AIS CUBE

APPENDICES

|THE BLRZINGCORE SERES]

WITH SUPERIOR NUMBER CRUNCHING ABILITIES AND PERIPHERAL HANDLING ON OUR CUSTOM EMBEDDED OS,

RAPID PROTOTYPING IS NOW EASY... AND BLAZING FAST.




APPENDIX A

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.
EII% Eeszources
- DataFlash

Note: If you put your image files in another folder within your project folder eg. Images;
You will need to declare it this way;
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DATA myData (arraySize) FromFile “Images\FileName”
If it is in the root of the project folder;
DATA myData (arraySize) FromFile “FileName”

Code:

‘DATAL
DATA B_PLAYER(570) FROMFILE "P_PLAYER.Dbmp"
DATA BLUEB16 (455) FROMFILE "Bluel6.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. Dragand 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.




APPENDIX B

> ASCII CHART
wn The following is a standard extended ascii chart supported by the BCore Font Library.
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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.



