection No.
Alarm definition all clear | - F4H
SP116 Latest alarm, second
. 74H -
alarm in past
SP117 Third alarm in past,
. 75H -
fourth alarm in past
SP118 Fifth alarm in past, sixth | .., i
alarm in past
SP119 S_eventh alarm in past, 77H i
eights alarm in past
Inverter status monitor
SP121 (extended) 79H FOH
Run command (extend)
SP122 Inverter status monitor 7AH -
Run command - FAH
SP123 Communication mode 7BH FBH
SP124 All parameter clear - FCH
SP125 Inverter reset - FDH
Link parameter
SP127 extended setting /FH FFH
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6.7 Windows © Regional and Language Options

The Regional settings of Windows® allow for display and easy input of multiple
languages (supported by Windows® 2000, XP, and Vista).

The following settings are needed for some multi-language input using the Windows® OS.
1. Set Multi-language for display and input
2. Add input locale

The above items can be found in the Regional Options (Windows® 2000)/Regional and
Language Options (Windows® XP) of the Control Panel.

A

o
” Regional and Language Options
1. Set Multi-language for display and input g s 3

Fiegional Options | Language4 | Advanced

Language for noreUnicade proarams

Ad d Ian g u ages to be used . This system setting enables non-Unicode progiams to display menus

and dialogs in their native language. It does not affect Unicode
programs, but it does apply to all users of this computer.

Select 3 language to match the language version of the non-Unicode
programs pau want o use:

Code page conversion tables

~
10001 (MAC - Japanese]

10002 (MAC - Traditional Chinese Bigh)

10003 (MAC - Korean)

[ 10004 (MAC - Arabic)

[ 10005 (MAC - Hebrew) v

Default user account seifings

[]4pply all settings to the curent user account and ta the default
user profile
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2. Add local language Input

Select the languages that will be used and click the Add button.
This procedure requires the Installation CD-ROM for Windows® 2000 or Windows® XP.

Regional and Language Options

Text Services and Input Languages

Reqinnal Optinns |(Languages ) Advanced Settings | Advanced

Test services and input languages

To view or change the languages and methods you can use to enter Default input ,IangL.,lage .
tet, click Details. Select one of the installed input languages to use when you start your
camputer.

Supplemental language support

Most languages are installed by default. To install additional languages, stalled SEMIEES )
select the appropriate check box below. e services that you want for each input language shown in the

[1nstall files for complex script and right-ta-left languages (including
Thail B Engiish (United S

Ingtall files for East Asian languages @ KEPEDSafd

Japanese

< Add...
kepboard

= Japanese Input System [MS-IME2 Ej
EEmove
< | % | | Eroperties

Freferences

Language Bar.. ] [ Key Settings... ]

|

Add Input language

Input language:
| Chinese (PRC) ¥

board layout/Ik

Once all Input Languages are added, click OK to apply the settings and close the dialog.
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