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Overview

Description

The Panel is a control tool for the Player application. It visualizes all the mentioned feature blocks

in the Features section.

Hotkeys

Following shortcuts are available for CGI Panel:

Ctrl+0

Ctrl+S

Ctrl+Shift+S

Hotkeys

Description
Open asset
Capture screenshot

Capture screenshot (select file)

Ctrl+P Open settings
Ctrl+l Single invalidation
F1 Documentation
Interface
@ CGiPanel

1. File menu allows user to run and configure the application.

2. Edit menu offers access to editing operations and undo-redo actions.

3. Player menu allows to control the rendering and scripting system.


https://doc316en.candera.eu/books/player/page/file-menu
https://doc316en.candera.eu/books/player/page/edit-menu
https://doc316en.candera.eu/books/player/page/player-menu

4. Recorder menu gives control to the recording of application handling.

5. Help menu offers information about CGI Panel.

6. Culture toolbar allows to switch between languages. In order to use this, "Globalization"
needs to be enabled.

7. Animation toolbar shows a list of all animations available. Select an animation from
dropdown box and press Start to run it.

8. Scene View panel shows a list of all scenes. In order to activate one scene, click the
corresponding checkbox.
9. Miscellaneous Panel embeds the following views:

e Configuration view presents information about the features enabled in the Player.

e Snapshots view allows to take snapshots (on host) and shows the last snapshots
taken.

e Logging view allows to enable or disable the logging and also to set the log level for
the main realms.

e Controls view shows all controls of a selected scene.
e Transitions view is available to trigger transitions.
e Statistics view shows memory consumption statistics.

e State Machine view shows the state for all state machines.

e Value Generator provides the possibility to simulate the change of values on view

elements.
10. Zooming toolbar
11. Rotate display toolbar



https://doc316en.candera.eu/books/player/page/recorder-menu
https://doc316en.candera.eu/books/player/page/help-menu
https://doc316en.candera.eu/books/player/page/scene-view
https://doc316en.candera.eu/books/player/page/configuration-view
https://doc316en.candera.eu/books/player/page/snapshots-view
https://doc316en.candera.eu/books/player/page/logging-view
https://doc316en.candera.eu/books/player/page/controls-view
https://doc316en.candera.eu/books/player/page/transitions-view
https://doc316en.candera.eu/books/player/page/statistics-view
https://doc316en.candera.eu/books/player/page/state-machine-view
https://doc316en.candera.eu/books/player/page/value-generator
https://doc316en.candera.eu/link/1076#bkmrk-page-title
https://doc316en.candera.eu/link/1077#bkmrk-page-title

File Menu

offer commands that allows to control how the application runs.
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Start application...
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Welcome to CGI Panel!

To get started, start the Player by choosing "File" -> "Start application...”
If the Player is already running, choose "File" -> "Attach"

Options:

o Start application ... - opens a dialog window which allows to configure and start the
application.



@ start application — O X

Device: iMEG

Asszet Librany: ChUsers\AppDatatRoaming\FTChIntegratedPlayerAutomation\AssetForPlayer.bin

Walue Generator:

Mode: Application v
Application: Device\iMXB\Player.exe

Parameter: SAssetlibraryPath%

e The configuration options are:
o Device: allows to choose the device from a dropdown list.
o Asset Library Path: allows to set the full path to the asset.
o Mode: allows to decide if the Player will be started as an application or by a script.
o Application Mode
o Application: allows to set the path to the Player executable.
o Parameter: allows to set a parameter which shall be passed to the application.
o Script Mode
o Script: allows to set the path to the script.
o Parameter: allows to set a parameter which shall be passed to the script.
o Wait for script to finish: configures whether the panel should wait or not until
the script has finished.
e Attach - attaches the panel to a running Player.
e Settings... - opens a dialog window which allows to configure the Cgi Panel.



Settings — O >
@ setting

General

Show first s
On Panel close - Application shutdown:
oad value generator with asset:

Panel Network Connection

Connection timeout (ms): 3000

IP-Address; 127.0.01

TCPAIP - Port: 13048

Monitoring

Use customized monitoring settings:

Recording

Snapshot directory: JSnapshots

Asset directory: Jhssetlibraries

Layout Monitor
Layout entry directory: LayoutlogEntries

Max direct children: 10000
IP-Address: 127.0.01
TCP/IP - Port:

Coordinate gnd:

Language

Language English

Cancel

The configuration options are:
o General
o Show first scene: enables that the first scene is automatically loaded at start
time.
o On Panel close - Application shutdown: if enabled the applications started by
the Player will be shutdown automatically.
o Panel Network Connection
o Connection timeout (ms): sets a timeout for network connection.
o IP-Address: sets a custom IP address of the network control.
o TCP/IP - Port: sets a custom TCP/IP port of the network control.
o Monitoring



o Use customized monitoring settings: allows to set custom setting for the
monitoring (TCP/IP-Port, Serial-Port and Serial-Baudrate).
o Recording
o Snapshot directory: defines the location where the snapshots shall be stored.
o Asset directory: defines the location of assets which will be loaded.
e Open workspace: opens in File Explorer the directory were the CGIPanel.exe resides.
e Exit: closes CGI Panel.



Edit Menu

Edit menu offers access to editing operations and undo-redo actions.
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Welcome to CGI Panel!

To get started, start the Player by choosing "File" -> "Start application..."
If the Player is already running, choose "File" -> "Attach"

Options:

Undo: undo last action.

Redo: redo last undone action.
Cut: cut text.

Copy: copy text.

Paste: paste text.

Delete: delete text.



Player Menu

Player menu allows to control the rendering and scripting system

@ 6! Panel — i =

Hide all

Logaging

Transitions

chot as_.. Shilt+Ctel+5

Options:

Unblock application: unblocks an application which is currently in the waiting state.
Render statistics overlay: enables or disables the render statistics overlay within the

scene.
Render wakeup: enables or disables the render wake up mechanism.
Continuous invalidation: enables or disables continuous invalidation. (Please note that it

should be disabled when Dirty Area Management feature is used)

Single invalidation: sends a single 'invalidate all' message.

Destroy scenes: enables or disables the destroying of the scenes as soon they are hidden.

e Scripting system: enables or disables the script system.

e Screenshot: saves a PNG file for each display in the folder of the loaded asset.

e Save Screenshot as...: saves a PNG file for each display but the location can be set via
"Save as ..." dialog.



https://doc316en.candera.eu/books/courier/page/dirty-area-management

Recorder Menu

Recorder menu gives control to the recording of application handling.

@ Gl Panel - O ®

CGISTUDIt ,/

Welcome to CGI Panel!

To get started, start the Player by choosing “File" -> "Start application...”
If the Player is already running, choose "File" -> "Attach”

Options

Play...: shows the Open dialog to give the path to a recorded file that will be played.
Record: enables or disables the recording of application handling.

Record Touch Hover: enables or disables the recording of touch hover messages.
Restrict action interval to 500ms: restricts the action interval to 500 ms.



Help Menu

Help menu offers information about the application.

@ oGl Panel - m EY
Help
Doecumentation F1

About...

CGISTUDIO_./
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Welcome to CGI Panel!

To get started, start the Player by choosing "File" -> “Start application...”

If the Player is already running, choose "File” -> "Attach”

Options:

e Documentation: opens the CGI Studio Documentation
e About...: opens a window which shows information about the application.



Scene View

The scene view is a central component of the CGI Panel. A scene can be shown or hidden by
checking or unchecking the checkbox of a scene. Based on the selected most of functionality
chooses its content. This includes for example animations and controls.

Hide all




Configuration View

The Configuration view presents information about the features enabled in the Player.

Value

True

True

True

True

alizationEnabled True

ptingEnabled True

VRamStatisticsEnabled False

ternRamStatisticsEnabled False

MaonitorEnabled False

Monitor lype

LoggingEnabled True

Iransitionsl C True

ClippingEnabled True
FontEngine Freetype
TextShaper HarfBuzz

True

teCacheEnabled

IpcEnabled

Memon sEnabled

GlError

StateMachineMonitorEnabled




Snapshots View

The Snapshots view allows to take snapshots and also shows the last snapshots taken.




Logging View

The Logging view allows to enable or disable the logging and also to set the log level for the main
realms.

¥ Log Enabled

Info
Info
Visualization Warning
DataBinding Warning
CanderaBehavior Warning
CanderaAssetloader Warning
Canderafnimation
FeatStdPlatform
FeatStdMemoryManagement

PlayerForcedTraces

PlayerLog

Messaging

CanderaPlatformDevice




Controls View

The controls view shows all controls of a selected scene. Selecting a control opens a table of all the
properties and its values. Changing the value will also change the value in the application.

Update
Property Name Editor Simulation
BindableProperty_SetP :dimi Default
BindableProperty SetHoveredCt Default

BindableProperty_SetDisabledC

BindablePr operty

Bindable
BindablePro

BindableP

Default
DisabledColorPropertyReference Default
DisabledColor Default
Disabled( PropertyProvider Default
Padding Default 0,0,0,0
Identifier Default

BlendType Default




Transitions View

The transitions view is available to trigger transitions. This happens by drag and drop from the
scene list into the deactivation or activation area. A deactivation scene will be hidden and an
activation scene will be shown at the end of a transition. More than a single scene can be added to
the lists. The transition will be executed by pressing the Run button. The swap button swaps the
list. So it will revert the execution. More of the transition instances can be created to keep one but
create a second one. These transitions are kept only for a single session.

Hemove Variants

B cone .31 Variant

Variant




Statistics View

The statistics view shows memory consumption statistics and it is only available when the CMake
flag "CANDERA VIDEO _MEMORY_STATISTIC ENABLED" is set.

Update

VRAM statistics are disabled within the application. To enable these statisics,
the CMake flag CANDERA_VIDEC_MEMORY_STATISTIC_ENABLED has to be set.
RAM statistics are disabled within the application. To enable these statisics,

the CMake flag FEATSTD_SYSTEM_MEMORY_STATISTIC_EMABLED has to be set.




State Machine View

This view shows a log which describes the states for all state machines.

Enter: MenuStateMachine (0) - Behawvior: /Scene2:5cenes#5ceneMenuTabs/Drawer/Conte

Enter: MenuStateMachine.State (1) - Behawvior: /Scene2kScenes#SceneMenuTabs/Drawer/t

Enter: MenuStateMachine.State.Home (2) - Behawior: /5

Scene2lScenes#SceneMenuTabs/Th




Value Generator

This feature provides the possibility to simulate the change of values on view elements. With this,
view elements can be simulated without logic implementation.

Selecting a property to simulate

In the CGI Panel, select a scene and click on the Controls tab. This will display all controls and their
properties.

Checking the Simulation checkbox of a property will create a simulation entry inside the Value
Generator tab.

The Editor column defines the type for the property. Based on the Editor, the simulated value will
be calculated.

@ cclPanel - O X

Property Mame  Editor
Value Int32

InputMin Default
Default

faluel Default

Jefault

Darmpeenir ||_|_[ ile

r!.l.l..;'.l.ll'.il-u.l el 1 Constructionkit®

Constructionkit#®

Modifying simulation properties (of a selected property)

The properties which have been selected in the Controls tab, are created in the Value Generator
tab.



e The Value Generator tab contains general configurations, serialization and the
configuration of all simulated properties.

Sample rate (ms): 100 Load..

Scenes#5cene2l); Gauge - Value

Value Wave (sine)

Jse cosine

Mirimum

|r|| {Ims

|

|
Maximum |

0

o The Sample Rate defines the update rate of the simulated properties. This sample

rate is applied to all simulated property entries.
o Each simulated property entry has a predefined set of configurations.

o Data type
The simulation supports different datatypes. This includes double, float, all int

types and special datatypes like size/coordinates and color.
If default editor is selected, it will try to guess the datatype based on the
property name. Each value of a complex datatype can be set individually.

The sample below simulates a color:



: Gauge - Value
Color
Red Wave (sing)
Use cosine I
Minimum |
Maximum | g
Perniod [rr'us}l 80
Offset (ms) |
Green Wave (sine)
Use cosine |
Minimum | 0
Maximum | 200
Penod [ms}l 10000
Offset (ms) | {0
Blue Wave (sine)
Use cosine |
Minimum | 0
Maximum | 200

T [ms}ll 10000

Offset (ms) | (

Alpha Constant
Constant | 0

A [ms}ll 10000

o Value Simulation

This represents the simulation algorithm that will be used to calculate the
value.

The following list shows the different graph types and and some variants when
modifying its configurations.

1. Constant (Updates the value with the same value)
2. Saw Wave



3. Triangle

4. Power (Power of 1 - linear, Power of 3)

Power 1 Power 3

5. Sine Wave (Sine, Cosine)

Sine wave Cosine wave

6. Random (No Visualization available)

7. Toggle (Toggles between 0 and 1)

8. Bounce (Bounces 0, Bounciness 0.5; Bounces 3, Bounciness 0.20)



o Minimum and Maximum range
The minimum and maximum range of values.
o Period and Offset (ms)
The x value into the function is shifted by the offset. It shifts the graph,

therefore the output value is also shifted. However, currently, offset is only
supported in Sine wave. (limitation)

Starting the Value Generator simulation

Pressing the clapperboard icon will start and stop the simulation.

@ ol ranel — O *
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Configuration Snapshots Logaging Layout Monitor

Hide all

The simulation of a single property can be paused by the checkbox next to the property name.
It can be completely removed by pressing the X button on the right side of the name.

Sample rate (ms): 100

xoene2 D Gauge - Value

Serialization



The simulation configuration can be saved as an xml file and loaded again.
It is possible to load a simulation file when loading an asset.

sample rate (ms): 100

¥ Scenes#Scene?D: Gauge - Value
Int32

Value Wave (sine)

Use cosine I

It can also be loaded at Panel startup by using the command line:
--sim <filename>

In this case, the simulation will be directly started.



Zooming

This feature was created to assist in developing high- or low-resolution HMIs. Developers of low-
resolution HMIs can zoom in, developers of high-resolution HMIs can zoom out.

It may also be convenient if you want to take a closer look and examine the HMI in detail.

QA&

e The first icon of the toolbar resets the zoom level of every host application display.

e The second and third icon are for zooming out and zooming in. The zoom level is adjusted
by 5% on every button click.

e The fourth option of the zooming toolbar is a filter that can be enabled to improve the
visual output when zoomed in.

The current zoom factor and whether the filter is enabled is displayed in the Player's titlebar.

Foom: 115%. Filtering: On. Orientation: 0 degreas

Please be aware, that while using zoom, the output is not pixel exact anymore.




Rotate

This feature simulates a physical rotation of the display. The toolbar allows to rotate the Player's
display clockwise. You can choose to rotate it by 0° (default), 90°, 180°, or 270°.




Data Bindings

In Data Bindings tab, you can load a predefined data binding file and perform various

customisations and simulations using the

. Load XHCDL
".-".-'Illl. .!-Z..m'. Jata -. I

ltem3 Float

Predefj 'Eindir'uj_]SUl_uu:e.
Name

Iterm1

Item2

ltemd Float
ltem5 Float
ltemb Float
ltemn Float

Float

Itemd Float

ltem10 Float

W
v
L
4
w
v
v
hd
v
v

PredefinedBindingSource10
Name Alias Value
ltem

ltarm2

Example of data binding file { xhcdl)

<bindingSources> 0

<bindingScource name="PredefinedBindin ccess="asynchronous" uid="{49]
<ltem name="Item FeatStd: :Variant" uid="{AFSA4C07-C3CE-44CC-91895-¢
<item name="Item2" FeatStd: :Variant" uid="{7D6765D8-9117-4D63-A41A-F
<item name="Item3" FeatStd: :Variant" uid="{CS5EE2EB6-B2E4-4123-B43F-F
<item name="Itemd4" FeatStd: :Variant" uid="{A00D262E-0E4C-4A49-B344-4
<item name="ItemS5" FeatStd: :Variant" uid="{4308D1C9-F458-4039-9C25-F
<item name="Itemé" FeatStd: :Variant" uid="{0B6DE559-156E-431E-ASD2-E
<item name="Item7" 'FeatStd: :Variant" uid="{CED&TFF4-061A-4643-9402-C
<item name="ItemB8" 'FeatStd: :Variant" uid="{E69CEF9F-6744-40C6-BA87~-L
<item name="Item9" 'FeatStd: :Variant" uid="{83DCFBEF-592E-456F-9E27-F
<item name="ItemlQ"] type="FeatStd: :Variant" uid="{89ATD182-0EAD-4650-8AD2-
</bindingsource>

jall]



https://doc316en.candera.eu/books/player/page/value-generator

Load XHCDL button

Name

Alias name

Value

Sim

Datatype

Use this button to load an xml file
containing predefined data bindings.
The file format is *.xhedl and files
created with the following structure in
the file can be loaded. The following
naming convention inside of the xhcdl
is required:

e bindingSource name: [any
name]+BindingSource+[n
umber]

See Section A in the
above image

e item name:
Iltem+[number]

See section B in the
above image

The data binding item name specified
by “item name” in the loaded xhcdl
file is displayed.

The names specified as
“bindingSource name” in the xhcdl
file that has been loaded are
displayed in the above image in
section 7.

You can set a custom name for the
data binding item name. This name
will persist on Panel closing.

Set the data binding value. After
entering the value, a request to
update the data binding value will be
sent to the player.

ltems with this checkbox checked can

be simulated on the Value Generator
tab.

Change the data type. Select the any
data type from the pull-down menu.
After setting the data type, a request
to update the data binding datatype
will be sent to the player.


https://doc316en.candera.eu/books/player/page/value-generator

