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1 Features of the DaVinci touch panel 
 
 

• 15” panel with 1024 x 768 pixels and 16 million colours 
or 10” panel with 800 x 600 pixels and 16 million colours. 

 
• High resolution touch sensitive screen. 

 
• Ability to control many devices including: 

o CommBox range of processors 
o Most IR controllable equipment using an IR emitter 
o Most RS-232 controllable equipment 
o Direct Dynalite DyNet control 

 
• Video overlay either full screen or in a window. 

 
• Screen saver. 

 
• Auxiliary VGA input. 

 
• Can update the screen in response to feedback from other devices. 

 
• 16 bit stereo digital sound 

 
• Linux-based for stable, reliable operation 

 
 
 
 



 

2 Connecting your DaVinci panel 
 
DaVinci touchscreens are available in various sizes and in desk and wall mount 
models. All models share a common “engine” which may have one of two different 
rear panels layouts: 
 
Type A – used in most models 
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(Mono) 

Infra-red output 
This port drives an 
optical coupler for 
directly controlling 
external IR-controlled 
devices such as DVDs 
and AV systems. Using
an IR port expander 
you can control up to 
8 such devices.  
You can also control 
S:range products. 

Compact Flash card slot 
The software for the unit is stored
on this card. For large, complex 
applications with lots of graphics 
you can upgrade the storage 
capacity of this card.  

Ethernet port 
Use this port to connect the DaVinci to a 
PC or a network. You use this link to 
transfer your application to the DaVinci. 
Reprogramming via the web is now 
possible. (A firewall is recommended). 
Future software enhancements will permit 
control and digital video streaming via 
Ethernet. 

Keyboard/Mouse 
socket 
This socket allows you 
to connect a PS/2 
keyboard or mouse, or
both with a Y adaptor. 
It is used for system 
setup purposes. 

IRBus port
Connects to 
CommBox 
processors 
and supplies 
12 to 18 volts 
DC power to 
the panel. 
 
Note that 
some LCD 
backlights do 
not operate 
reliably below 
11 volts.  
 
See section 
2.1.1 for 
more 
information. 

USB port 
Used primarily for 
DyNet support via 
Dynalite’s optically 
isolated DyNet 
interface. 

VGA input 
On models equipped with a 
scaler, you can connect an 
external RGBHV signal here. It 
can be switched to the display in 
place of the touch engine output.

RS232/422/485 port 
A multi-purpose port you
can use to directly 
control a wide range of 
serially-controlled 
devices. 
 



 

Type B – 10.4” desk model 
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connect an 
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RS232/422/485 
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A multi-purpose port you 
can use to directly 
control a wide range of 
serially-controlled 
devices. 

USB port 
Used primarily for 
DyNet support via 
Dynalite’s optically 
isolated DyNet 
interface. 

Infra-red output 
This port drives an 
optical coupler for 
directly controlling 
external IR-controlled 
devices such as DVDs 
and AV systems. Using 
an IR port expander 
you can control up to 
8 such devices.  
You can also control 
S:range products. 

Compact Flash card slot 
The software for the unit is stored
on this card. For large, complex 
applications with lots of graphics 
you can upgrade the storage 
capacity of this card.  

Keyboard/Mouse 
socket 
This socket allows you 
to connect a PS/2 
keyboard or mouse, or 
both with a Y adaptor. 
It is used for system 
setup purposes. 

Ethernet port 
Use this port to connect the DaVinci to a 
PC or a network. You use this link to 
transfer your application to the DaVinci. 
Reprogramming via the web is now 
possible. (A firewall is recommended). 
 
Future software enhancements will permit 
control and digital video streaming via 
Ethernet. 

IRBus port
Connects to 
CommBox 
processors 
and supplies 
12 to 18 volts 
DC power to 
the panel. 
 
Note that 
some LCD 
backlights do 
not operate 
reliably below 
11 volts.  
 
See section 
2.1.1 for 
more 
information. 

Audio 
input 1



 

 
2.1 IRBus port 
 
As well as powering the panel, you can use this port to connect to any CommBox 
processor in the same way as any other control panel. 
 
In this mode of operation, the DaVinci sends CommBox commands and receives 
feedback from the processor as described in section 3.11.  
 

2.1.1 Power Supply and wiring considerations 
 
Primarily because of the LCD backlight, the panel draws from 1.5 to 3 amps from the 
12 volt supply, depending on the model. This level of current means that special care 
must be taken with the power supply wiring so as to ensure reliable operation. 
 

• You need a separate power supply that’s capable of sourcing a minimum of 11 
volts DC, measured at the panel’s IRBus socket, at up to 3 amps. So as to 
avoid induced noise on the video and audio inputs to the panel and ensure 
reliable status packet reception, this supply should be grounded only at the 
IRBus connection. 

 
• The connecting cable and connectors must contribute a minimum voltage 

drop. For longer runs, use thicker cable.  
 

• If it is not feasible because of cable run lengths to achieve a maximum of one 
volt drop on the cable, a higher voltage (up to 16 volts) power supply can be 
used. 

 
• The power supply ground return should be via a separate wire, as far as is 

possible. 
 
The following diagrams show the recommended wiring methods. 
 
Preferred method 

 
Acceptable method 
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3 Standalone control 
With DaVinci you have the option of directly interfacing to and controlling a wide 
range of equipment without a processor. Various methods are possible: 
 
3.1 Infra-red 
 
A single IR port allows you to control from one to eight different devices. You can 
load TCS files from the extensive codeset library to control just about anything.. 
 
 
 
 
 
 
 
 
 
 
 
Figure 3.1.1 – Directly controlling a single IR device 

Figure 3.1.2 – Directly controlling two or more IR devices 
 
Note that each device to be controlled must be different, as IR data is sent to all 
devices simultaneously. Thus, the same situation exists as if you were controlling the 
devices from their original remotes in the same room. 
 
You can also use the Data line on the IRBus port to control IR devices, because the 
same signal, less the 38KHz carrier, is transmitted on this line. The IRBus can also 
be connected to an IR Repeater or MacroBox to control IR devices if it’s more 
convenient to do so. 
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3.2 RS232/422/485 
 
This multi-purpose port can be connected to a wide range of equipment, from high-
end AV receivers to plasma displays and projectors. You can configure the port as 
RS-232, RS-422 or RS-485 by connecting it in a different way. The only limitation is 
that if you can’t use the port for bi-directional comms if you are using CommBox 
status packets on the IRBus port. The USB port is a better choice in this case. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Figure 3.2.1  RS-232 connections  Figure 3.2.2  RS-422 connections 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
       

Figure 3.2.3  RS-485 connections 
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3.3 USB 
 
The USB port will increasingly be used to support advanced loadable drivers such as 
the DyNet driver for Dynalite products.  
 
The physical interface for each type of system simply plugs into the USB port. 
 
Shown here is an example of how to connect a DaVinci to a Dynalite system. One of 
the advantages of the DTK622-USB is that it has optical isolation, so that any 
common-mode noise that may be present on the DyNet wiring is not coupled into 
any video or audio circuits that may be connected to the DaVinci panel. 
 
 
 
 
 
 
 
 
 
 
 
 
Figure 3.3.1 – Interfacing to a Dynalite DyNet network. 
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4 Video and Audio 
 
All DaVinci touch panels include a flexible set of video and audio facilities, as shown 
in the following block diagram.  
 

Figure 4.1  DaVinci audio system block diagram 
 

• There are two sets of video and audio inputs. The audio associated with Video 
input 2 is mono. 

• The internal amplifiers are capable of about 2 watts RMS per channel and are 
intended to drive the internal speakers or external small near-field monitor 
speakers. 

• Some models may not have the external RGBHV input. In this case the parts 
shown in grey are omitted. 
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5 Using the Touch Panel 
 
 
The touch panel presents a range of controls that you can set up using the Finetouch 
editor. You operate it by touching the screen on the various buttons and slide 
controls, which then control your installation. 
 
The panel is also capable of showing video and external VGA. 
 
 
5.1 The Maintenance Menu 
 
To access the Maintenance Menu, you will need to plus a keyboard into the PS/2 
connector. Pressing Esc on the keyboard will show the menu. 
 
From the Maintenance menu, there are several tasks you can perform. The next 
sections explain each of these tasks. 
 
To prevent unauthorised persons from using the Maintenance menu, simply unplug 
the keyboard. 
 

5.1.1 About 
 
This box will pop up and show some information about the current state of the panel. 
At present, the only information it shows is the version of the software and the name 
of the currently loaded configuration. 
 

5.1.2 Calibrate Touchscreen 
 
This function runs a calibration utility so you can tune the accuracy of the touch 
sensor. If you are noticing that items do not activate at the same position as you are 
touching, you should run this. 
 
Because it is possible that the calibration is so wrong that you cannot select the 
calibration button with the touch panel, it is also possible to select the calibration 
utility by pressing F2 on the keyboard. 
 

5.1.3 Edit Configuration 
 
It is possible to modify the configuration using the touch screen itself. This is useful if 
you have a small change to do or you do not have a PC easily available. 
 
The on screen editor has almost all of the functions of the PC based editor. See the 
section on the editor for more details. 
 



 

There is one detail you will need to know when using the on screen editor. Most of 
the functions are accessible via the context menu. This menu can be reached by 
holding down the Ctrl key on the keyboard and then touching the screen. 
 
To exit the editor, either choose “Quit Editor” from the context menu or press Esc on 
the keyboard. 
 
 

5.1.4 Network and Password settings 
 
When you need to update the touch screen configuration from your PC, these 
network settings are used to determine how to connect. 
 
The password is used when a download occurs. If the person attempting to download 
new data to the screen does not supply the correct password, the download will be 
refused. 
 
There are two common ways to connect the touch panel via Ethernet. 
 
Method 1: Connect to local network 
 
Plug the touch panel into your network hub. You will need to ask your system 
administrator to select an available IP number for it. Enter that IP into the box 
provided. The netmask and gateway numbers can also be obtained from your 
network administrator. Typical values could be something like this: 
 
IP: 192.168.0.66 
Netmask: 255.255.255.0 
Gateway: 192.168.0.1 
 
Method 2: Use a crossover cable to connect directly to a PC 
 
Plug the touch panel directly into your PC’s Ethernet port using a crossover cable 
(these are usually coloured red). 
 
Check the TCP/IP settings on your PC. If your PC uses a fixed IP number, set the 
touch panel’s netmask and gateway to the same value as your PC and set the touch 
panel’s IP to the same as your PC plus one. For example: 
 
Your PC 
IP: 192.168.0.7 
Netmask: 255.255.255.0 
Gateway: 192.168.1.1 
 
Set touch panel to: 
IP: 192.168.0.8 
Netmask: 255.255.255.0 
Gateway: 192.168.1.1 
 
If your PC is set to obtain TCP/IP setting automatically (DHCP), you will need to set it 
to some fixed number. Using the numbers in the preceding example is a good idea. 
 



 

5.1.5 Screen Saver 
 
To save power, extend lamp life and reduce heat emissions, the panel can turn off its 
screen after a certain period of no activity. You can use the Screen Saver function to 
set how long this period is or to disable screen saver functionality if you would prefer 
the screen to stay on at all times. 
 
Once the screen saver has engaged and the screen has turned off, you may turn it 
back on at any time by touching the screen. 
 
Some models of touch screen may take two or three seconds to wake up so don’t 
panic if the picture does not appear immediately. 
 
 
5.2 Video Settings 
 
If you are using the video display facilities, it is possible to tune the video settings by 
touching the video window. A video setting box will appear in which you can modify 
brightness, contrast etc. 
 
If your video capture has undesirable fuzzy stuff around the edges, you can use the 
crop picture settings to remove it. 
 
Note this feature only works on video windows, not full screen video. 
 



 

6 Using the Editor 
 
 
6.1 Setup 
 
Before you start using the editor, it is a good idea to set 
up a few basic items. These can be found in the Setup 
window on the Finetouch menu. 
 
First type your name in the appropriate box. This name 
will be saved with your configuration and will also be 
downloaded to the panel. 
 
Auto save is useful in case you have a problem with the 
software or your computer. It will simply save your 
configuration every few minutes. Saving often is 
recommended. 
 
You will need to enter the IP address of your panel before you can download to it. 
See the previous section for details on how to set up Ethernet communications and 
how to obtain an IP number. 
 
 
 
6.2 Objects 
 
The whole finetouch system is based on the 
concept of objects. An object can be one of the 
following types: 
 
STATIC This is for displaying text or images. 

It does nothing when touched. 
 

BUTTON This can trigger an event when 
touched. 
 

SLIDER This object operates items, which 
have a range of values such as an 
amplifier’s volume or a light dimmer. 
 

INDICATOR Does nothing when touched. It exists 
to provide visual feedback of the 
value of something. 
 

CLOCK Shows the current time. 
 

VIDEO Routes a video image from the 
external video input to the touch 
screen. 
 

WINDOW A pop-up panel, which can appear 
and disappear. 
 

 
 



 

 
6.3 Selecting objects in the editor 
 
Clicking on an object will generally select it. If you want to select more than one 
object, hold down Ctrl on your keyboard and you can click multiple objects. 
 
Each selected object will have animated ‘marching ants’ around it. 
 
TIP:  Buttons that have been configured to swap to a different screen are difficult to 
select because when you click on them, the screen swap occurs and the button 
disappears. If you need to select an object in this case, hold down the Ctrl key and 
the button’s action will not occur. 
 
 
6.4 Moving and Sizing Objects 
 
When you move your cursor over an object, the cursor will change to indicate what 
kind of action would occur at that point. 
 
A four-pointed arrow means that you can drag the object to move it. 
 
A two-pointed arrow means you can drag the mouse to resize the object. 
 
If multiple objects are selected, they will all move or resize together. 
 
You can also move objects using the cursor keys on your keyboard. This is a good 
way to precisely line up an object. Pressing the cursor keys will move the selected 
objects one pixel at a time. If you hold down SHIFT while using the cursor keys, the 
selected objects will move to the nearest snap point. 

6.4.1 Alignment Controls 
 
You must have at least two objects selected to use the alignment functions. The last 
object you select will become the master object. This is marked with yellow-and-
black animated dashes as opposed to the black-and-white dashes of the other 
objects. Alignment controls will use the master object as a reference. For example, if 
you select “align left”, all the selected objects will line up to the left edge of the 
master object. 
 
The alignment controls are accessible via either the alignment submenu in the 
context menu or by using the alignment toolbar. The alignment functions are: 
 
Align Left The left edges of all selected objects are lined up 
Align Right The right edges of all selected objects are lined up 
Align Top The top edges of all selected objects are lined up 
Align Bottom The bottom edges of all selected objects are lined 

up 
Make all objects the same size All objects will become the same size as the master 

object 
 
If you cannot see the alignment toolbar, you can activate it using the View menu. 



 

6.4.2 Snap and Grid 
 
Snap and grid controls are located in the toolbox. If you cannot see the toolbox, you 
can activate it using the View menu. 
 
If you activate snap and type a number into the snap box, all movement and sizing 
of objects will be restricted to a grid of that size in pixels. 
 
This grid is normally invisible but you can see it by activating the Grid checkbox. 
 
6.5 Context Menu 
 
This can be seen by right-clicking (or if you are editing on the touch panel, by 
holding Ctrl and touching). It brings up a bunch of functions that are relevant for 
your current state of editing. 
 
6.6 Creating objects 
 
You can create objects using the context menu or by the main menu under Finetouch 
Create. The object will be created with a default appearance appropriate for the type 
of object. You can also use the CREATE sub menu in the context menu. 
 
An object will be created with a default set of properties (colour, size etc) that you 
can modify by double-clicking the object. 
 
6.7 Containing Objects 
 
If you right-click on an existing object and then select “Create Object” from the 
context menu, the new object will be contained within the object you clicked on. You 
will not be allowed to move the new object outside its container. 
 
This is useful for making control panels. For example, create a large STATIC object 
and then create several buttons contained within that STATIC object. You can then 
move the whole collection around as though it were a single object. 
 
6.8 Windows 
 
Windows are a type of object that can be made visible or invisible while the panel is 
running. By containing other controls within a window, you can make a pop-up 
control panel. 
 
To create a window, select “Window” from the “Create” sub menu. The new window 
will be quite small and will contain a single button marked with an X. This is the close 
button. You may delete this button if you do not want the user to be able to 
manually close the window. 
 
Windows can be moved and resized in the editor just like any other object. If you 
press the close button, the window will disappear. You can make it reappear either 
by creating a button with a show window action or by manually showing the 
window using the Finetouch|Window menu. 
 
 



 

6.8.1 Using Feedback 
 
On the panel, windows can show or hide themselves in response to feedback. You 
can define the feedback condition in the window’s properties box. 
 
 
6.9 Zoom 
 
The zoom can be controlled by the zoom control in the toolbox or by the zoom 
buttons on the tool bar. 
 
Most useful of the zoom controls is the “Zoom to fit window” which will automatically 
calculate the most ideal zoom setting to allow you to see the entire screen you are 
editing. 
 
Zoom is not available when you are editing on the touch panel itself. 
 
 
 
6.10 Hierarchy Panel 
 
This panel can be activated by selecting it in the View menu. It provides a logical 
overview of all the objects you have created and allows you to select objects quickly. 
 
The hierarchy window is not available when editing on the panel. 
 
 
 
6.11 Object Properties 
 
Each object has certain settings or properties that can alter the object’s appearance 
or behaviour. 
 
Properties can be edited by either right-clicking on an object and selecting Edit 
Properties from the context menu or by simply double-clicking an object. 
 
Each type of object has its own specific set of properties. A lot of them are similar to 
each other, there are some common properties such as colour selection and so on 
but each object type has its own peculiarities. 
 
The property window will usually have Tabs with which you can use to switch 
between different property panels. 
 



 

 

6.11.1 Appearance tab 
 

 
 

This tab appears often. It contains a range of 
standard controls for laying out the appearance 
of an object. The subsections within this tab 
are: 
 

6.11.1.1 Border 
 
Activate this item to make a border around an 
object. The dropdown box will list the border 
styles which currently exist. If none of them are 
suitable, you may add more border styles using 
the New button or modify an existing border 
style using the Edit button. 
 
Border styles have parameters which vary 
depending on the style. See Appendix A for 
more detail on border styles and parameters. 
 

6.11.1.2 Fill with colour 
 
This item can be activated to provide a solid 
colour fill behind any text or images. Pressing the 
button next to the colour swatch will take you to 
the colour picker where you may select a colour. 
 
In the colour picker, you can either pick one of 
the supplied colours or you can make your own 
by using the “Add” button and typing in red, 
green and blue values into the boxes provided. 
 
If you want to use any of your custom colours in 
other Finetouch configurations, you can save 
your modified colour scheme using the Save 
button. 
 

6.11.1.3 Image 
 
Use the drop-down list to select from any images already loaded. If the image you 
want is not in the list, select “Load a new image” and you will be able to retrieve an 
image from disk. 
 
Note that the editor only loads images in PNG or BMP format. 
 



 

There are three image modes you can choose from: 
 
Centred Places the image in the centre of your object. This does not alter the 

size of the image. 
Stretched Expands, shrinks or stretches the image so it exactly matches the size 

of your object. 
Tiled Your object is filled with as many copies of the image as will fit. The size 

of the image is not changed. 
 
The Export button can be used to save an image back to disk in PNG format. This is 
useful if you need to put an image into your image editor for modification. 
 

6.11.1.4 Text 
 
Activate the text option and you can type some 
text into the box provided. There are a few other 
options available with the text. 
 
The first text option is the placement. This 
controls where the text will appear within your 
object. Choices are Top Left, Top Centre, Top 
Right, Centre, Bottom Left, Bottom Centre and 
Bottom Right. 
 
To change the font, size or colour of the text, you 
will need to create a text style. Use the “New” 
and “Edit” buttons to create or modify text styles. 
 
 
Text styles can be useful when you want to have a whole bunch of objects having the 
same font, size and colour of text. By changing the style, you will be able to 
simultaneously update the text on all the objects that use the style. 
 



 

 

6.11.2 Actions tab 
 
This tab allows you to define Actions and 
Feedback for your object.  
 
Actions are things that the object does 
when activated, for example, a button 
object will perform some actions when 
pressed. 
 
Feedback defines what the object will 
respond to. In the case of a button, it can 
light up when certain events take place. 
 
Actions and feedback work on the principle 
of commands and channels. Actions can 
use either but feedback can only use 
channels. 
 
Feedback works by comparing the value of a channel to a given number. For 
example, a light might be on (1) or off (0) and you can program the object to look 
for a particular value. 
 
You can also do comparisons such as ‘greater than’ or ‘not equal’. For example, you 
might program a button to light up if the volume is greater than 15. 
 
Channels often contain sub-channels, for example the AUDIO channel of a CommBox  
contains Bass, Treble, volume etc. as sub-channels. 
 
At the time of writing, the available channels are: 
 

• CommBox Audio 
• CommBox Input select 
• CommBox Peripheral switches 
• CommBox User Variables 
• DaVinci built-in audio controls 

 
Commands can be triggered by a button press, slider movement etc. and often have 
parameters which might be a number or an object such as a codeset file etc. The 
available commands at present are: 
 

• Play sound (WAV file through DaVinci’s internal speakers) 
• Swap screen 
• Show Window 
• Send code (using a TCS codeset file) 
• Send RS232 
• Set DaVinci’s internal audio volume 

 
 



 

6.11.3 Properties tab 
 
This tab is available on all objects and provides a way to directly key in the size and 
position of the object. Some objects also use this tab to provide extra configuration 
items. 
 
 

6.11.4 Static Object Properties 
 
A static object only contains the appearance tab and the properties tab mentioned 
earlier. 
 
 

6.11.5 Button Object Properties 
 
A button has three states. These are called UP, DOWN and ACTIVE. The UP state is 
what you see most of the time. The DOWN state is what you see while the button is 
being pressed and the ACTIVE state is what you see if the button has been assigned 
a feedback rule and that feedback rule is currently true. 
 
The button properties window contains three appearance tabs, one for each of these 
modes. You will not have to fill in the ACTIVE tab if your button does not have any 
feedback. Feedback can be assigned on the Actions tab. 
 



 

 

6.11.6 Slider Object Properties 
 
The slider has two appearance tabs labelled Groove and Thumb. Groove represents 
the ‘background’ of the slider and Thumb represents the bit that you drag up and 
down. 
 
In the Actions tab are a couple of extra controls which relate to the slider’s 
appearance, these are the Orientation which can be either horizontal or vertical and 
the Range which sets the values that the slider encompasses. 
 
Vertical sliders always have the minimum value at the bottom and the maximum 
value at the top. Horizontal sliders always have the minimum value at the left and 
the maximum value at the right. 
 
Actions and feedback for a slider object are a little more complex. Sliders can either: 
 

1. Directly control a channel. 
2. Send up/down commands to external 

equipment. 
3. Respond to feedback to indicate the 

value of a channel. 
 
 
If you select a channel and it is capable of 
being directly controlled, the slider will 
control it as well as responding to feedback 
from it. 
 
If the selected channel is a feedback-only 
channel, then the slider will respond to the 
value of that channel but will not attempt to 
control it directly. 
 
In addition, you can specify actions to be 
performed whenever the slider is moved. In 
the example on the right here, I am sending 
some Infra Red codes to control the volume 
on an external CommBox. When the 
CommBox volume changes, it sends 
feedback which is picked up on the Pgm 
Volume channel. 
 



 

 

6.11.7 Indicator Object Properties 
 
An Indicator is similar to a slider in that it has a Groove and Thumb appearance tab. 
The thumb is slightly different in an indicator – it stretches from the bottom of the 
object up to where the current feedback level is. 
 
The indicator does not do anything so there are no actions on the action tab. There is 
only feedback. You would usually assign the feedback to a variable item such as 
audio volume. 

6.11.8 Clock Object Properties 
 
The clock has a regular appearance tab for the background. There is another 
appearance tab that allows you to select the clock style and colours: 
 
Analogue style gives you a clock with hands. You can select the colour for the hour, 
minute and second hands. 
 
If you select a digital style, you will be able to select a text style for the numbers to 
appear in. 
 

6.11.9 Video Object Properties 
 
There are two types of video object, a video window and a full screen video. A 
video window can be created in the same way as any other object. 
 
To create a full screen video, choose create screen from the menu. A window will 
pop up where you can type the name of your screen. Be sure to select Video Panel 
as the screen type. 
 
A video window has only two properties worth mentioning, the video standard and 
the video input. These correspond to the input sockets on the DaVinci touch screen 
and the standard sets what type of signal you will be providing. 
 
A full screen video has the same properties as a video window plus the same 
properties as a screen. In addition to that, there is an extra item called Ignore 
swap-screen feedback. This item, when activated, prevents any other screens 
from becoming active unless the user specifically activates them. This is to prevent 
screen-swap feedback from closing a full-screen video display. However, it will still 
be closed if feedback selects a different parent screen to the one from which the full-
screen video was invoked. 
 
If you do not place any buttons or other objects on your full screen video, touching 
the screen anywhere will automatically swap back to the previous screen. If you do 
place objects on the full screen video, the touch-anywhere functionality is disabled so 
you will have to make sure you provide some way for the user to leave the video 
screen. 
 
 



 

6.11.10 Screen Properties 
 
A screen has a single appearance tab that is 
very similar to a STATIC object. Under the 
Properties tab, you will also see a box where 
you can enter a name for the screen. This 
name is how you identify the screen when you 
are making a screen swap action. 
 
The feedback section lets you enter a feedback 
item and a value. If the item matches the 
value, the screen will be selected. 
 
There is also a control to set the “Default 
Screen”. If this is turned on, then the screen 
will be the first one the user sees when the 
touch panel is started. 
 
Activation actions will occur whenever the 
screen is swapped to. Typically you might like 
to put in a sound effect. 
 
You will also notice that the size and position boxes are shaded grey and are not able 
to be modified for a screen object. A screen object by definition is the size of the 
screen. 
 

6.11.11 Window Properties 
 
Similar to the screen properties, the window 
properties box has an appearance tab and a 
properties tab. The properties tab contains a 
name and feedback items the same as the 
screen properties box. 
 
When the feedback condition matches, the 
window will appear on the panel. If the 
feedback condition does not match, the 
window will disappear. If you do not enter 
any feedback condition, the window can only 
be opened by defining a button with a “SHOW 
WINDOW” action. 
 
When the window opens whether by feedback 
or by a button, some actions may optionally 
be made. In the example pictured here, the 
window is used to indicate an error condition and so has a sound effect associated 
with it. 
 



 

 
6.12 Creating buttons by dropping png files 
 
In addition to creating objects using the menu, you can also create STATIC or 
BUTTON objects by dragging PNG or BMP files from Windows and dropping them 
onto the editor. If you do this, the editor will give you a choice from the following 
actions: 
 
Create a static object from 
each image 

Create a STATIC object which contains the dropped 
image. If more than one image is dropped, multiple 
STATIC objects will be created. 

Create a button from each 
image 

Create a BUTTON object which contains the dropped 
image. If more than one image is dropped, multiple 
BUTTON objects will be created. 

Create a single button Creates a single BUTTON object. If one image is 
dropped, the button will contain that image. If two 
images are dropped, they will become the UP and 
DOWN images for the button. If three images are 
dropped, they will become the UP, DOWN and ON states 
for the button. 

Use the image as a 
background 

The current screen is re-defined to use the dropped 
image. 

Create a new screen with the 
image as a background 

A new screen is created using the dropped image as the 
background. 

 
 
 
6.13 Removing unused resources 
 
This menu item looks for any bitmaps, sound files etc that you have loaded but 
which are not actually used by any object. It then deletes these items from your 
configuration. This allows you to trim your configuration files to save space. 
 
 
6.14 Downloading 
 
Once you are happy with your configuration, you should save it. Then you will want 
to download it so you can test it on a real panel. 
 
First make sure your IP address and associated parameters are set correctly on both 
the panel (use the maintenance menu) and the editor (use the setup window). 
 
Also ensure you have entered the correct password if required. The password is 
entered in the setup window. 
 
Then simply choose download from the menu. Depending on how many large 
bitmaps and other items you have included, the download may take some time. The 
editor will display a progress bar so you can have some indication of how far the 
download has progressed. 



 

7 Appendix A – Border styles 
 

 
 
A 1. Plain Border 
 
This places a plain solid border around your object. The two parameters are the 
width of the border in pixels and the colour of the border. 
 
 
A 2. Window Border 
 
This produces a border which has a coloured outline and space at the top for a title 
bar. At present the title bar is only used to display the name of a window. You can 
use a window border on other types of object but the title bar will be empty. 
 
The parameters for this border style are the border colour, width and title bar height 
in pixels. 
 
 
A 3. Bevel 
 
This border produces a simple 3D effect which gives the appearance of a raised or 
lowered area. To create this effect you need to specify two colours, a light colour and 
a dark colour. 
 
 
A 4. Single Image 
 
This type of border will load a PNG image from disk and draw it underneath the 
content. The margin parameter indicates how wide the border is and the contents 
will be shrunk by this amount to leave the outside of the image showing. 



 

 
 
A 5. Multi Image 
 
A multi-image border allows you to select several small bitmaps for the edges and 
corners of the border. It is similar to the Window border style in that there is a title 
bar. 
 
There is no width parameter as the border size is computed from the size of the 
images. Images for the edges are tiled to fill the space required. 
 
 
A 6. Button 
 
This is similar to the Bevel border style except it offsets the contents down a bit if 
you specify a negative width value. This makes the appearance of a button that 
‘pushes in’ to the screen. This style is used by default when you create a button 
object. 
 
 



 

Appendix B – Troubleshooting 
 
Note this section will be added to as new wisdom comes to light. 
 
 
B 1. Panel will not start up and is displaying an error in a large red box. 
 
Errors such as ‘cannot load’ or ‘item not found’ are usually caused by a failed 
download. Leave the error on the screen and try your download again. 
 
‘Serial communication error’ is an internal error. If pressing RETRY a couple of 
times does not solve the problem, try re-starting the panel. If this and a fresh 
download fails you might have a faulty touch panel. Contact your dealer to arrange 
repairs. 
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