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1 Introduction
UI_Editor-II is a 2nd generation UI editing tool for UartTFT panels. It is designed for Uart TFT displays.

This manual is to illustrate how users can utilize this tool to implement UI designs.

There are five steps when creating a new project with UI_Editor-II:

1、Get the UI material ready, refer to Material Format；

2、Create a new project, refer to Create a New Project - Procedure；

3、Design the UI pages, refer to Widget for various widget explanation;

4、Compile the project. Developers may check their design on UI_Emulator-II, a simulation tool for

UI_Editor-II projects. Refer to UI_Emulator-II；

5、Programming to a UartTFT panel, refer to Appendix 1 - Programming

2 UI_Editor-II Installation

2.1 UI_Editor-II Tool Kits
The contents of the unzipped file folder are as shown below:
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Figure 2-5：UI_Editor-II File Folder

 Example Folder: Three demo projects are available in this folder.

 LAV Filters Folder：A video decoder tool used by UI_Emulator-II is stored in this folder.

 BWFont_Vx.x.exe: A tool for customizing Fonts, refer to Font Tool。

 Numbering_Vx.x.exe: A tool for numbering the material files, refer to Numbering Tool。

 UI_Debugger-II_Vx.xx.exe: A tool for testing and monitoring the communication between PC and
the UartTFT controller, refer to UI_Debugger-II and Uart Communication

 UI_Editor-II_ENG_V2.xx.pdf: User manual

 UI_Editor-II_Vx.xx.exe: Main program. Please right click on it and select [Run as administrator]

 UI_Emulator-II：An emulator for the projects created by UI_Editor-II, refer to UI_Emulator-II。

WavTool_Vxx.exe: A tool for converting Wav files to bin files, refer to WavTool。

2.2 Activate UI_Editor-II

Locate UI_Editor-II_Vx.xx.exe in the file folder:

Figure 2-6：Locate UI_Editor-II-II_Vx.xx

Right click on UI_Editor-II_Vx.xx.exe, and select [Run as administrator].
Preferred OS: Win10 or above

Figure 2-7：Select [Run as administrator]
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3 UI_Editor-II Menu & Operation

3.1 Main Screen

Figure 3-1 shows the main screen of UI_Editor-II.

Figure 3-1：Main Screen

1、Tool bar

As shown in Figure 3-1,，developers may click on the icons to add various widgets, such as button,
picture, text, and more. Hover the mouse cursor on an icon, the name of the icon will pop-up. Left
click on an icon, the mouse cursor will then be switched to Cross style. Developers may then start to
add the designated widget to the editing area, and drag it to adjust its width and height. Widgets
may be added continuously as long as the mouse cursor remains Cross style. Right click the mouse
on the editing area to exit the selection mode, and the mouse cursor will be switched back to Arrow
style.

The tool bar can be classified into 4 parts, as illustrated in Figure 3-2:

Widgets with touch function

Widgets with display function

Widgets for layout and alignment

Widgets for delete/copy operations

Refer to Widget for more detail about widgets

Figure 3-2：Tool bar
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2、Page ID and Name List

As shown in Figure 3-1, ，the left column represents Page ID (unchangeable), and the right
column represents the name of the page (user definable). Refer to Page Operation for more
detail.

3、Page Editing Window

As shown in Figure 3-1,，developers may edit (e.g. adding widgets) within the base map.

4、Status Window

As shown in Figure 3-1, ， every operation process will be listed here in a timely manner.

Developers may check the processed results in the status window when making bin files.

5、Widget List

As shown in Figure 3-1,，this area lists all the available widgets in the designated page. Click
the listed name to quickly locate the desired widget in the page editing window

6、Widget – Parameter Setting Window

As shown in Figure 3-1,, parameters for selected widget can be setup here, including but not

limited to name, address, and coordinates etc.

3.2 Function Menus

As shown below，there are three function menus: File, Tool, and Help

Figure 3-3：Function Menus
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3.2.1 File

Figure 3-4：File

1. Open project: Open an existed project

2. New project: Create a new project

3. Project Setting: Refer to Project Setting

4. Build project: Compile the current project and export the UartTFT-II_Flash.bin

5. Clean project: Deleted all bin files (except for font and wav bin files)

6. Load latest page cfg: Load the latest cfg file

7. Save current page cfg: Save the parameters to a cfg file

8. Save All: Save all changes

9. Exit: Exit the program

Note: A cfg file records the final configuration of a page. Each page has one and only one cfg file. A
cfg file will be saved/updated when

1、[Build project] is clicked（all pages）

2、[Save current page cfg] is clicked

3、[Save all] is clicked

4、users choose to save the changes before exit the project.
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3.2.2 Tool

Figure 3-5：Tool

1. Export variable：Export two variable tables, DisplayWidget.csv and TouchWidget.csv, in csv format.

（1）DisplayWidget.csv: A table that lists the parameters of display widgets. Its contents include

the address, length, ID, and name of the widgets.

（2）TouchWidget.csv: A table that lists the parameters of touch widgets. Its contents include the

address, length, ID, name, and other key parameters.

Figure 3-6：Variable Tables

2. Modbus: Click to open Modbus command table. Refer to ModBus

3. UI_Debugger: Click to open the debugging tool. Refer to UI_Debugger-II

4. Font tool: Click to open the font tool. Refer to Font Tool

5. Numbering: Click to open the file numbering tool. Refer to Numbering Tool

6. WavTool: Click to open wav tool. Refer to WavTool

7. Emulator：Click to open emulator tool. Refer to UI_Emulator-II
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3.2.3 Help

Figure 3-7：Help

1. WriteAddr:

（1）Paste Auto Address

Checked: the start value of writeAddr will be applied to the next pasted widget automatically.

Unchecked: the writeAddr parameter of the new copied widgets will be the same as the original

one.

（2）New WriteAddr: The start value of writeAddr for the next added widget.

Figure 3-8：writeAddr

2. Language: Options for Chinese and English menu.

3. ToolBar-Text: Options for toolbar style (with / without Text)

4. Auto Save: When set, software will save the editing result every 5 seconds.

5. Direction for use: Open the user manual
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4 Create a New Project

4.1 Materials Preparation

4.1.1 About File Folders

After clicking on [New project] in the File menu, the default file folders will be automatically created as
the file folders shown in Figure 4-1. The name of each file folder is specified by UI_Editor-II and should
not be changed.

If developers would like to create a new project with existed material folders, refer to Using Existed
Project to Create New Project

Figure 4-1：File Folders

4.1.2 Material Format

4.1.2.1 Picture Folder

Contents: Page pictures, Popupbox pictures, Keyboard pictures

Format: BMP, JPG

Naming: Number the pictures by 0000 ~ 9999, and name them as “xxxx” or “xxxx_user defined”,
as shown in the figure below:

Figure 4-2：Name a Picture
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Note:

1、Each number can only be used once

2、If the maximum picture number is 0010, and there is only 6 pictures in the folder, then UI_Editor-II
will still add blank pages to the project and make it total 11 pages (0000~0010), following the
order of the numbers. Developers may manually add pictures to those pages afterwards.

3、The amount of pages of a new created project is based on the maximum number of the picture
name. Users may also add new pages by right-clicking on page column in UI_Editor-II, and click
on [NewPage].

4、PNG pictures cannot be used as page pictures. Page pictures must be JPG or BMP format.

5、Developers may utilize a numbering tool, Numbering_tool_Vx.xx.exe, provided by EastRising to
quickly number the pictures. Refer to Numbering Tool

4.1.2.2 Icon

Contents: Icons, Graphic Number Display, SlideMenu, Slider Bar, Progress Bar, and Analog Clock etc.

Format: BMP, JPG, PNG

Naming: Number the materials by 0000 ~ 9999, and name them as“xxxx”or“xxxx_user defined”,
as shown in the figure below:

Figure 4-3：Name an Icon

Note:

1、For setting the width and height of Icons in the same group, refer to Icon Width & Height

4.1.2.3 FontBin

Contents: Font bin

Format: bin

Naming: Number the FontBin by 00 ~ 35, and name them as “xx_Font-user defined”, as shown in
the figure below:

Figure 4-4：Name a Font
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Note:

Developers may utilize a font tool, BWFont_Vx.xx.exe, provided by EastRising to make customized
font libraries. Refer to Font Tool

4.1.2.4 Gif

Contents: Gif

Format: Gif

Naming: Number the Gif by 0000 ~ 9999, and name them as “xxxx” or “xxxx_user defined”, as
shown in the figure below:

Figure 4-5：Name a Gif

4.1.2.5 WavBin

Contents: Wave bin files

Format: bin

Naming: Number the Wave files by 0000 ~ 0099, and name them as “ 00xx_Wav ” or
“00xx_Wav_user defined”, as shown in the figure below:

Figure 4-6：Name a Wav

4.1.2.6 Music

Contents: Audio files

Format: mp3

Naming: Number the Audio files by 0001 ~ 0099, and name them as “00xx”.

Note: This folder stores mp3 files for LT3688 applications.

4.1.2.7 Needle

Contents: Picture generated by needle widgets

Format: png、bin

Note: The contents are generated by the widget automatically.
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4.2 Create a New Project

The parameters in [Project Setting] page, as shown below, need to be properly set before creating a
new project:

Figure 4-11：Project Setting

The definition of each parameter is described as below:

General

MCU Type : Select MCU models

Flash Type : Select SPI Flash types

Flash Size : SPI Flash Size. Set by actual flash size.

Rotate : Rotation angle. Refer to Screen Rotation

Num of

Language

: Set the amount of languages used.
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Backlight

Control

Auto Dimming : Checked Auto dimming control; Unchecked Always on

Normal (10~63) : Brightness Level, adjustable from 10 to 63

Hold time (s) :
Dim the backlight if no operation in set period.
Range: 1 to 65535, unit: second

Sleep (0~63) :
Dimming level, Range: 0 to 63.

Touching the panel again can turn on the backlight

Application

RGB Format : Picture data format

Startup Page :
Boot screen. The first picture/animation shown right after
power-on

Needle Data

Type
:

Choose to compress Needle files or not. LT7689 does not
support this function.

Gesture Data :
Minimum sliding effective distance in pixel. When sliding to
switch the display page, if the sliding distance exceeds the
set value, then the sliding action will be effective.

Volume (0~16) : Initialize the volume. 16 means the maximum volume

Initialize

Variable
: Enable the default value of the widgets if checked.

With GBKCode :
Add GBK code to UartTFT-II_Flash.bin. Must be checked if
using GBK font.

Key with beep :
Enable buzzer. If checked, the buzzer will beep when the
panel is touched.

aRGB Png :
Checked  Hardware PNG (αRGB4444-16bits);
Unchecked  Software PNG

Page Image Zip :
Only available for LT776. If checked, the page pictures will
be compressed to reduce the file size of
UartTFT-II_Flash.bin

Communication

Baudrate : Data transmitting speed, bit per second

Parity : Three options, [None], [Odd], and [Even]

No reply : No returned messages during communication if checked.

No CRC padding : CRC will not be used if checked.

User defined

CMD header
:

Using user-defined start bytes as the header for Uart
communication.
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Modbus

Master Mode :
Check the box to set the project as Modbus Master,
uncheck the box to set the project as Modbus Slave. Either
one requires customized MCU_Code.

Device Addr :
Set the slave address here, when UartTFT controller is used
as Modbus Slave.

Device Num : Reserved.

User

Information

User ID : No modification required.

Version : Software version.

For TFT panel:

TFT Horizontal

X-Pixel : TFT panel resolution, X direction

HBPD : Based on TFT panel spec

HFPD : Based on TFT panel spec

HSPW : Based on TFT panel spec

TFT Vertical

Y-Pixel : TFT panel resolution, Y direction

VBPD : Based on TFT panel spec

VFPD : Based on TFT panel spec

VSPW : Based on TFT panel spec

Signal Polarity

PCLK_Rising : Based on TFT panel spec

HSYNC_Low : Based on TFT panel spec

VSYNC_Low : Based on TFT panel spec

DE_Low : Based on TFT panel spec

BGR : Checked  BGR; Unchecked  RGB
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4.3 Create a New Project - Procedure

Click on [File] menu , and then click on [New project] to create a new project, as shown below. It is
suggested that developers create independent folders for new projects.

Figure 4-12：Create a New Project

Step 1: Create the file folders as described in Materials Preparation, and store the needed
materials to the designated folders.

Step 2: Activate UI_Editor-II ，click on [Project Setting] and setup each parameters properly as
described in Project Setting. Click on [New Project] when the settings are done.

Step 3: Locate the pre-created folder, enter the new project name in the pop-up window, and
then click on [Save], as shown below:

Figure 4-13：Enter Project Name and Save it
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