
 

 

  

 

AIS CubeAIS CubeAIS CubeAIS Cube    

[THE BLAZINGCORE SERIES] 
With superior number crunching abilities and peripheral handling on our custom embedded OS,  

Rapid prototyping is now easy... and blazing fast. 
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Transferring Bitmap Files from PC to BCore 
Store the Bitmap Files in your BCore Project’s Resource Folder, and import it using the Resource Page in Sonata IDE.  

Files may be imported and downloaded into an external memory chip (DataFlash) or external memory card (MMC).  

Example code to draw bitmap files to the OLED from both external memory methods are available under its respective 

instruction set. 

 

 

 

External DataFlash 

1. To store Bitmap files in the External DataFlash, make sure the Bitmap files you want loaded into the  DataFlash is 

stored where your project folder is (together with your project files). 

 

2. Next, Select the data file (DATA1) under the DataFlash Resources of your project, and declare an array of type data. 

    
 

Note: If you put your image files in another folder within your project folder eg. Images; 

You will need to declare it this way; 

 

DATA myData(arraySize) FromFile “Images\FileName” 

 

If it is in the root of the project folder; 

 
DATA myData(arraySize) FromFile “FileName” 
 

Code: 

   ‘DATA1 

DATA B_PLAYER(570) FROMFILE "P_PLAYER.bmp" 

DATA BLUEB16(455) FROMFILE "Blue16.bmp" 

 

 

 

 

 

The array size should correspond to the size of your bitmap file in bytes (You can find out the size by placing your mouse over 

the particular bmp).  (Refer to example as shown in figure above) 

 

3. Compile and download the data file (DATA1) into the External DataFlash.  

4. BMP files are now programmatically accessible through the use of the variable name (in this case, B_Player) as per 

the example code under the OLED.Draw.BitmapDFlash Command. 

 

Note: The data file downloads directly to the external data flash chip, separate from downloading the actual program. 

Downloading your program does NOT download the data from the data file to the external data flash chip at the same time. 

 

 

 

 

External Memory Card 

1. To store Bitmap files in the External Memory Card (MMC/ SD Compatible), make sure you slot an 

MMC card into your card reader on your Laptop/PC and open it up using Windows® Explorer. 

2. Drag and Drop your Bitmap files into the External Memory Card. 

3. When you’re done, eject the External Memory Card and slot it into the External Memory Card 

Socket onboard the OLED interface board. 

4. The bitmap files in the External Memory Card are now programmatically accessible using the Bitmap File Name as 

per the example code under the OLED.Draw.BitmapFromMemCard Command. 

*Please note that the file name length must be kept to 8 characters.  Files with names longer than that may fail to 

open. 
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Ascii chart 
The following is a standard extended ascii chart supported by the BCore Font Library.   

 

0 1 2 3 4 5 6 7 8 9 

          
10 11 12 13 14 15 16 17 18 19 

          
20 21 22 23 24 25 26 27 28 29 

          
30 31 32 33 34 35 36 37 38 39 

          
40 41 42 43 44 45 46 47 48 49 

          
50 51 52 53 54 55 56 57 58 59 

          
60 61 62 63 64 65 66 67 68 69 

          
70 71 72 73 74 75 76 77 78 79 

          
80 81 82 83 84 85 86 87 88 89 

          
90 91 92 93 94 95 96 97 98 99 

          
100 101 102 103 104 105 106 107 108 109 

          
110 111 112 113 114 115 116 117 118 119 

          
120 121 122 123 124 125 126 127 128 129 

          

130 131 132 133 134 135 136 137 138 139 

          
140 141 142 143 144 145 146 147 148 149 

          
150 151 152 153 154 155 156 157 158 159 

          
160 161 162 163 164 165 166 167 168 169 

          
170 171 172 173 174 175 176 177 178 179 

          
180 181 182 183 184 185 186 187 188 189 

          
190 191 192 193 194 195 196 197 198 199 

          
200 201 202 203 204 205 206 207 208 209 

          
210 211 212 213 214 215 216 217 218 219 

          
220 221 222 223 224 225 226 227 228 229 

          
230 231 232 233 234 235 236 237 238 239 

          
240 241 242 243 244 245 246 247 248 249 

          
250 251 252 253 254 255 

 
      

 

 



 

 

 

 

 

 

 

Notes 

    

Latest documentation 

All of our documentations are constantly updated to provide accurate and/or new information that we feel 

would help you with developing with our products.  

 

The latest documentation may be obtained from our website: http://www.aiscube.com/main/downloads.html 

 

How you can help 

You can help us to improve our documentations by emailing to us or posting a thread in our forum, reporting 

any mistakes/typos or errata that you might spot while reading our documentation.  

 

Email: TechSupport@aiscube.com 

Forum: http://forum.aiscube.com/index.php 

 

Disclaimer 

All information in this documentation is provided ‘as-is’ without any warranty of any kind. 

 

The products produced by AIS Cube are meant for rapid prototyping and experimental usage; they are not 

intended nor designed for implementation in environments that constitute high risk activities. 

AIS Cube shall assume no responsibility or liability for any indirect, specific, incidental or consequential 

damages arising out of the use of this documentation or product.  

 

Copyright 2009 - 2011 AIS Cube. All rights reserved. 

All product and corporate names appearing in this documentation may or may not be registered trademarks or 

copyrights of their respective companies, and are only used for identification or explanation for the owner’s benefit, 

with no intent to infringe. 

Sonata ide and BlazingCore(BCore) are trademarks of AIS Cube in Singapore and/or other countries. All images depicting 

the Blazingcore or any part of it is copyrighted. 

All other trademarks or registered trademarks are the property of their respective owners. 


