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2.1 INTRODUCTION

Yot E15p1ay system haz 8 mameory that can hold both words (TEXT) and
pitturas or symbels (GRAPIHICS), Working wilh Graphizs will be
disGusgod 1ater in this manual I Section 8. In this Sectlon you will loarn
wiuul how ihé marnory tn the display Is made up, and how the keyboard
s waid 10 eeter TEXT into mamory.

wiran you initiatly plog your display Into tho power outiel, you will $0¢ a
MaREaga 0n the screen. This message hus boen programmod into
manmory of the display through tho keybosrd. Any subsequent change 10
mamary which you enter through the keyboard will be programmed
dieeGHy 1010 ragzrary and will not bo tost when you disconnect the
shuplay {een povaar, I your display does Rot keop Its program in memory,
i Ballaey likply nesds 10 be replaced. This can only bo done by a
Quililiog Stenconan,

Youd dsplay systein will roqulre very litile power 16 run and generalty I
can Yo foft on continually, Thare Is an autometic ON/COFF timar which
wess We dply off 4t :30 AM and back on at 7:30 AM, These limes can
L chargod (csler Saction 3,

' you wani to turn olf the display manually without disconnecting from
povar, pria the TAB kay on the koyboard while the system Ig running.

23 EDHYVING THE TEXT PART OF MEMORY

#rinag the STOP/START koy, shown as F1 on your keyboard, The displ
Lppie 10N hind corner of the display.
Tou g now in this position on MESSAGE PAGE 1.

2.2 TEXT PORTION OF MEMORY

The TEXT portion ol your dlsplay memory fs made up of MESSAGE
PAGES and corresponding COMMAND PAGES. Each COMMANID
PAGE has space for up to 10 Codes. Theso codes instruct ne dispiay
compultar what to do with the message on the correaponding MESSAGH
PAGE.

The gisplay computer examines each COMMAND PAGE and displays
the moessago accordingly, For example:

A series of codes might instruct tho computar to scroll @ messiga oty
ihe display and deldy {t for 4 seccoads. When the computer is linished iy
lask It will then go 1o the naxt pago of ioxl momory and carry out any
codos on the corresponding COMMAND PAGE, This saquounce will
continua until it COMMAND PAGES have bean examingd in suquenci
and corrasponding commands ¢arrled oul. It s COMMAND PAGE 13
blank, the computer will skip ovar that page and continue unti COM-
MANDS aro found on a COMMAND PAGE,

Han asterisk ls programmed on a COMMAND PAGE, all sulysequent
messages will be ignored by the computor, i.e. if an asterisk is placed o
command page 5, mbasages 110 5 only will be displayey.

When you ara editing toxt you will know you gre on 8 COMMAND PACGE
{tthe bottarn line says COMMAND PAGE XXX where XXX wili be thy
page numbar you are ediling.

Soction 2,23 will dlscuss how you can move ground in the memory of your
display from ono message 1o the naxt, both forward and reversa as wolt
ag from MESSAGE PAGE to a COMMAND PAGE and back.

3y will stop and the “CURSOR" (4 ﬁashing block of lights) will appearin the

// Pruss TAB k'ey 10 goto
s ‘ COMMAND PAGE 1.
----- £ TEXT 0 oo tack o CODES
THILSU TS MEISISIAGIE] | "&ereemeet ]
PIAIGIE] INIUMBIEIR! |1 ) T commanppace L

Pryss £3 10 advanco one
message page st a
time theough memory.
F3 F2
Press F2 to go hack
i ONe MIessago page at @

time through memory.
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COMMAND PAGE 9

NOYE " Yo mpa hy cursor from the TOP LINE 10 the BOTTOM LINE or buck agalm, prass RETURN,
T You Gan sdvata of go dick rapidly through memory by holding ihe F3 or F2 koys down,
T ovendaan ge degaily 10 1 messago page In momory 07 prossing the LINEFEEQ koy Entor tho pago numbor you want 10 odit (3 digits) nd pross tha
HE TLHAN katy
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2.4 BASIC KEYBOARD FUNCTIONS

The keyboard Is plugged Into a socket at the back of the display. Rotate the plug in the socket until the pins line up
and than press the plug Into the socket, The keyboard can be plugged in or removed while the display Is running
without causing harm.

" When you are editing the TEXT part of your program, refer to the feft column of key functions below (TEXT MODE)
whare the purpose of each key Is explained. When you are editing GRAPHICS part of your program, refer 1o the
right column, {GRAPHICS MODE) for the key function,

Agvanced keyboard functions are explained in Section 3,

'''''''''' EODDOIEO0EEDE0CD
HEOEHEEEDDEEEDE
 HEEDEOEDEEOREO00
(OEXNEOMNEMEAOEED T
- MEECC JEEEE

KEY FUNCTION
TEXT MODE GRAPHICS MODE
»1 ADVANCE ) PAGE | _ADVANCE 1 GRAPHIC |« F3
— GO BACK 1 PAGE GO BACK 1 GRAPHIC e F2
P ENTER/EXIT TEXT MODE -
Fé§ —3— NON:DESTRUCT CURSOR LEFT MOVE GRAPHIC UP e
F§ ~—= NON-DESTRUCT CURSOR RIGHT | MOVE GRAPHIC DOWN [
F& ——»{ DELETE/MOVE LINE LEFT MOVE GRAPHIC LEFT <«
F? sl INSERT/MOVE LINE RIGHT MOVE GRAPHIC RIGHT |
>l e0IT GRARI IS « |_CoPY anAPHIC 1 <— F8
TAD ENTER/EXIT COMMAND PAGE SHOWS GRAPHIC #
LINEFEED GO TO PAGE # -
DEL BACKSPACE AND DELETE RESTORE QRIGINAL
. GRAPHIC
AETURN PROCEED TO NEXT STEP SAVE GRAPHIC
IN MEMORY
ESC EXIT CHANNELS EXIT GRAPHICS
ABORT CLOCK SET ROUTINES
RUN FROM PAGE ON DISPLAY
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23,
24,
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) 3.1 LET'S GET STARTED
Plug the KEYBOARD CONNECTOR into the socket at the back of the sign.

. Progs STOP/START key on the keyboard. You will now see a blinking cursor In the HOME position.
3. Press CTRLDEL 10 erase the message on the display.

Type your own message, Or use our example; MYi INJAMIEE] |15
Center you name here >

Note 1: Our example Is for a series 32 display with 16 characters per line.
if your display is a different series, make appropriate adjustments to the sample program,

Now press the TAB key to enter the COMMAND PAGE. Press CTRL/DEL 1o erase the page if necessary.
Type the followlng code: 1D48% (these codes are explained fully in Section 4 of these instructions)
The display should appear as follows: [1[D[4]8]¢] | [T ]

Now pross STOP/START key again, | CoMMANO PAGE _1 _
You should sve your message wipe on the display from the top (1), stay there for 4 seconds (D4), wipe off from the
top (8), and repaat the sequence.

Now let's add some FLASH and make your name MOVE:
Pross STOP/START key again. Your message will appear with the blinking cursor in the HOME position.
Fress the TAB key and enter the following codes: 2F3D3L36%

NOTE 2: The asterisk tells the computer to ignare all messages after this one. The asterisk can be put anywhere in
your program and taken out at a later time as required.

1. Press the STOP/START key agaln.

You will see your message wipe on from the left (2), flash tor 3 seconds (F3), delay for three seconds (D3), your
name will rotate to the left for three seconds (L3) and the display will go blank (7). The program will then repeat
agsin as above. *

t2. Slop the disptay and press TAB key, COMMAND PAGE 1 will appear,

. Prass NON-DESTRUCT CURSOR RIGHT (FS) key until the cursor is over the .
. Press the SPACEBAR key, The asterisk will be erased. (Refer NOTE 2)

. Frass PAGE ADVANCE (F3) key one time. You are on page 2.

. Piss CTRI/DEL to erase page, if necessary.

Otherwise, enter the following message: AlTltleinTliloln
TIHS] MEISISIAGIE] WL

Press TAB key. COMMAND PAGE 2 wilt appear. Type S01.

Prass PAGE ADVANCE key. Page 3 will appear. Press CTRL/DEL to erase page, if necessary.
Complste your message as follows: [ T JTRIAVIEL] Tal RlASIS .

TH OT[TIOM [UIINEL:
NOTE 3: The semi-colon is an “end of message” code.

Pross TAB key. COMMAND PAGE 3 will appear. Erase codes if necessary.
NOTE4: Only the first page of a travelling message should have Instruction codes. Alt other command pages mus!

be blank.
Press STOP/START key and review your program.
Now tet's add the TIME OF DAY (T) and DAY/DATE (Q) display.

. Press STOP/START key.

Advance to page 2 and remove * from COMMAND PAGE 2. (Refer 16 & 17),

Advance to page 4. Erase page and type the following message: THE CORRECT TIME IS:
NOTE 8: The bottom line is left blank for the time to dispiay.

Press TAB key, Command page 4 will appear. Type 4758

Advance 10 page 5. Erase page and enter the following commands: Q5

Piess STOP/START key. You will see your original messages on display followed by the time display and day/date
display. !
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3.2 SETTING THE CLOCK/CALENDAR ON/OFF TIMES

You may notice thal the Clock/Calendar intormation Is not set for your time 20na. Once you have set the Clock/Calendar, as
eaplained in the following Instructions, there is a battery which will keep the correct time and date when the display is
disconnecteod from the AC power supply.

NOTE:

To ABORT any of these routines without changing memory, pross ESCAPE key.

10 BACKSFACE auring any of theso routines, press the DEL key.

SET THE DAY/DATE: SET ON/QOFF TIMES;
1. Enter Edil mode (STOP/START key) 1. Press CTRL/O
2, Prass CTRL/Q 2. Enter ON TIME in 24 Hr. tormat
3, Enter YEAR/MONTH/DAY [e. June 30, 1985 = 85/06/30 3. Press RETURN
4, Prass RETURN 4, Enter OFF TIME in 24 Hr. format
5. Enter DAY OF WEEK le. Sunday = 1, Monday = 2 elc. 5. Press RETURN
8 Fress RETURN NOTE: Standard ON/OFF times are factory pre-set for
NOTE: The clock will stup while the calondar s being sat. NOTE: 7:30AM and 1:30AM respectively.

SET TIME OF DAY:
1. Press CTRULT
2. Enter the times of day in 24 hour {ormat
le, 1.00PM = 13:00:00, 1:00AM = 01:00:00
3. Pross RETURN

3.3 ADVANCED KEYBOARD EDIT FUNCTIONS
CTRL+DEL =ERASE PAGE ON DISPLAY (Message or Commands).

F4 =Non-destruct cursor LEFT,

Use this key to move the cursor to the LEFT without erasing characlers already on the display.
{TEXT OR COMMANDS),

8 sNon-destruct cursor RIGHT.

k6 =DELETE and MOVE LINE LEFT.

This key Is used 10 ¢corroct errors or to centar toxt,
EXAMPLE; Display reads as {ollows:

You wish to correct the mistake
AITTIENTH IOIN], et on line 2 of the display,
AILIL JEMPILIOIYIEIEKIS] | Press STOP/START key and advance to the above maessage.
Press RETURN key. Cursor will move 1o the bottom line.
Prass FS key and hold It down until cursor is on top of
the K. Then pres F6. The K will be erased and the S
will move one position to the left,

F7 =INSERT SPACE and MOVE LINE RIGHT, . ‘
EXAMPLE; To center the top line of the above message, place the cursor in the top left position and press F7
unt}l the word ATTENTION: is centered,

CTRL«F  =DELETE PAGE OF TEXT and MOVE PROGRAM FORWARD.
EXAMPLE; You have a prograrn from page 1 10 page 10 and you wish to remaove page 6 from the program.
Go to page 8 and press CTRL/F, Page 6 will diseppear Pages 7 on will now be moved forward
one page, together with all COMMAND PAGES,

NOTE: If you want to keop the message programmed on Page & without having it display as part of your
program, simply remove the COMMAND CODES for the messags. This will allow you 1o display the
same message at & later day by just re-entering the COMMAND CODES.

CTAL+G  =INSERT BLANK PAGE IN PROGRAM,.
EXAMPLE: Suppose you wish to add a mossage in 8 program betwoen pages 20 and 21,
Advance 10 page 21, Press CTRL+Q. Page 21 will now be a blank page.
You can open up as many blank pages as you want.

CTRL*E  =ERASE ALL TEXT AND OR GRAPHICS AND OR CHANNELS.
Press Y or N in rasponse to questions on the display screen,

n>
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4.1 WAYS TO DISPLAY YOUR MESSAGES

1 STATIONARY... You have the following options:

a. Two tines of stationary message

b, Full screen (ZOOM) stationary message (Models 6 & 12 only)
¢. Display the time with your mossage

d. Display the day/date as part of your message sequence

&. Display the temperature with your message (lemp option)

I. Add special function codes 1o create an exciting message

2. TRAVELLING... You have the {ollowing options;

a. Top tine stationary, bottom line moving right and loft

b. Top line stationary, botlom line travelling maessage

¢ Top line flashing, bottom iine travelling message

d. Fuli screen (ZOOM) scanning message (Models 6 & 12 only). in addition, you control the speed and repetitions of
alt travalling messages.

NOTE: "Travolling messages can be as long as you want, but they must end with a semi-colon.
The semi-coton tells the computer in the display that your message has ended.
“Three character fonts are available with full screen travelling messages:
FONT 1. Upper/lower case characters
FONT 2. Medium sized characters
FONT 8. Large {ull screen characters

Your keyboard will normally type in upper case, if you wanl 10 display a message in upper/lower case
you must type the message in upper/lower case. To do this, type your lower case letters by depressing
the shift kay (opposite of a normal typewriter),

3. GRAPHICS... You have the following options:

a, Full screen graphics with text overlay.
b. Top line slationary, bottom line moving graphic.
¢. Animated graphic sequence forward (with text overlay).
d. Animnated graphic sequence forward and reverse (with text overlay)
In 3ddition, you control the speed and repetitions of all animation sequences,

4. DISPLAY INCREMENTING DAY COUNT:

The display computer will keep track of the current day count for you and display the current day count as part of
your message.
For example: The number of days since the last lost-time accident, etc,

NOTE: YOU SHOULD WRITE OUT YOUR MESSAGE ON A COPY OF THE WORKSHEET FORMS PROVIDED

WITH THESE INSTRUCTION. THIS WILL HELP YOU TO ORGANIZE YOUR MESSAGES AND THE
INSTRUCTION CODES YOU NEED TO MAKE THEM APPEAR ON THE DISPLAY.

4-1
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INSTRUCTION CODES
MODEL  CODE FUNCTION
4.2 ON CODES 4.3 OFF CODES
Alt 0 = Instanton 7 = Instant off
All 1= Onfromtop 8 = Off from top
All 2 = Double line laydown 9 = Wink off
All 3= Winkon .
8,12 4 = Scroli down
2 4 = Top and hottom to center
6, 12 &= Scrollup
4.4 STATIONARY MESSAGE
All 0 = Delay . seconds (110 9)
All d = delay ... seconds/10 (10'ths)
CODE SEQUENCE: 0-5 Dord 1-9 7_§ Eg.1D48
On code” Off code (optional)
| Delay Seconds
4.5 FLASHING MESSAGE
All F= — Flash .. seconds
CODE SEQUENCE: 0-5 F 1-2 D 1-9 7-9 Eg. 2F3D39
On code Off code (optional)
Function code econds
Seconds Function code
EXAMPLES
TEXT CODES
2 Explanation;
} } 1 } Jt SPEC HAL S WGM l j ] l Scrolt up, Delay 6 seconds,
TiHIISL IWEIELK] {OINIL]Y coumanoPAGE 1 | Off from the top.

»

4IF[3[ol3fs] | {

Y COMMAND PAGE . %

>

NEEREERRE

{ I TSIPIEICTIATL
HTIST wlElelk] jolNC

Y COMMAND PAGE _3 _

Explanation:
Scroll down, Flash 3 seconds,
Delay 3 seconds, Wink off.

Explanation:
Same as above only no Off code. The next message In your
sequence will wipe on over this message.
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MODEL CODE FUNCTION

Aty —crm

DISPLAY DAY/DATE

Add Q= Display day date

CODE SEQUENCE: Q 1-9 NOTE: Leave text page blank.

Function code/ | \Delay

DISPLAY TIME

All T-= Message on top ling, Time on bottom line (12 hour)
Al M= Message on top line, Time on bottom line (24 hour)

CODE SEQUENCE: 1-5 TorM 1-9 7-9  Eg. 3758

On code -~ Off code (optional
Function code Seconds

6,12 Y = 2oom time (12 hour format)
o412 (= Zoom time (24 hour format)

CODE SEQUENCE: Yor} 1-3 1-9 7-8  Eg. Y259

Function Code 7 / Off code (optional)
Character font; Seconds
3 = large font
2 = medium font
1 = upper/lower case font

NOTE: Leave message page blank when using
Zoom time feature

DISPLAY TEMPERATURE

NOTE: Optional temperature circuit is required in order
for temperature codes to function properly.

All ¢ Display temperature (centigrade -40 to +60
with f Oisplay temperature (fahrenheit +1 o +140)
bp

option

CODE SEQUENCE: ¢ or f 12
i

Function code Seconds
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i 4.6 STATIONARY ZOOM
APPLICABLE TO MODELS 6 AND 12 ONLY
Series 32 = 8 full screen characters
Series 40 = 10 full screen characters
Z = Display 8 or 10 characters In full screen character font,
CODE SEQUENCE: Z 1-3 0-5 1-3 7-9  Eg. z35F2037
. A1 .
- Function Code ?Z)n fode h\—V\Off code (optional)
Character font: ' Seconds
3 = large font Function code (D, F, etc.)
2 = medium font
1 = upper/lower case
Z = Alternate Zoom between fonts 2 and 3
CODE SEQUENCE: z 1-2 1-z Eg. 299
) 4 ‘E e
Function Code epetitions
Speed
EXAMPLES
TEXT CODES
TN - Explanation:
Fﬁﬁ? ﬁIS -'--J--Qu L c113[eSTo3 [ ] Thg word Speclal: will appear In upper/lower case letiors
I COoMMAND PaGE .1 in Zoom format, Flash 3 seconds and Delay 3 seconds.
NOTE: Type this message in upper/lower case.
TR Explanation:
AALIE ZDU IDH , I I I Tng word SALE will appear In large letters from the lop
J CoMMAND PAGE 2 and delay for 3 seconds.
7 Explanation:
I'O‘D{’A‘ I(WHE z 6fﬁf l * I ! | ] The word TODAY will appear in large letters, alternaling
COMMAND PAGE 2 between font 2 and 3 at a rapid pace a total of 8 times.
. = - Explanation;
f‘)lﬁg{( Gl 214lFI3I0]3] { | 25"2 aC;'FF-' will scroll down in font 2, flash for seconds and
COMMAND PAGE. 2 delay for 3 seconds,

LR O P P—

44
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b’ 4.7 SCANNING MESSAGES

IMPORTANT: * Comimands are required on the first command page of a travelling message. All
other command pages must be blank.
* Each travelling message must end with a semi-colon (;).
S = Top line stationary, bottom line scanning
s = Top line flashing, bottom line scanning

CODE SEQUENCE: Sors 0-2 1-8  Eg. SO1

Function Code ~ / \Repetitions
Speed

B = Zoom Scanning message (Models 6 & 12 only),
CODE SEQUENCE: B 1-3 02 1-9  Eg. B301
Function Code™ / X ™ Repetitions
Character font: Speed (0=fastest)

3 = large font

2 = medium font
1 = upper/lower case

EXAMPLES
TEXT CODES
""" T N ¥ . : Explanation:
]A 1 L Ii—O LIRS 2 Q)[_L[ ] { l i 11 l The top line will appear as a heading and the rest of the
HUISE [PILIAINITE [CILIOISIE COMMAND PAGE 1 message beginning with the bottom fine of page 1 will
travel across the bottom line. IF the first command code
s ; : . is replaced with an s (lower case) the heading will flash
QLA .‘4 JABLTIHIUS] A I | [ l J I l ] while the message travels,
FITERNOIO Nl COMMAND PAGE 2.
F o : Explanation:
A T T N—-.Li QNI L | (T B ﬂ@lﬂ [1]] [ This message will travel in large characters (font 3)
PILIAINITY Wl UL [CKi01S COMMAND PAGE .3 at & fast speed (0) two times.
clplri ol apl sl ) CITTITITT]
FITIEJRINICIOIN COMMAND PAGE & _
: Explanation;
"A’{{ ‘L{L“'N Lt ON Db s allihl ] L-il_l This message will travel In Upper and Lower case
Eillalnltd Juh L lelllols COMMAND PAGE (font 1) at a medium speed (1) one time.
TR R R AR (LTI
Ablelvinlololnd: commano PaGE_6
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4.8 ROTATE BOTTOM LINE

R = Rotate bottom line Right
L = Rotate bottom line Left

CODE SEQUENCE: 0-5 RorL 1-8 7-9 Eg. 5L3R37:
| A AN .
On code / Oft code (optional)
Function code Seconds
TEXT CODES Explana!lo'?: " 5 lne Left 3
R e ] Scroll up. Flash 3 seconds, rotate bottom line Le
[- I} Q DAI Y ,N1.L Yodatebo SIFBIL[ZJR!S”r( seconds then Right 3 seconds, and instant off.
i SIAIVIE] 12151% COMMAND PAGE __ 1.
4.9 REVERSE DISPLAY
N = Reverses image on the display,
(Models 6 and 12 only).
CODE SEQUENCE 1: Z2__N__N 7_ Eg. Z23N1N2D3
On code (0 {0 S)J '
TEXT ' CODES Explanallon;
NEAENRN IR Message appears from the top in full screen format {font 2),
FF[E CLUAL ZIZIHNIZJFBIEI?—[-S‘ reversge screen wipes on from the left (N2), tlashes 3
COMMAND PAGE seconds, delays 3 seconds and wipes off from the top.

4.10 USING THE DAY COUNTER FEATURE

1. The lower case characler “x” Is to appear in your message wherever you want the day count to appear.

Example;
TTT AT BIETEN] iq BB IT
DAY [SINICE] TGURTIC COMMAND PAGE
ALSITL [LIOISTT]JTTIME] Ak LIALETTT
Cll DE[N T \ COMMAND PAGE

" Note that the first Command page for the message is lower case x.
" Note that you must leave three character position for the day count.

To Inilialize the day counter:

a) Enter any text or Command Page;
b} Type the Initial count in tha first three positions on the screen, fe. for an initial count of 5 days, type 005;
¢) Prass CTRUX (hold down the CTRL key and press X).
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4.11 DISPLAY GRAPHICS

NOTE: Refer to Section 5 for instruction on creating
Graphics and sloring them in memory.

G = Display Graphic with or without text

CODE SEQUENCE: G 01-99 0-5 _ 1-9 68

Function code
Graphic #

On Code

Eg. GO51D47
Off code (optional)
Seconds
Function code (D, F, N, L, R, etc.)

A = Animate graphics sequence forward OR reverse
a = animate graphic sequence forward AND reverse

Animate code
Start Graphic

CODE SEQUENCE:-Aora 01-99 01-93 1-9 1-9

End Graphic #

Eg. A050953

\Repetitions
delay (1/10 seconds)

TEXT CODES

f¢f+wmmw ALASEENARS

{ L COMMAND PAGE L _
TEXT CODES

COMMAND BAGE .2

il'DfR ! Y’F UL Q]L").,IA Y] [elel[Rlslzl ]

TEXT CODES
| [ l JEIC TR Al (ATl TeleTals 1]
[ ] } WIHITIH] VS COMIAND PAGE _o3__

Explanation:

Graphic # 01 (your LOGQ, for example, will Scroll up {G015),
then flash for 3 seconds (F3), wipe on reverse image from the
top (N1) and Delay for 3 seconds (D3)

Explanation:

Graphic # 01 will wipe on with the text message shown
(G011). A Graphic drawn on the bottom 8 rows of LED's will
then rotate to the Right for 5 seconds (R5). Graphic Q1 should
have a car drawn on the bottom 8 rows.

Explanation:

Graphic #'s 01 10 99 will appear in sequence for 4 seconds
each, The sequence will repeat 3 times, This graphic sequence
might be an airplane taking off from the bottom left to the top
of the dispiay. '

In the last example, each Graphic will be programmed slightly
difterent from the previous one. The result will be an animated
soquence with your message romalning stationary on the
display. To achieve the desired eltect, you can changse the
delay for each frame and the number of repetitions for the
total sequence, if you want this sequence to appear in forward
AND reverse direction, change the cammand code from Ao a
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The Mona Lisa began with but a single stroke on the canvas

5.1 HOW TO ENTER GRAPHICS:

1. Press the F8 key, Enter desired Graphic # and press RETURN,
You will note a blinking cursor in the HOME position. The Cursor is a single LED. MOVE the Cursor as follows:

U= UP NOTE: You shouid start by
sketching your graphic
on a copy of the worksheet
provided at the back
of this manual.

N>

H=LEFT 4«-»1—»- J = RIGHT
To move the Curser ... pross the appropriate key,
Hold the key down to continus moving the Cursor. N = DOWN
To LIGIHT UP DOTS on the display, hold down the SHIFT key while pressing the directional key.
To ERASE DOTS on the display, hold down the CTRL key while pressing the directional key.
To ERASE a graphic, press CTRL/DEL.
To RESTORE a graphic to its original condition, press DEL.
To SAVE a graphic, press RETURN,
To MOVE a graphic, use the following keys:

This part of your graphic (above and 1o the right of the cursor) wilt move.
s »

A\ Fa=MOVE graphic up
CURSOR POSITION FS = MOVE graphi¢ down

8. To EXIT graphic mode, press ESC.

&N AW

F6 = MOVE graphic to the left
F7 = MOVE graphic 1o the right

NOTE; You must save your graphic prior to pressing ESC.

5.2 GRAPHIC OVERLAY

You can overlay one graphic onto another, or you can copy a Graphic onto a blank page. You can then use the MOVE
function to creale a sequence of slightly different Graphics for animation.

1. Enter the Graphic page you want as your final graphic.

2. Fress F8 key, Enter Graphic # you want to copy.

3. Press RETURN.,

EXAMPLE: Suppose you want to merge Graphic #1 and Graphic #2. A, Go to Grapbhic page # 2.
B. Press GR ED/COP koy.

C. Enter 1 and press RETURN.
NOTE. This is an OVERLAY funclion. If you want a COPY only, be sure to start with a blank graphic.
5.3 TEXT OVERLAY
This function is used to copy Text onto a Graphic page. The MOVE function will then re-locate the text. For exampie, (o
move a word of Text into the centre of the display area without having to draw the word dot as a Graphic:

Pross CTRL/T Whils on Graphic page. This will copy the text from the last text page on display prior to entering
Graphic mode.

5.4 DISPLAYING GRAPHICS

Your Graphic will display on any page of text with the proper Command Codes. The Graphic will merge
wilh any text you have programmed on the iext page. Review the following example:

GRAPHIC # 01: Draw a car on the bottomn 8 rows of LED's ~ TEXT PAGE #001: Program the following message:

as follows

0000000000000 080802000000000

08000888000000000000000000 D R [ V E l N TO D AY
Q0000000 e00000800000000800

000080800000 000000308080080

oooooo0000000000000000:000 Leave the botiom line blank,
0000000000000 000000000060080

0000988000000 00000C00800000

0000800000000 000000800000

COMMAND PAGE #001: Program the following codes: G013D2L.67

Press STOP/START key. Your message will wink on with the car graphic on the bottom part of the display. Aftera 2
sacond delay, the car will begin to rotate to the left for 6 seconds.

’ 5-1
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6.1 PROGRAM SCHEDULING

This faature will allow you lo schedule your messages in advance for each day of the woek, The scheduling feature aliows for up 1o 8
gifferont advance schedules,

Each schedule can consist of up 1o two sequences of text pages. This means you can have a basic program on display at all times
togather with a changing messags for daily specials, etc. :

Each schoduled sot of messages Is called a CHANNEL.

A sumple SCHEDULE WORKSHEET is provided at the back of this manual, Fill out your SCHEOULE WORKSHEET as in the
following example:

CHANNEL  FROM e DAYS ON
# PAGE # PAGE # START TIME SUNDAY = 1 ote.
-1 o0t 015
07:30 134567
1.2 016 025
2-1 Y 015
07:30 12@4567
2-2 026 040 .
3-1 001 015
07:30 12306567
3-2 041 057
R
13:30 12305867
4-2 060 080
EXPLANATION;

“Pages 110 15 are main program (1-1, 2-1, 3-1), This first sequence Is on every day starting at 7:30AM.

"Each duy a second sequence (perhaps a daily spocial) is added to the main program. On Monday, pagas 1610 25 (1-2) aro displayed

with the main program, On Wednesday, pages 41 to 57 (3-2) are displayed with the main program.

"A1 1:30PM on Wednesday, a special program from pages 6010 80 is displayed (4-1). Note thal this sequonce mus! be

programmed in both sections of the Channel,
“This above example could continue with 8 fult channels.

6.2 HOW TO ENTER YOUR SCHEDULE:
1. Press CTRUC (While in EDIT MODE).

DISPLAY WILL READ ACTION FOR THE ABOVE
EXAMPLE
CHANNEL 1 Press RETURN key.
SELECT CHANNEL
2 CHANNEL 1 Enter Start Page, Channsl 1-1 Enter 001
FROMPAGE # _____ Press RETURN Press RETURN
3 CHANNEL 1 Enter last Page, Channel -1 Enter 015
TOPAGEH ____ Press RETURN Press RETURN
4. CHANNEL 1 Enter Start Page, Channol 1-2 Enter 016
FAOM PAGE # e Press RETURN Press RETURN
5. CHANNEL 1 Enter last Page, Channel 1-2 Enter 025
TOPAGE# . __ Press RETURN Press RETUAN
6. CHANNEL 1 Enter stan time for Channel 1, Enter 07:30
TIMEON o .. (24 Hr. format) Pross RETURN. Press RETURN
7 CHANNEL 1 Enter days on for Channel 1. Entor 2
DAYSON .. Press again 1o orase, Press RETURN
Press RETURN,
8, CHANNEL 1 To advance, press PAGE FWD. Advance to
SELECT CHANNEL To aborn, pross ESC. Channel 2 and
contlaue
NOTE:

‘To RUN a Channel, go to Text Page 1 of the Channel. Pross ESC.
“When you pross STOP/START key, the display will automatically Run from page 1 of the current Channel,

"A Channel will not operato if the TIME ON Is 00:00, or if the DAYS ON are not programimed,

‘A Channel will continue to run until a new Channol takes over or untll the autuinatic display OFF time takes elfect.
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g 7.1 CASSETTE INTERFACE

INSTALLATION:
*Speclal factory made cable required.
*Use compulor grade cassette players and cassetles.
“Your display systetn cassetle option has been factory tesled using the Radio Shack CCR-82 COMPUTER CASSETTE
RECORDER and SCOTCH B8rand #830 computing cassalte,
"Where possible, use an AC power source to your cassette player.

CONNECTION:
25 PIN connector at rear of display.
*Casselte end of cable connects as follows:
RED plug to EARPHONE JACK.
BLACK plug to AUX JACK.

TO RECORD PROGRAM ONTQ CASSETTE TAPE:

1. Sat volume level 1o maximum.

2. Advance tape past leader if necessary.

3. Press CTRLU/L on display keyboard.

4, Press RECORD bution on recorder.

5. Enter start page. Press RETURN.

6. Enter last page. Press RETURN.

7. Enler stanl graphic. Press RETURN,

8. Enter last graphic. Press RETURN.

8. COMM COMPLETE willl appsar on the display after program Is saved.
1U. FOR SAFETY, ALWAYS MAKE A BACK-UP COPY OF YOUR PROGRAM ON ANOTHER TAPE.
11. DO NOT MOVE OR VIBRATE RECORDER DURING THE SAVE ROUTINE.
12, TREAT CASSETTE TAPES WITH THE SAME CARE AS A FLOPPY DISK.

TO LOAD PROGRAM FROM CASSETTE:
1. Rowind cassclle to start of program.
2. Press PLAY BUTTON on cassette player. Display should be in RUN MODE,
3. Display will go blank during transmission.
Display should read COMM OK &fter transmission Is completed. Stop cassette player at this point.
COMM ERROR indicates faulty transmission or tape. Try back-up tape.
If back-up tape also indicates COMM ERROR, consult your Dealer.
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| o all slaves in a LOCAL NETWORK, use Slave # 00. Press RETURN, sobaded s deadeedndns

¥

8.1 LOCAL AND REMOTE SYSTEMS

* Any REMOTE or LOCAL system can act as a Master or Slave display.
o purposes of these Instructions, the system with the keyboard attached will be deslgnated as the Master.

8.2 TRANSMITTING TO A LOCAL OR REMOTE UNIT

1. Masler is In EDIT MODE. Slave is in RUN MODE, DISPLAY WILL READ
2 Press CTRL/S MRERRCOEN
3. Entor Stan page #. (3 digils). Press RETURN. f i [ |
o st pa ﬁ'v.PG.M};_i::"_'rA");zb
4 gntor last page #. (3 digits). Press RETURN. ~ Tl lelRL ] Ul il
: . TP delel 1] {Tlo| J1j2|8
b, Enter start graphic #. (2 digits). Press RETURN. — T oL b 'l
6 Enter last graphlc #. (2 digits). Press HETURN, BiAluD] IRIATIE, mooi

7. REMOTE UNITS ONLY. Press F3 key until required Baud rate appears. Press RETURN.
8. Entor 1D # of Slave you are transmitting to, When transmitting

Buth displays will go blank during transimission,
ROTES: * To ransmit graphics only, enter 0 for staning page #.
* To fransmil pages only, enter 0 for stanting graphic #. .
* To transinit CHANNELS, ON/OFF TIMES and the TIME/DAY/DATE, you must transmit at least one Graphic.
CAUTION: * Baud rato of Remole Master must be the same as the Remote Slave In order to communicate.
* o sot the Baud rate of a Bemote Slave, press CTRL/S, press RETURN until BAUD RATE appoars. Press F3 until
recquired BAUD RATE appuars. Then Press ESC key.

Venen hansanssion is complete, the Slave display will enter RUN MODE and the Master will display one of the following
IHESYIGLS,
COMM OK Ingicates transmission passad without error,
COMM ERROR Indicates transmission errors ... probably due to nolsy transmisslon lines. Try again.
COMM COMPLETE Indicates transmission to all Slaves In a LOCAL network is completa.
COMM FAIL Indlcales faulty connection, computer or modem at either Slave or Master, Check that
Baud rates in the REMOTE Master and Slave are the same and that cables properly
connecied.
EXAMPLES:
To transmil pagos 2% 10 40 and Graphics 3 to § your display should look like this: TX. PG.O2S TO 010
* TX.GR. 03TO 05
To transinit pages 25 only and no Graphics, your display shouid look Ilke this: TX. PG.025 TO 025

TX.GR. 00 TO 00
8.3 RECEIVING FROM A REMOTE OR LOCAL UNIT

1. Master s in EOIT MODE, Slave Is in RUN MODE.
CAUTION: The Mauter must have 2t least as much memory as the Slave display. All memory will be transferred from the Slave
buck 1o the Master during this routine, including all TEXT, GRAPHICS, TIME, DAY/DATE and CHANNELS.

v. Press CTRL/R. For REMOTE units, set BAUD rate.
3 Enter Stave unit D 7 (01 to ©8). Do not use 00,

1 Piass RETURN key, Both units will be blank until transmission Is complete. The Master will display one of ihe mossages above.
1. COMM OK. COMM FAIL or COMM ERROR.

8.4 VERIFYING TRANSMISSION TO LOCAL UNITS
HNOTE: tlus coutine Is used only after transmission to multiple units (00) in a LOCAL network,
1 Masler is in EDIT MODE. Slave Is in RUN MODE,
2. Prass CTRL/V, Enter Slave 1D 4 and press RETURN.

4 The Master will glsplay ong of the mossages shown above.
. COMM 1K, COMM FAIL or COMM ERRCR,

8-1
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WIRING 9 PIN D-SUB CONNECTORS

PINT—PIN T
PIN3 —PINJ
PINS —PINS
PING~—PING
PING —PIN®

8.5 WIRING INSTRUCTIONS — LOCAL NETWORK (RS 422)

NOTE: Pin 3 is ground (bare wire)
Shield should be attached to each connector
Metal covers should be used to shicld RF.

CAUTION

G232 and RS422 circulls are sensitive to static electricity charges. Before connectling any cables between signs in a
network, always ground yourself to the cabinet of the sign. As an added precaution, touch the exposed connector pins
white you ground yoursalf 10 be cabinet in order to remove any static charge from the cable conductors.

Wirlng configuration - MASTER TO LOCAL SLAVES

SLAVE # 1

°

MASTER[

SLAVE #2

L ]

TOP D—\— .
BOEOM ) > [ conTinue:

Bottom to boltom

. Top to top
Wiring configuration — 1BM PC TO LOCAL SLAVES
SLAVE # 1 SLAVE #2
IBM PC
3 > ] [} CONTINUE:
Boltom to botiom
Top to top
Wirng configuration — APPLE TO LOCAL SLAVES
SLAVE # 1 SLAVE #2
APPLE llo
[+ ] , [} CONTINUE:
Top to top
] > | Boitom 10 bottom
8.8 WIRING INSTRUCTIONS — REMOTE NETWORK (RS232)

WIRING 25 PIN DSUB CONNECTORS

PIN2 - PIN3
PIN3-—PIN2
PIN7T—PINT

NOTE: Pin 7 is ground (bare wire)
Shield should be attached 16 each conneclor
Metal covers should be used to shield RFL

NOTE: If any of the following signals are
required, consult with the factory 10 ensure
proper jumpers have been set on the display
controlier board

PIN € — DSR
PINS — CTS
PIN4—RTS

PIN20— OTR
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QUICK REFERENCE GUIDE-COMMAND CODES

tisPLAY 0 =
ON CODES: 1 =
2 =
3 =
4 =
5 =
DISPLAY 7 =
OFF CODES: 8 =
e =
CISPLAY D— =
FUNCTION d—. =
CODES: F— =
G =
N =
X =
Z__ =
2 __ =
M_ -
T =
Y__ . =
lo o =
Q.. =
A_ __ ____=
B =
TRAVELLING S =
IESSAGE § — =
CODES: B =
R__ =
L =
CHARACTER i =
FONTS:® 2 =
3 =
TRAVELLING 0 =
MESSAGE 1 =
SPEEDS: 2 =

*NOT INCLUDED WIiTH MODEL 2 DISPLAY,

Instant On .
On from Top

Double Line Laydown

Wink On

Scroll Down

Scroll Up *°

Instant Off
Off from Top
Wink Off

Delay for __seconds

delay for __ seconds/10 (10'ths)

Flash for _ seconds

Display Graphic #—(followed by ON codes)
Reverse image on dJisplay (followed by ON codes)
Incrementing day counter display |

Zoom message in font #— (followed by ON codes)
Alternate Zoom from fonts 2 to 3 at __speed __ times*
Display time on boltom line for —seconds (24hour)
Display time on bottom line for __ seconds (12 hour)
Display time in font #__. for ___ seconds (12 hour) *
Display time in font #__ for _ seconds (24 hour) *
Display day/date for _ seconds

Animate forward or reverse from Graphic #__to #._ at __spced ... times
Animale forward and reverse from Graphic #_to #_at __speed . times

Top line heading, bottom line moving at . speed . times
Top line flashing, bottom line moving at _ speed __ times
Zoom travelling message in -1t #_ at _ speed _ times*

Rotate bottom line right for __ seconds
Rotate bottom line left for — seconds

Upper/Lower case
Medium font
Large font

Fastest
Medium
Slow




