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1. 1. Introduction

1.1. Movicon.NExT & WebHMI

Welcome to the Movicon.NExT™ software platform.

Movicon.NEXT™ is a software architecture designed to build platforms of modern automation systems. It
surpasses the restricted use of conventional Scada/HMI technologies

by proposing new generation software solutions natively based on the most modern technological
solutions. It has been designed primarily to allow users to create the foundations for long term
investments without compromise by offering the openness and integration never thought possible before
in the world of automation.

Movicon.NEXT™ is an open and scalable platform based on .NET and modern technology based on
modular concepts with plugin technology to enhance industrial software architectures with more
openness and scalability.

This platform is the ideal solution for those companies who are looking to build the foundations for
future-proof automation systems using cutting-edge software technology

based on .NET, C#, WPF/XAML, OPC UA, SQL Server and HTMLS5.

Modularity and Scalability
The Movicon.NEXT platform is modular and scalable to ensure the required openness to integrate your
every automation need. It offers:

1. An all-in-one intuitive editor environment that makes it easier to create even the most complex
projects that integrates the system’s functional models with each other, or those created by third
parties and easy to plugin. The same Editor can be used to create projects that can be launched
from the Movicon.NExT runtime (PC Windows) and WebHMI runtime (Linux HMI architecture).




2. Effective, safe, and performing project runtime execution for SCADA/HMI architectures for PCs
and Embedded PCs, based on Windows 64 bit (Movicon.NEXT Runtime)

3. Entry-level HMI project runtime execution for applications on HMI panels with Web-based
architecture, for hardware solutions based on Linux systems, such as Raspberry and ARM, or
Windows, using the .NET Core technology.

Power and Openness
The Movicon.NEXT software platform has been especially designed to quickly create SCADA/HMI projects
by configuring resources and properties in an object-oriented working environment.
The editor allows you to create the most powerful and effective functionalities relating to field device
communication, visualization, alarm management, data recording, powerful analysis functions, security
management, control logic, enterprise-wide information distribution, locally or geographically
distributed. All this within a hand’s reach in one platform that offers the great advantage of total
integration and plug-in modularity.

Documentation Scope
The analytic approach of this guide aims to give you a quick 'n' easy to follow demonstration
on how to use the platform's features.
This guide is accompanied by a "Tutorial" with step-by-step learning to help you
get to grips with the basics.

All the information provided in this guide presupposes that:

e The user has sufficient know-how of the Windows 7, Windows 8 or Windows 10 techniques
e The user has sufficient know-how of operation systems, Tag and PLC concepts
e The user has the basic know-now of file and database management

1.2. Project Architecture

Movicon.NEXT uses a innovative and scalable architecture concept based on the most modern software
technologies around today.

The architecture uses a Client - Server model based on a .NET framework created specifically for industrial
systems.

The projects are principally built one part Server (for managing communications, data, alarms and
historical logging) and one part Client (for managing the Movicon.NEXT graphical displays). The
platform's information model is based on the OPC UA technology and totally transparent to

users. Therefore a Server project provides its Variables for full disposal by means of publishing them as
OPC UA tags in the Address Space enabling the Client project to access the list of these Variables
according to its assigned access rights. The Movicon.NEXT modularity enables Movicon Clients to connect
to third party OPC UA Servers without using Server side, or vice-versa enabling third party Client
connection to the Movicon.NEXT Server application.

The Platform NEXT technology added value can be seen in the following areas:

e Configuration ambient completely based on WPF

e Data Server modular with OPC UA information-based model

e HMI graphical interface based totally on WPF with indispensable XAML graphics quality
e NET technology with openness to third party integration

e  Built-in Web Server with HTML5 technology

e Powerful and performing Historian based on SQL Server and open to DB Providers

e Alarm Management and Downtime Analysis




e Great variety of built-in visualization, analysis and control tools.

Below is a simplified schemata of the Movicon project architecture:
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Simplified Movicon project architecture.

Movicon.NEXT uses the most innovative technologies such as "OPC UA", "WPF", "WCF".

1.3. Important Information

1.3.1. Preface

All the information provided in the Movicon documentation is based on the assumption that the
following points have been reviewed:

e All the illustrations in this guide refer to the software version indicated in the documentation with
Windows™32/64 bit platform.

e Windows refers to the registered Microsoft inc. trademark for the 32/64 bit and successive
versions.

e Ms Access, SQL Server and Azure refer to registered Microsoft inc. products.

e  Movicon.NEXT ™ refers to software products developed and protected by international copyright
laws.

e Any other product or trademark cited whether registered or protected by proprietary rights.

¢ Windows has been installed correctly in the system. For further information relating to the
installation procedures, please consult the appropriate sections in the Windows "Introduction
Guide".

A Important

All the information contained in this guide is subject to modification without prior
warning due to system updates.




1.3.2. Waranty and Responsibility

A

Warranty limitations

This software product is not guaranteed for use in conditions where system reliability is in
close connection to the safety and protection of persons and property, or where any
defects might cause direct or indirect harm and damage to persons or property, such as
medical surgery and operation theatres, nuclear power plants, military bases or other. The
reliability of each software application, including the present one, may be subjected to
alteration deriving and due to several factors, which include power supply, computer
hardware problems, operating system malfunction, electrical disturbances, program errors,
application and installation errors, overheating, malfunctioning of connected electrical
devices, incorrect use and mishandling by user or project designer. All these factors are
defined as "system failures" here within this document. Therefore each application where a
"system failure" may cause serious damage to objects and people (injury risk or life
threatening) should implement security systems that are not based solely on electronic
systems, considering the risks of electronic "system failure" as a whole.

Responsibility of the user

It is the responsibility of the user or project designer to verify that the "system" is suitable
to the purposes they wish to accomplish. Progea shall not in anyway whatsoever be liable
for damages to property or persons as specified in the GUARANTEE LIMITATIONS
accepted by user when installing and using software product.

Disclaimer of All Warranties

e PROGEA DISCLAIMS ANY AND ALL WARRANTIES WITH REGARD TO
Movicon.NExT AND THE RELATED DOCUMENTATION, WHETHER EXPRESSED OR
IMPLIED. PROGEA SPECIFICALLY DISCLAIMS THE IMPLIED WARRANTIES OF
FITNESS FOR A GENERAL OR PARTICULAR PURPOSE, MERCHANTABILITY,
SATISFACTORY QUALITY AND THOSE ARISING OUT OF COURSE OF DEALINGS OR
USAGE IN TRADE.

e Movicon.NExT AND THE RELATED DOCUMENTATION ARE PROVIDED "AS IS," AND
YOUR COMPANY UNDERSTANDS THAT IT ASSUMES ALL RISKS OF THEIR USE,
QUALITY, AND PERFORMANCE.

Disclaimer of Liability

YOUR COMPANY AGREES AND ACKNOWLEDGES THAT PROGEA SHALL HAVE NO
LIABILITY WHATSOEVER TO YOUR COMPANY FOR ANY PROBLEMS IN OR CAUSED BY
MOVICON OR THE RELATED DOCUMENTATION, WHETHER DIRECT, INDIRECT,
INCIDENTAL, SPECIAL, OR CONSEQUENTIAL (INCLUDING LOSS OF PROFITS).

Using Script code

Warning: The use of script code in Movicon projects is subject to a LIMITED

WARRANTY. The User has complete freedom to manage script when using events and
methods of the product and of third party components. However, Progea may not be able
to fully guarantee the correct behaviour of the product in the event of using script code in
properties or specific events or methods. Therefore Users are strongly advised to always
refer to the documentation whenever possible and take preventive measures by checking
that the code they intend to use functions correctly. However, Progea does provide a
LIMITED WARRANTY for those project functionalities that use VB.NET.




1.3.3. Copyright

Connext© and Movicon NEXT© are software products and a copyright of Progea. All rights are reserved.
The Movicon™ brand name is a registered trademark of Progea.

Progea srl
Via D'Annunzio 295,
41123 Modena, ltaly

Under the copyright laws, this publication shall not be reproduced or transmitted in any form, electronic
or mechanical, including photocopying, recording, storing in an information retrieval system, or
translating, in whole or in part, without the prior written consent of Progea.

1.3.4. EndUser License Agreement (EULA)

Important!
Read carefully before installing this software

This is a legally binding agreement between the buyer (the “User”) of the software product (the
"Software”), e.g. Movicon.NEXT™, and Progea Srl, a company which is part of Emerson Automation
Solutions (“Emerson”). Before continuing with the installation of the software, the User must read,
acknowledge and accept the following terms and conditions stipulated in this User License Agreement
(the "Agreement”) for the Software. This Agreement can also be found in printed form inside the package
containing the Software’'s media and accessories. By opening the Software package, indicating assent
electronically, or downloading, installing, copying, or using the Software, the User accepts the terms and
conditions of this Agreement. If the User does not accept the terms and conditions of this Agreement, the
User must return the purchased product with all its components, including any associated media (printed
materials and online or electronic documentation, binders and any other component), within 30 days of
purchase, to the original reseller for a full refund, or write to: Progea Srl, via G. D’Annunzio 295 - 41123
Modena - Italy, to receive return instructions.

Software user license

1. License terms
Subject to the User's compliance with this Agreement and payment of applicable fees, Emerson grants the
User a single and non-exclusive license (the “License”) to use a single copy of the Software product,
including any updates if free, and additional modules or components purchased in conjunction therewith,
solely for the User's own internal business purposes, and solely in accordance with the terms and
conditions of this Agreement. Failure to pay the applicable license fees immediately terminates the
License grant to the User. The User may copy the Software to the memory of another computer only as
necessary to use the Software in accordance with this Agreement. The User’s license to use the Software
may be perpetual or subject to a subscription period as specified in the documentation governing the
User's purchase of the license. User agrees not to exceed any limits applicable to use of the Software
(e.g., as may be identified in the documentation for the Software) nor use any features of the Software for
which the User has not purchased a license. Emerson may use technological and/or other measures to
prevent unlicensed access to and/or use of the Software and/or its features, and the User acknowledges




and agrees to the use of such measures, and that the User shall not circumvent nor attempt to circumvent
such measures. EXCEPT AND ONLY TO THE EXTENT PERMITTED BY APPLICABLE LAW, THE USER MAY
NOT REVERSE ENGINEER, DECOMPILE, DISASSEMBLE, OR ATTEMPT TO DISCOVER THE SOURCE CODE OF
THE SOFTWARE OR ANY COMPONENTS THEREOF, INCLUDING GRAPHIC SYMBOLS.

2. Choice of Software
The Users declares to have chosen the Software after assessing, before purchase, its features and
specifications, taking into account the usage requirements and characteristics of any computer on which
the Software is to be used. The User is solely and fully responsible for this assessment and therefore for
the choice made. The purpose of the Software referred to in this Agreement, according to the Software's
features and technical specifications, is to carry out the operations indicated in the user’'s manual only.

3. Installation and use
The Software can be used in one of five possible configurations: (1) single user License (2) multi-user
License (3) upgrade License (4) evaluation License (5) OEM License. The User shall install and use the
Software in only one of the configurations for which the License has been granted. The Software License is
granted individually to one single User. The License may be fully transferred to another User, but it must
not be shared and used by more than one User at the same time.

e Single user License. The User may install and use one single licensed copy of the Software on one
single computer. The User may access the Software from a hard disk or over a network, but the
User must only operate on one single computer, according to the terms and conditions of this
Agreement.

e Multiple user License. The User must acquire a multiple user License to use the Software on two
or more workstations on a network. The number of users acquired with the multi-License
corresponds to the maximum number of computers on which the Software can be used
simultaneously. The Software can be installed on any number of computers on the same network,
but the number of simultaneous sessions of the Software must not exceed the number of users
specified in the multi-License.

e Upgrade License. The User may use one copy of the Software purchased as upgrade, provided
that the User has already purchased and installed a copy of the previous version of the original
Software. The upgrade License is expressly restricted to the replacement of the previous version
of the Software with the equivalent upgraded Software product. Additional or multiple user
licenses cannot be acquired as upgrade licenses.

e Evaluation License. The User may use a copy of the Software on one single computer, for a
maximum period of ninety (90) days. The User has limited rights to use the Software for
evaluation and testing purposes only, with possible features limitations. The User does not
acquire any warranty or other License rights over the use of this Software in evaluation mode.

o OEM License. If the User has acquired the Software License as pre-installed on a computer or
otherwise in combination with a third-party hardware product, the User has purchased an OEM
License. The OEM License is equivalent to a single license for a single computer. If not specifically
authorized by the hardware supplier, the User does not automatically acquire a License to use the
Software. The Software can be accessed locally on the hardware or over a network, but it must
only be used on a single computer.

4. Copyright and copies

The Software (including any associated component) is the exclusive property of Emerson and is protected
by Italian copyright laws, international trademark protection rules and international copyrights laws and
treaties. The User only receives a License to use the Software according to the terms and conditions in this
Agreement, therefore the User does not acquire any ownership rights, neither over the Software, nor its
source codes. The User is authorized to make one copy of the Software solely for:

e creating one backup copy for archival purposes only,

e transferring the Software to one single hard disk with the purpose of creating a backup copy.




The User must not make and/or use copies of the Software for any purpose except those explicitly
permitted by the applicable laws. Furthermore, the User must not copy or reproduce any electronic
documentation, associated media or printed material accompanying the Software. Emerson hereby
reserves all legal rights, including any right not explicitly indicated in this Agreement.

5. Other restrictions
The Software and all its associated media, subject of this Agreement, remain the exclusive property of
Emerson.
The User is explicitly forbidden from:
e using the Software to provide hosted services, training services, consulting services, service
bureau, time sharing, or rental use to third parties without written permission from Emerson; and
e duplicating the Software and/or its documentation other than for the permitted or authorized
purposes.
The User may permanently transfer the Software, including any previous versions of it, all accompanying
printed materials, the License to use the Software, this Agreement, and any copy of all the above to an
operator or owner (or a subsequent operator or owner) of the facility or equipment at which the Software
is installed, provided the recipient fully agrees to the terms of this Agreement without any exceptions.
In all cases, the User must transfer all rights and any warranties to the third-party recipient. The User only
has the right to use the Software subject of this Agreement according to Art.5 (Art.64-Bis and ter) in the
Italian State Law no.518, effective since 29 December 1992, and no.248/00.

6. Limited warranty and remedy
Emerson warrants the media on which the Software is furnished to be free from defects in materials and
workmanship under normal use for a period of ninety (90) days from the date of delivery to the User.
However, Emerson does not warrant that the functions contained in the Software will meet the User's
requirements or that the operation of the Software will be uninterrupted or error free. In addition,
Emerson does not warrant that the Software or any equipment, system, or network on which the Software
is used will be free of vulnerability to intrusion or attack.

7. No other warranties
The warranty and remedy stated in the foregoing article are Emerson'’s sole and exclusive warranty
obligation and the User’s sole and exclusive remedy. THE SOFTWARE IS PROVIDED "AS IS" WITHOUT
WARRANTY OF ANY KIND, EITHER EXPRESS OR IMPLIED, INCLUDING, BUT NOT LIMITED TO THE IMPLIED
WARRANTIES OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE AND NON-INFRINGEMENT.
EMERSON MAKES NO REPRESENTATIONS OR WARRANTIES ON BEHALF OF ITS LICENSORS.

8. Limitations of liability
TO THE MAXIMUM EXTENT PERMITTED BY APPLICABLE LAW, IN NO EVENT AND FOR NO REASON SHALL
EMERSON NOR ITS AFFILIATES, LICENSORS, AND RESELLERS BE LIABLE FOR ANY DAMAGE, EXPENSE OR
COST DERIVING FROM THE REPAIR OR REPLACEMENT OF PRODUCTS, OR FOR ANY CONSEQUENTIAL,
SPECIAL, INCIDENTAL, PUNITIVE OR INDIRECT DAMAGE ARISING FROM THE USE OR INABILITY TO USE
THE SOFTWARE, ASSOCIATED MEDIA OR ACCOMPANYING DOCUMENTATION, EVEN IF EMERSON HAS
BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. IN NO EVENT, ANY RESIDUAL MANDATORY OR
APPLICABLE LIABILITY TO EMERSON, ITS AFFILIATES, LICENSORS OR RESELLERS SHALL EXCEED THE PRICE
PAID BY THE USER TO PURCHASE THE LICENSE.

9. Resolution, termination of agreement and license revocation
Emerson retains the right to revoke the License for the use of the Software and terminate this Agreement
with immediate effect by sending written notice to the User by registered post signed on arrival, pursuant
article 1456 of the Italian Civil Code, in the event the User:
e fails to comply with the provisions at articles 3), 4), 5), 10) and 11) of this Agreement.
e is declared Insolvent.




In case of termination of this Agreement due to any of the above events, Emerson reserves the right to
claim compensation for direct and/or indirect, incidental or consequential damages, including
compensation for additional losses, caused in relation to the breach of this Agreement, and based on the
extent to which the provisions of this Agreement were unfulfilled. Upon termination of this Agreement or
License revocation, including decision by the User to terminate or relinquish the License for any reason,
the User shall return the full Software package, including any dongle, media and accessory documentation
to Emerson, including in cases where the Software has been modified and/or integrated into other
products. The User shall promptly destroy any remaining copy of The Software, including modifications,
integrated portions, updates and upgrades in any form, and provide immediate evidence by written
notification to Emerson.

10. Information material protection - industrial and intellectual property.
All the information material that comes into the possession of the User pursuant to the Agreement is
protected by copyright rules and laws. All registered and unregistered trademarks, as well as any and all
other distinctive signs or names appearing in the Software and/or media and/or the printed or digital
accompanying documentation, remain the property of Emerson. The stipulation of this Agreement does
not transfer or give to the User any rights of ownership to the Software or to any related patents,
copyrights, trademarks or other intellectual property in any way whatsoever.

11. Data Privacy and use
When the User downloads, installs or uses the Software, Emerson may use automatic means to collect
information about the User's device and about the User’s use of the Software. The User also may be
required to provide certain information about the User as a condition to downloading, installing or using
the Software or certain of its features or functionality, and the Software may provide the User with
opportunities to share information about the User with others. Emerson may collect information,
including but not limited to information relating to the manner or frequency of use of the Software. This
includes data that Emerson collect as part of our services. Some of the data Emerson collects is relatively
static, such as data about the product (for example, serial numbers and device IDs and the Emerson
model and serial number), but other data is more dynamic, such as information about current and past
product usage levels, information about abnormal product functioning, information about the status and
location of products used with the Software and/or the User's device. Emerson may collect this data from
the User and the Software and transmit it through the User’s network and/or Internet
services. Monitoring may continue until the Software is deleted or the services are cancelled or
terminated. Note that if the User does not allow Emerson to collect this information, Emerson may not be
able to provide the full capabilities of products and services. All information Emerson collects through or
in connection with this Software and the use of the Software in connection with Emerson products is
subject to the Emerson privacy notice found at https://www.emerson.com/en-us/privacy-notice (“the
Privacy Notice"). Emerson will collect, use and disclose the User's personal information and the personal
information of the User's additional users as set out in that Privacy Notice, and the User and the
additional users or third parties the User has granted access or control consent to Emerson doing so. The
Privacy Notice applies subject to requirements of local law such as General Data Protection Regulation (EU
2016/679 and ltalian Law Decree 101/2018. In the event of a conflict between the Privacy Notice and
applicable data protection laws, the stricter obligation applies. Furthermore, the data that is generated
and collected by the Software may be stored in a hosted environment at a location identified to the User
in the documentation for the Software. Th User is solely responsible for compliance with all applicable
local, state and federal data sovereignty laws, regulations and restrictions as it relates to the movement of
data generated and collected by the Software.

12. Security assessments and digital signatures
In the event the User wishes to assess the vulnerability of the Software (including conducting a
penetration test or any other form of vulnerability assessment or test), the User agrees to obtain
Emerson’s prior written consent. Emerson will not unreasonably withhold or unduly delay such consent,
but the User agrees that Emerson may require that: (i) Emerson participate in any such tests/assessments,




(ii) receive the results of such tests/assessments, and (iii) the User not publish, distribute, or otherwise
make available the results (in whole or part) to any third party without the express written consent of
Emerson. Emerson may further require that any such tests/assessments be conducted in accordance with
and subject to a separate written agreement between the User and Emerson.

Emerson may attach or otherwise associate digital signatures to files of the Software to aid detection of
subsequent modifications to such files. However, in attaching or associating such digital signatures,
Emerson does not (i) guarantee that the Software or the files can be trusted, nor (ii) assume any liability or
claim authorship with regard to third party files.

13. Third-party software
To the extent that a third-party owns any portion of the Software licensed under this Agreement, such
third-party owner shall be a beneficiary of this Agreement and shall have the right to enforce its rights
under this Agreement independently of Emerson. Any third-party Software, not licensed under this
Agreement, shall be subject to third-party owner’'s applicable license agreement and registration
requirement, and the User authorizes Emerson to provide the User's contact information, including
company name, mailing address, telephone number, ship-to recipient address, and primary contact'’s
name, mailing address, telephone number, and email address, to such third-party owner for the purposes
of product registration, support, and compliance with applicable import and export control laws,
regulations, orders, and requirements.

14. Export compliance
The User agrees that all applicable import, export control and sanctions laws, regulations, orders and
requirements, as they may be amended from time to time, including without limitation those of the
United States, the European Union and the jurisdictions in which Emerson and the User are established or
from which items may be supplied, and the requirements of any licenses, authorizations, general licenses
or license exceptions relating thereto will apply to its receipt and use of the Software. In no event shall the
User use, transfer, release, export or re-export the Software in violation of such applicable laws,
regulations, orders or requirements or the requirements of any licenses, authorizations or license
exceptions relating thereto. If there is a change in any applicable laws, regulations, orders or requirements
that would prohibit Emerson from providing the Software, or would in the reasonable judgement of
Emerson otherwise expose Emerson to a risk of liability under such laws, regulations, orders or
requirements if it provided the Software, Emerson shall be relieved of any obligation to provide the
Software and/or any related services without penalty.

15. Nuclear applications
The Software is not provided or intended for use in any nuclear or nuclear related applications. The User
accepts the Software with the foregoing understanding and agree to indemnify and hold harmless
Emerson from any claims, losses, suits, judgments and damages, including incidental and consequential
damages, arising from such use, whether the cause of action be based in tort, contract or otherwise,
including allegations that Emerson'’s liability is based on negligence or strict liability.

16. Miscellaneous
This Agreement is the only binding agreement between the User and Emerson and supersedes any prior
verbal or written agreement relating to the Software License or products purchased by the User. Both
parties renounce the application of the United Nations Convention on International Sales of Goods. This
Agreement is governed by the current Italian laws and exclude the possibility of reference or conflicts with
different laws. All disputes arising out of this Agreement shall be litigated or otherwise resolved
exclusively in Italy at the Court of Justice located in Milano. If any provision of this Agreement is ruled
invalid, such invalidity shall not affect the validity of the remaining portions of this Agreement. The use of
the Software, that is the opening of the package containing the physical support with the Software and
the installation of the Software on a computer, determines the execution of the License Agreement and
the complete acceptance of the provisions in the Agreement by the User, without any reservation and/or




exception. The User declares to qualify as a legal business and not as a consumer and declares to have
chosen the Software with the purpose of using it according to the provisions of this Agreement for
professional and/or business reasons and not for personal use.
Except as expressly authorized in this Agreement, the User may not sublicense, assign, or transfer the
License or the Software without the prior written consent of Emerson. Any attempt otherwise to
sublicense, assign or transfer any of the rights, duties, or obligations hereunder without such consent is

void.

The User agrees that Emerson may audit the User's facility and records to confirm compliance with the
terms of this agreement. Emerson agrees to provide a reasonable written notice prior to conducting such
an audit and agrees to conduct the audit during regular business hours without unreasonably interfering

with the User’'s normal business operation.

If the User does not accept the terms and conditions of this Agreement, the User must return the
purchased product with all its components, including any associated media (printed materials and online
or electronic documentation, binders and any other component), within 30 days of purchase, to the
original reseller for a full refund, or write to: Progea Srl, via G. D'Annunzio 295 - 41123 Modena - ltaly, to
receive return instructions

1.3.5. Open Source Components

Movicon.NEXT uses third party components whose licenses and/or copyright notices are provided below.
Note: Website addresses in this section are from the respective companies at time of publication and

subject to change at owners' discretion.

Library Name

3DTools
Ookii.Dialogs.Wpf
HelixToolkit.Wpf
MjpegProcessor
GadgetLibrary
Autoupdater.NET
WpfKb

jQuery SignalR
jquery-validation-unobtrusive
Amib.Threading
svg-pan-zoom
Aga.Controls
Bootstrap

jQuery Mousewheel

Simple CommandLine Parser

Version

1.0.1

1.0.0

2012.1.1

1.1.0

1.0.0

1.3.1

3.2.11

223

3.6.0

1.0.0

430

3.1.12

1.0.0.0

Author

Not Available

Sven Groot

helix-toolkit.org

Brian Peek
Ron Gramann
rbsoft.org

imasm

.NET Foundation

.NET Foundation

Ami Bar

Andrea Leofreddi

Andrey Gliznetsov

Bootstrap
Brandon Aaron

Chris Stoy

License Type

MS-LPL

BSD 3-Clause
MIT

MIT

CPOL

MIT

MS-PL
Apache-2.0
Apache-2.0
Ms-PI

BSD 2-Clause
Apache 2.0
MIT

MIT

CPOL 1.02

License
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jQuery hashchange event

Weak Events

String.format for JavaScript

jQuery Kinetic

LingStatistics

ObservableDictionary

jquery-layout

Modernizr JavaScript library

angular

i18next

i18next-browser-languagedetector

i18next-xhr-backend

jquery-i18next

howler

jQuery Underscore

jquery-validation

Thriple

Requirel)S

jQuery JavaScript

Globalize
jquery-ui
Moment
ShaderEffects
nouislider

msgpack5

1.5

1.0.0

1.2.0

1.7.7

3.00

2.2.2

2.0.0

1.3.3

1.19.1

2.3.6

14.0

1.0.0

13.14

4.2.1

Cowboy Ben
Alman

Daniel Grunwald

Daniel Mester
Pirttijarvi

Dave Taylor

Don Kackman

Dr. WPF

Fabrizio Balliano

& Kevin Dalman

Faruk Ates
Google
i18next
i18next
i18next

i18next

James Simpson of
GoldFire Studios

Jeremy Ashkenas,

DocumentCloud

and Investigative

Reporters &
Editors

Jorn Zaefferer

Josh Smith

jQuery
Foundation

JS Foundation
JS Foundation
JS Foundation
JS Foundation
Kubajzz

Léon Gersen

Matteo Collina

MIT & GPL
MIT
Zlib
MIT
Apache-2.0
MIT
MIT & GPL
BSD & MIT
MIT
MIT
MIT
MIT
MIT

MIT

MIT
Ms-PL
MIT

MIT
MIT
MIT
MIT
CPOL 1.02
MIT

MIT

I e e AR A e X e X
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jQuery floatThead 2.12  |Misha Koryak MIT %
, Olivier Dahan & B=
LogViewer Ken C. Len Ms-RL =
OPCUA Libraries OPC Foundation |RCL 8_—=
7
html-imports Polymer Project  |BSD 3-Clause E_—:V
Simple CLDR traverser (cdnjs) 19.0.3 |Rafael Xavier MIT 3_—_:?
. . Rob Garrison & 8=
jQuery Ul Virtual Keyboard 1.30.1 Jeremy Satterfield MIT =
FFmpeg.Autogen 332 Ruslan Balanukhin |LGPL 3 E==7
jQuery knockout-sortable Ryan Niemeyer  [MIT E_—:—l;
jQuery Knockout JavaScript 2.2.1 Steven Sanderson MIT g‘__—v
JSZip Stuart Knightley  |MIT & GPL 8;_—5
7
detect-zoom 1.04  |Tom Bigelajzen  |WTFPL & MIT E==7
Unosquare Ffmpeg MediaElement [3.3.2 Unosquare Ms-PL E_—:—l;
svg.filters 3.04  \Wout Fierens MIT 8=E
-
svg.js 3.0.12  |Wout Fierens MIT 8;_—=
7
jQuery SignalR .NET Foundation |Apache-2.0 E==7
DotRas 1.2.0 Jeff Winn LGPL 3 8_—5
—
Path-data-polyfill Jarek Foksa MIT 8_—=
=
jinit 2.11.58 |Sebastien ros BSD 2-Clause 8;_—=
7
JS Foundation 4.0.1 JS Foundation BSD 2-Clause 3_—_;
Steve Towner 1.0.0 Steve Towner MIT 8_—5
7
. . . Various Q=
PDF Reader in JavaScript (pdf,js) 2.9.359 . Apache 2.0 —
contributors v
esprima 4.0.1 JS Foundation BSD 2-Clause 9;_—=
7
ScintillaNET.WPF 1.0.0 Steve Towner MIT 8_—=
="
jsqr 1.3.1 Cosmo Wolfe Apache 2.0 8_—=
v
Packages

As regards to the packages, the libraries are used as they are provided without being modified and
without publishing any source files.
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Library Name

CsvHelper

Owin

DotNetZip

jQuery

log4net

MarkerMetro.Unity.lonic.Zlib

MySql.Data
Nager.Date

NetTelegramBotApi

Telegram.Bot

Newtonsoft.Json

PropertyChanged.Fody

RestSharp

System.Data.SQLite

System.Data.SQLite.EF6

TLSharp

FodyHelpers
knockoutjs

NetMQ

Portable.BouncyCastle

System.Data.SQLite.Core

Version

12.0.0

1.0

1.9.3

2.0.8

2.0.0.14

8.0.13

3.7.50926

13.4.0

12.0.3

2.6.0

10.0.111.0

10.0.111.0

0.1.0.339

3.5.1

4.0.0.207

1.8.9

1.0.111.0

Author

Josh Close

OWIN startup
components
contributors
Henrik/Dino
Chiesa

jQuery
Foundation, Inc.

The Apache
Software
Foundation

MarkerMetro
Oracle
Tino Hager

Dmitry Popov

RoundRobin,
Poulad

James Newton-

King
Simon Cropp

John Sheehan,
Andrew Young,
Alexey Zimarev
and RestSharp
community
SQlite
Development
Team

SQlite
Development
Team

llya P

FodyHelpers

The Knockout.js

team

NetMQ

Oren Novotny

SQlite
Development
Team

License
Type
Apache2.0

Apache2.0

MS-PL

MIT

Apache2.0

MIT

MIT

MIT
MIT

MIT

MIT

Apache2.0

MIT

MIT
MIT

GLGPL

License
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System.Data.SQlite.Ling

MouseKeyHook

M2Mqtt

AmazedSaint.ElasticObject

System.Reactive.Core

System.Reactive.Interfaces

System.Reactive.Ling

System.Reactive.PlatformServices

Microsoft.Toolkit.Wpf.Ul.Controls.WebView

BigMath
TaskScheduler

ExcelDataReader

M2MqttDotnetCore

Mindscape.Raygun4Net.AspNetCore
Mindscape.Raygun4Net.NetCore
System.Buffers

MimeKit

MailKit

estebano.ScintillaNET.WPF

jacobslusser.ScintillaNET

APP Packages
The following table shows the packages related to the Movicon.NExT APP

1.0.111.0

4.3.0.0

1.0.0

4.1.3

6.0.0

0.5.0

2.8.18

3.6.0

1.0.8

6.2.0

6.0.0

4.5.1

2.10.1

2.10.1

2.6.0

3.6.3

SQlLite

Development |-

Team

George

Mamaladze MIT
Eclipse

. Publi

Paolo Patierno 'ub|c
License
1.0

amazedsaint Ms-PL

.NET F dati

NE oundation Apache-
2.0

Contributors
.NET Foundation

and ggache-

Contributors )

.NET Foundation Apache-

and 20

Contributors ’

::,ZT Foundation Apache-
2.0

Contributors

.NET Foundation
and MIT
Contributors

Alexander MIT
Logger
David Hall MIT
ExcelDataReader MIT
developers
Hamidreza

EPL
Mohaqgeq
Raygun MIT
Raygun MIT
Microsoft MIT

Jeffrey Stedfast MIT
Jeffrey Stedfast MIT
Steve Towner  MIT

jacob slusser MIT

= U

I3
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License

Library Name Version Author License
Type
PCLCrypto 20147 Andrew o uee (B2
Arnott v
Andrew 3=
Plnvoke.Bcrypt 0.5.152 Arnott MIT =
PInvoke Kernel32 05152 Andrew B=
Arnott 7
PInvoke.Ncrypt 05152  Andrew o B=
Arnott | v
Plnvoke.Windows.Core 0.5.152 Andrew MIT 8_—5
Arnott v
Validation 2418 Andrew B=
Arnott 7
SQLitePCLRaw.bundle_green 1.1.11 Eric Sink Apache- 8_—5
2.0 | v
SQLitePCLRaw.core 1.1.11 Ericsink  [pache- | 1B=
2.0 v
SQLitePCLRaw.provider.sqlite3.ios_unified |1.1.11 Eric Sink Apache- 8_—=
2.0 | v
sqlite-net-pcl 1.4.118 Frank A MIT 8_—5
Krueger v
FastAndroidCamera 2.0.0 James Athey Apache- 8==-
2.0 v
James 8=
Newtonsoft.Json 10.0.3 . MIT =
Newton-King | v
modernhttpclient 24.2 Paul Betts MIT 8;_—5
7
ZXing.Net.Mobile 232 Redth Apache- | 1@=
2.0 v
ZXing.Net.Mobile.Forms 2.3.2 Redth Apache- 8_—=
2.0 | v
. . . . ric Sink, D.  |Apache- 8=
SQLitePCLRaw.lib.e_sqlite3.android 1.1.9 Richard Hipp 2.0 =/
SQlLite . —
SQLite. UWP.Native 3123 Development PUbIIC. 8_——
Domain 7
Team
Xamarin.Forms 2.5.1.527436 Xamarin Inc. MIT E:EV
Xamarin.Forms.Pages 2.5.1.527436 Xamarin Inc. MIT %
Sameer Q3=
SecureStorage 250 Khandekar MIT =

1.3.6. Software_Product_Lifecycle_Policy

A timeline is defined to determine the availability of support and maintenance for a specific version of a
Movicon software product. This policy is used by customers and partners to plan utilization and upgrade
strategies for a software product.
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Definition of Terms:

e Support is access to product experts that can help end-users troubleshoot and solve problems
regarding the application of an Emerson software product.

¢ Maintenance is software releases that include bug fixes and enhancements.

e Version is a specific release of a product that uses a numeric designation to identify it as a major
release. Currently different schemes are used to designate a major release. The aim is to use the
same designation for all MAS software.

e Versioning is the sequence of numbers separated by dots to identify any different releases of the
software.

Example: Movicon <X>.<Y>.<ZZZ> where:

X = Major Version (usually released every 3-5 years, and generally requires a license
upgrade.

Y = Minor Version (usually released every year and is generally free of charge. It includes
bug fixes and product improvements.

ZZZ = Build: (usually released 2-3 times a year free of charge and includes only
maintenance bug fixes)

Classifying Product Versions to Indicate Available Level of Support and Maintenance
Classifying Product Versions to Indicate Available Level of Support and Maintenance
With the passage of time, newer versions of a software product become available. The new versions are
compatible with new operating systems and hardware and include features to meet the emerging needs
of end-users. These new versions eventually replace older versions.
This process of releasing new product versions over time creates a need to classify the different versions
of a product to indicate the level of support and maintenance associated with them. To meet this need,
Emerson has created the active, mature, and retired classifications.
e Active is the actual version in production. Support is active and maintenance is active through the
updated number of Builds.
e Mature is one of the previous minor versions which is no longer in production but still fully
supported. Support is active and Maintenance is granted under certain conditions.
e Retired is one of the previous major versions. Support is no longer available or not guaranteed,
and updates are not provided.

Lifecycle Classifications for Product Versions

Versi
ersion Definition Usage

Classification Guidelines Support  Maintenance Training

Maintenance releases for
bug fixes and product

Latest released New system
enhancements are

. version of a installations,  |Primar . .
Active . y provided. Available
software major Support — .
. Validation provided for
product expansion .
new MS operating
systems.*
. No bug fixing or
. Expansion 9 9
The version enhancements are
where . ) .
replaced by . . |Primary included in these releases
consistency Is .
Mature the latest more Support (due to free update to Available
version, or a Active versions). Typically,

. important than . .
previous new features Maintenance Hot Fixes

version less can be only provided
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than 4 years  |and future under business

old or needed |support justification
for No validation for new MS
compatibility operating systems.
No Support.
Systems where . bP
. Special
bug fixes,
. Support
. operating
A previously Contract
. system . Not offered
Retired released can be No maintenance releases.
. support, and
version . agreed
security -
without
updates are .
warranties
not a concern. .
of Hot Fixes

*this is for new MS Major Operating Systems, for example Win10, Win11, and include Windows updates,
for example Win10 20H2

Software Versions Available for Ordering and Downloading

Only the Active version of a product can be ordered. This is because licenses are backwards compatible,
so a license will support the active version at the time of purchase, and all previously released versions. A
license upgrade is necessary to move to a higher or more current version.

All active and mature versions are available for download from the Customer Center.

Movicon Versionig Scheme

Product Versions
Movicon products use a sequence of numbers separated by dots to distinguish different releases of the
software products. Specifically, when a software product has a new release, it will be given a unique
sequence of numbers where the first number in the sequence identifies the major version. The second
number identifies minor releases, and the third number identifies a simple maintenance update, for that
version.
Example: Movicon.NEXT 3.2.184
A license upgrade is usually needed to move from one “Major release” to another. License upgrading is
to be established according to the corresponding sales policies.

Maintenance Releases for a Version
Each version has maintenance releases, that is identified by a “build” number which is the last number in
the versioning number sequence. A maintenance release with bug fixes is made available when necessary,
according to the maintenance policy in question. These releases are always free of charge and considered
as maintenance releases.

Release Notes
Each version is described in a release note, which is also available on the www.progea.com web site.
Release notes state reports all the changes made for each version. Any software changes are identified
with a case number for product traceability and incompatibility purposes. Customers are strongly
advised to read these release notes before installing new versions.
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Current Movicon Software Status

Version State
2.X Retired
3.x Retired
4.0 Mature
4.1 Active
4.2 :—eolel?aied

1.3.7. Waste Disposal

SGLOCK USB dongles must be disposed of in a dedicated Waste Disposal bank according to national
waste legislation and regulations. The symbol shown on the SGLOCK dongle indicates that this item must

Release
Date
Nov. 24,
2014

June 15,
2016

June 01,
2020

June 01,
2020

Mature Date

June 15, 2016

June 01, 2020

June 01, 2021

TBD

be disposed of in a "separate waste disposal bank".

Therefore users must use their nearest waste disposal facilities provided by the local authorities or hand it
in to their local dealers when purchasing another of its kind. Waste disposal collection and the following
treatment, recovery and disposal operations enables the manufacturing of devices with recycled materials
and environmental protection against any negative effects and health hazards caused by improper
disposal. Any improper disposal of this device by the user will be subject to legal sanctions under Article

Retired
Date

Nov. 24,
2018

June 01,
20121

TBD

TBD

254 and pursuant Legislative Decree no. 152 of April 3 2006.

Pursuant to art. 13 of Legislative Decree of 25th July 2005, n. 151 "Implementation of Directives
2002/95/EC, 2002/96/EC and 2003/108/EC concerning the reduction of using hazardous substances in

electrical and electronic equipment and waste disposal".

Latest Maintenance
Release

2.2.33 - Released on
April 5, 2016

3.4.271 - Released on
May 11, 2020

4.0.300 - Released on
Jan. 20, 2021

4.1.329 - Released on
Oct. 6, 2021
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2. The development environment

2.1. Workspace

The Movicon.NExT workspace has been designed according to the most modern ergonomics concepts
and offers a user interface composed of panels that can be organized as needed.

- . oo P 1
AEThOOoNN, 0 » oo T » v
. . 7 . L)

P Mg wx - — . "% . - |t S g ® &

Layout_Top_Mome

Screenshot of the Movicon.NExT workspace.
The main features shown in the workspace are:

e The Menu

e The customizable Toolbars

e The "Proprieties”, "Toolbox" and "Symbol Gallery" panels

e The "System Log", "XML Explorer", "Animation Explorer", "Command Explorer" and "Script
Explorer" panels

e The "OPC UA Browser" and "OPC UA Client Status" panels

e The Project Explorer

e The Editing area

The workspace panels (3, 4 and 5) can be managed according to these three modes:

e Floating: this is a default setting and represents the window as a Tab on the top workspace
border that when clicked will activate the window.

e Docked: clicking the window's "pin" icon, will dock the window rendering it visible in the
workspace.

e Popup: When dragging the window into the workspace, it will no longer remain docked to the
border but managed has a popup window. To dock the window again within the workspace,
simply drag it towards the border.
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Easy-mode
The Easy-Mode function simplifies the use of the workspace for the user by hiding windows that are used
for more advanced purposes. Basically, this command is available from the toolbar or the "View" menu
and deactivates the following windows:

e OPC UA Client Status
e OPC UA Browser

e System Log

e XML Explorer

In addition to these, the 'Child Projects' resource, from the project's tree structure, will also be banned
from use.

Workspace Configuration Management

When changes have been made to the workspace, such as moving the properties window or making them
bigger, they will stay that way when restarting Movicon.NEXT.

In addition to this type of automatic saving of the user interface, there also exists the possibility to
manually save specific workspace configurations.

This possibility allows you to manually save a configuration of windows in the editor to load it at a later
time. This will allow you, for example, to load a particular type of configuration of windows when working
with a notebook rather than loading a different one when the notebook connect to an external monitor.
This management can be enabled by setting the 'File mode' option present in the File -> Workspace
Layout menu.

Save layout configuration
This command is used to save the current editor's configuration so that it can be called at a later time.
To save the layout process as follows:

e Adjust the editor windows as desired by moving them or changing their sizes.

e Make sure the 'Workspace Layout' -> 'File mode' option is enabled in the 'File' menu.

e From the same 'File -> Workspace Layout' menu select the 'Save Layout' command.

e Enter the name you wish to assign to the configuration in the 'Name' field of the popup window
that appears.

e Press'OK'.

As a result the new layout will be saved and inserted within the grid underneath.

The summary grid contained within the window also allows you to filter or search for the layout displays.
You can use the search field at the top right of the window to search for the desired layout configuration
by entering its name.

As regards to filtering the layout display, use the "pen” icon at the bottom right of the grid.

Loading a layout configuration
In case where a layout configuration has already been created, it can be called by the user to quickly reset
the windows within the editor.
When loading a certain type of layout configuration and modifying its workspace aspects manually, its
original aspects can be restored by reloading its configuration again.
Proceed in this way to load a layout:

e Make sure the 'Workspace Layout' -> 'File mode' option is enabled in the 'File' menu.
e From the same 'File -> Workspace Layout' menu select the 'Load Layout' command.
e Select the desired configuration from the grid.
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e Press'OK'.

The summary gird contained in the window also allows you to filter or reload layout configuration
displays.

You can use the search field at the top right of the window to search for the desired layout configuration
by entering its name.

As regards to filtering the layout display, use the "pen” icon at the bottom right of the grid.

Import and export one or more existing configurations
The import or export of configurations saved in a machine towards another can be done by manually
copying/pasting the folder that contains the configuration files from the Windows resource explorer.
The path where the layout configuration are to be saved is:

C:\ProgramData\Progea\Movicon.NExT.Layouts

Inside this folder there are other subfolders whose names are those of the configurations saved with the
editor. To import a layout configuration from a different computer proceed as follows:

e Using the resource explorer, open the C:\ProgramData\Progea\Movicon.NExT.Layouts folder.

e Copy all the contents from the folder or select the subfolders of the configurations desired.

e Paste the subfolders selected in the C:\ProgramData\Progea\Movicon.NExT.Layouts folder present
in the target computer.

Remove existing layout configurations
In order to remove an existing layout configuration, you can use either the window for saving or loading
configurations.
Basically, once the window for loading configurations is open, you can select one of the items presented
with the grid and press the CANC button.
To search for configureation, you can use the search field at the top right of the window by entering the
name of configuration you are looking for.
As regards to filtering the layout display, use the "pen" icon at the bottom right of the grid.

Restoring original layout configuration
All the changes made to the windows that have been used to compose the layout are saved and stored
for the next Movicon.NEXT startup.
However, it may be handy to be able to restore the sizes/visualizations of the screens to their original
state.

There are two ways in which the workspace can be restored:
Startup with CTRL Key
e Close all the Movicon:NEXT instances that have been started up.
e Restart Movicon.NEXT while keeping the keyboard's CTRL key pressed down until the editor has
been completely loaded.
Deleting Isolated Storage
e Close all the Movicon:NEXT instances that have been started up.

e Open a Resource Explorer window at the following locaton %LocalAppData%\IsolatedStorage and
delete the folders.
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2.2. Startup Page

Launching the development environment will display the "startup Page", which is a workspace through
which the designer can open the project desired or use to access information about the platform.

Ede  View Opbom Propect
E&- 908

S i Setup Page © X

El AT "_ npt 0oL 3 ine

The Startup Page allows:

e Access to open and create project commands using the wizard.

e Access to key tools that are very handy for the designer to use such as Guidelines, Forums,
Examples, Webinar, Knowledge Base.

e The list of the last opened projects through which the most recent one can be opened directly
with a simple click.

Opening a Project

The "Open" command opens an existing project. The projects can be based on XML file and on Database.
For this reason, the system will request the designer to specify the existing project's data source by
selecting one of these options:

o File Source: selection of a normal XML project file by browsing files in the PC folders.
e Data Source: Selection of a project residing on database by accessing the database according to
the desired database connection string.
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The project data will then be saved encoded within a table structure. When choosing to save the project
on file in xml format, Movicon will create a project folder within which the project information will be
saved in a file structure and in subfolders. The structure of the subfolders is similiar to the one used for
the project's resources displayed in the Movicon.NExT "Project Window".

Once confirming the command, the project will open in the workspace.

Project Creation Wizard

The "Create New" command is used to create a new project by selecting one of the three project model
types:

e Local Project: Server and Client running on the same machine.

e Distributed Project: Server and Client running on difference machines.

e Project with Redundant Servers: More than one server is present with the Redundancy option.

e The "Distributed Project" model also supports Clients running on the same
machine where Server is running.

After selecting the model type, the guided procedure will help the developer to define the name of the
project and the target path (on file or database).

The number and type of Screen to add to the project along with the Alarm Definition and historian
definitions can be specified in the advanced wizard.

Movicon 11 Project Import Wizard

The "Import Project" command permits resources to be imported from Movicon11 projects by using a
wizard the guides the user with a simple step-by-step procedure.

Once the Movicon 11 project has been selected, it will be possible to then select which resources to
import into the new Movicon.NEXT project: Alarms, Drivers, Tags, Dataloggers, Recipes, Strings.
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& Import Project Wizard
@03 Step 2 Of 3: Select The Resource To Be Imported

v Import
v Alarms
v Dnvers
v Togs
v Dataloggers

v Recipes

Enable Log
Trace all succesfully imported resources

v Trace all resources not imported successfully

* Supported Drivers: Modbus Serial, Modbus TCP, STTCP

Alarms
The Exclusive alarm types are converted to, in groups of four thresholds, ExclusiveLevel alarm types. The
thresholds of each remaining alarms are converted to TripAlarm types.
The thresholds with Between condition types are not supported.
The thresholds with RateChangelncrease or RateChangeDecrease condition types are converted to
ExclusiveRateOfChange alarm types.
The ReadAccessLevel and WriteAccessLevel parameters are ignored in the import phase.

Tags and Structure Tags
Simple tags and structure tags are both supported (in this case, the relative Data Structure is created).
When the Tag import terminates, they are then associated to the alarms based on the alarms imported.
The Physical I/0 Addresses are imported if the corresponding driver is supported.

Drivers

Only the Master TCP Modbus, Serial Modbus and Siemens S7 TCP drivers are
currently supported.

The static tasks are associated to the relative tags as Physical I/O Addresses. The importer calculates the
start address for each tag based on its size.
Static tasks defined in individual structure members are not supported.
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The Movicon 11 RegisterSize parameter is not yet supported in tasks in the MoviconNExT ModbusTCP
driver, therefore 2 byte records are read by default and a station is created for each Movicon 11
ServerAddress (station) and for each UnitID defined in the tasks.

The SwapByte value for the 2,3 and 5 FunctionCode is inverted 2, 3 e 5 because it is applied in the driver
code by default in Movicon.NEXT.

Datalogger
The Dataloggers of the source project are imported with the exception of the dataloggers in InMemoryDB
or RecordOnChange types.
When the source datalogger is defined with a specific DSN, it will be necessary to configure the
connection string manually in Movicon.NExT

Recipes
When importing recipes, the columns defined in the recipe structure are first imported then those defined
using the recipe as template.
For each column in the source recipe, a group is created along with the corresponding Data Value with
the start address defined in any existing reference variable.
The Description, Measure Unit properties and the Data Value default value properties based on the
reference tag of the source column are defined in the import phase.

Strings
The import of text used in the project is done by means of selecting the
<ProjectName>string.<ColumnName> files present in the source project's root directory.
Once a file has been selected, you will need to specify which Movicon.NEXT project language will be
associated to the imported strings.

WebHMI Creation Wizard

This wizard helps the developer to create a new project designed for WebHMI Runtime use (INSERIRE UN
LINK AL CAPITOLO).
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- New Project Wizard
Step 1 Of 2: Enter The Project Name And Location

Name

WebHMI_Projectl

Path

You will be asked to define the project name and the destination path to automatically configure the
project with the following properties:

e Project property: "Project Type" set as WebHMI
e |/O Data Server transport set as opc.tcp
e |/O Data Server Database set as SQLite

2.3. Menus and Toolbars

The user interface in the development environment has a Menu bar and a Toolbar.

Menu Bar
The Menu Bar is a common graphical interface pane component an is built with one or more elements
that, once activated, display a dropdown menu showing the operations that can be executed by the user.
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Clase All Documents
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Add or Change Project Password

I-E Save All
Save with name

* Start Runtime

Workspace Layout

Bt

The main items on the Movicon.NExT menu bar are:

e File: consents users to open, create, save a new project, Start/Stop Runtime and manage screen
layouts.

e Edit: gives access to the copy, paste, cut and other commands.

e View: this allows users to call window that compose the layout or to manage active toolbars.

e Options: consents users to manage the Services Control Panel, Web deployment, licenses and
other.

e Project: consents users to operate in the project resources.

e Tools: collects all the import/export tools provided in Movicon.NExT.

e Design: consents users to manage the screen zoom and grid visualization.

e Format: consents users to manage object designs on screen such as alignments, visibility and
other.

e Help: opens the guidelines.

Toolbar
The Toolbar is a horizontal bar with a collection of the most commonly used software functions
represented by icons.

k Research Commands v

Fle Edt View Options Project Tools Design Format Help

O o= BlZ. ®0 & #

Segoe Ul

Toolbars can be configured and made active by means of "View > Toolbar" menu item or simply by right
clicking at the top of the workspace. In the below screen shot, the Project and Screen Toolbars are active
along with the "Main Toolbar" which is always visible.
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The contents of each Toolbar can also be customized by clicking on the Main Toolbar's customize toolbar
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icon as shown in the screen shot below.
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In this way each individual icon on each Toolbar can be activated/deactivated.

2.4. Project Explorer Window

The Project Window (or Project Explorer Window) is where all the project resources are listed in a tree
structure. This window is used for displaying all information relating to the resources which form the
essence of the project itself.

The 'Project Explorer' window gathers all the Resource Groups into one tree structure. When selecting
each single Resource Group or a group sub-component, the properties of the object in question will
activate and show in the "Property Window" for modifying and setting as necessary.

@ DemoManufacturing®

- @I DemoManufacturing®
» B Alarm Dispatcher
» [55 Client Settings

||:" Logic

E Schedulers

B Reports

] Screens

I= Parameters
Scripts
Texts
Cross Reference
Events
Menus
Child Projects
Recipes
Shortcuts
I/0 Data Server
Users

! Unit Converter

Movicon Project Window

The data structure on disk will be differ according to the choice made between XML file or Database for
creating a project.
e If you have chosen to use a project on Database, the project's data will be saved coded in a table
structure for the database type chosen (eg. Ms SQL Server).
e If you have chosen to create the project on XML file, the system will create a project folder and a
series of sub-folders within which the various files containing project information will be saved.
In both cases, however the project's structure will be managed within the workspace area using the main
project explorer window which presents the project's modules and resources in a tree structure as shown
below.
Each individual module or resource is described in this guide.
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2.5. Properties Window

The "Property Window" is essential to all projects for setting the characteristics of each PlatformNext
resource and component.

Movicon, by virtu of its extreme simplicity, always uses the Properties Window for configuring its
resources. The "Properties Window" automatically refreshes each time a project resource or object is
selected, by displaying the selected object's inherent properties.

}' Properties

Screen

@ = 5= = AL P*  Property Search ~

The icons on the Properties Window Toolbar are (from left to right):

e Accept Changes

e Abort Changes

e Easy Mode

e Show changes properties only
e Expand/Collapse Groups

e Group by Category

e Group by Type

e In alphabetical Order

e Order by Priority

e Search

2.5.1. Properties of multiple object selections

The property window can also be used to edit a multiple selection of objects simultaneously as shown in
the screenshot below:
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~ Style
Fit In Window

Resize Screen Controls

Background [ Custom Brush

Window Style None
Window State Maxmaed
* Advanced
Layout
Width
Height
* Advanced
General
Full Path
Window Opacity
HidelayoutScreens
¥ Advanced
User Access
Login Required
Execution
Close Screen Delay
Monitor Number
Keep Always In Memory
¥ Advanced
Connection Settings
Session Name
GeoScada
GeoScada

The title of the window shows as ‘Multiple Selection' and all the properties that are not the same are

marked with the word "Multiple".
Changes made to properties of a multiple selection will effect all the objects selected.

2.6. Toolbox Window

2.6.1. Toolbox

Movicon has a library called the Toolbox which is full of ready-to-use, predefined and configured
objects. This Toolbox can be accessed from the screen using the Toolbox tab located to the right of the

workspace.

In the following link you will find all the symbols in the Toolbox Library in PDF.
https://www.progea.com/wp-content/uploads/2021/11/toolbox-doc_raster.pdf
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The "Toolbox" window contains Objects and Controls subdivided into
different groups. It is activated using the relative tab on the right hand side
of the screen and can be kept open or positioned as pleased within the

workspace.

Inserting objects from the Toolbox
To insert an object from the Movicon Toolbox follow these quick and simple steps:

Open the screen of interest within the Movicon workspace
Activate the Toolbox if not already opened in foreground
Open the object group desired by clicking on the icon to expand the group

Select the object you which to insert on screen
Position mouse pointer with attached object onto the desired area within the screen and click to

release the object on that point.
You can also drag and drop the object on screen directly from the Toolbox as well.

e Each object inserted on screen can be configured as pleased using its properties by
means of the Properties Window.
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e If you wish to insert static text in the object's title you can get text to go to the
beginning of the row underneath by inserting the “\n". For example, by digiting the
following row:

Flour\Egg\nSugar
the result will show the text on three rows as follows:

Flour

Egg
Sugar

However, when you use an ID String, you will only need to manage text on as many
rows needed directly in the string table.

e Texts in objects that use String ID can be customized using Special string ID.

2.6.2. Using Engineering Units

During runtime the objects' value scaling can be defined dynamically using the Engineering Units
associated to the Tag variables. When an engineering unit is defined and associated to a Tag, the Min
and Max. values of the Tag are automatically scaled and calculated based on the established conversion
values during project runtime.

2.7. Alarm Viewers

Alarm Windows

The Movicon NEXT Alarm Window is a configurable object designed for representing and controlling local
systems or area alarms.
The "Alarm Window" is available from the "Alarm Viewers" group in the ToolBox.

The "Alarm Window" is inserted on screen with default settings. Once the window has been inserted on
screen it can be sized as desired by dragging its borders with the mouse.

You can insert as many "Alarm Windows" as you need in the various screens as
acquired.

Operation Commands executable in runtime from the Alarm Window

The Alarm Window has some buttons that are used to perform operations on the alarms displayed in the
Alarm Window. The buttons can be displayed or hidden using the property window. They can also be
displayed as icons or with text. A tooltip will display with the button's text.
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Ack All

Reset All
Ack

Reset

Add
Comment

Shelve

UnShelve
Refresh

Disable
Sound

Tag

Tag

This command button is used to acknowledge all the previously selected alarms in the
Alarm window.

This command button is used to reset all the alarms in the Alarm window without
selecting them beforehand.

This command is used to acknowledge the alarm selected in the Alarm Window.
This command button is used to reset the alarm selected in the Alarm Window.

This command button is used for entering a comment for the alarm selected in the
window. This button is enabled only when one or more alarms have been
selected. When pressing the button, a dialog window will appear through which a
comment can be entered and associated to the selected alarm.

This command button postpones the alarm for a later time which is set using the box
located at the side of the button.

This command button is used to cancel the previous command.
This command button refreshes the window's contents.

This command button enables or disables the alarm acoustics associated to the
unacknowledged alarm priorities.

This allows you to display and assign a variable to the selected object as described in topic: "Assigning

Tags to objects”.

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"

Style

Background Color

This is used to set the container's background color.

Text Color

This is used to set the object's text color.
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Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Border Color
This is used for setting the container's border color.

Fonts

Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

e Normal
e Oblique

e ltalic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language
This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family
e Font Size

e Font Style

e Font Weight

When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.
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When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NEXT 4. 1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen” folder's " <NomeSinottico>.controls” file when deployed.

Alarm Area Font
This allows you to set a font for the alarm area.

Header Font
This is used to set the style for the selected font for the object's column header.

Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
This is used to set the object's transparency level.
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Visibility
This is used to enable the object's visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the UI.
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Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
“SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e FontSize
e Font Style
e Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.
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In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y* properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
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This is used to preserve the added text string when the object is updated from the library.

Runtime Configurable
Enabling this option will make the object configurable at runtime using an appropriate modal window.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

Configurable Write Access Level
This is used to set the minimum access level allowed for editing/configuring the object at runtime.

Configurable Write Access Mask
This is used to set the access area to allow the objected to be edited/configured at runtime.

Animations

Animations
This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.
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These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

e If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.

Alarm Window

Object Configuration
A different color for each Severity can be assigned to the different Alarm States in this window.

+ —

Value =~ Waiting Ack State - ON Waiting Ack State - OFF  Waiting Reset State - ON  Waiting Reset State - OFF

Layout Configuration
This is used to modify the object's layout, for instance by adding/removing columns to be displayed at
runtime.

Text Wrapping
This allows you to choose the text wrapping mode of the list of alarms represented in the Alarm Window.

e WrapWithOverflow: the text will go back to the beginning only when the characters reach the
maximum space occupied by the column. Cases in which the text refers to one continuous string,
this will be broken off when reaching the maximum column width.

e NoWrap: The text will not be wrapped to the beginning and will be broken off.

e Wrap: The text will always be wrapped to the beginning in cases where the characters of one
word is too long when reaching the maximum column width, it will be broken off and wrapped
down to the next line.

Button Size
This is used to set the size of the command buttons.
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Button Position
Determines the position of the command buttons.

Horizontal Column Alignment
This is used to set the horizontal alignment of the window columns.

Date/Time Format
This is used to set a string to change the object's Date/Time style.

e Standard format strings for Date/Time values
The standard Date/Time format strings contain one character. This character defines the model
used for representing the value (and in which mode to display the number of years, months and

SO on).
Format Description Result of formatting a sample value
Specifier P (March 25 2019 12:00:00)
d Short date 3/25/2019
pattern
D Long date Monday, March 25, 2019
pattern
A Short time 12:00 AM
pattern
T tong time 145 00:00 AM
pattern
f Full date/time |\ ) 12y, March 25, 2003 12:00 AM
pattern
F Full date/time |\ 12y, March 25, 2003 12:00:00 AM
pattern
General
g date/time 3/25/2019 12:00 AM
pattern
General
G date/time 3/25/2019 12:00:00 AM
pattern

e Custom format Strings for Date/Time
To create models for Date/Time values, you will need to combine the strings listed in the table
below. These strings represent the year, month, day, number and so on in different formats.

Result of formatting a sample value

Symbol  Meaning 1. rch 25 2019 12:00:00)

The last two

vy digits of the |19
year.
A four digit

yyyy year 2019
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MM

MMM

MMMM

dd

ddd

dddd

Symbol
hh

SS

tt

The number
of the month

A short text
description of |Mar
the month

The full name

of the month March
The number 55
of the day

A short text
for the day of Mon
the week

The full name
of the day of |Monday
the week

Date
separator. Its
appearance
depends on
regional
settings.

Meaning
Hours
Minutes
Seconds

If present
represent
data in
AM/PM
format
Time
separator

Custom format Strings for TotalTimeON statistic values

Symbol
hh

mm

ss

f

ff

fff

Meaning

Hours

Minutes

Seconds

Tenths of Seconds

Hundredths of a
second

Milliseconds

You must always use "\" separator character.
Example:
e dd\.hh\:mm -> 30.10:20
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e hh\:mm\:ss -> 10:20:52
e mm\ss-> 20:52
e dd\.hh\imm\:ss\.fff -> 30.10:20:52.657

A Customized DateTime format settings might not be supported in WebHMI.

Auto Column Layout
This property is used to enable the "Show Best Fit Button" at runtime. When this property is set to False
at runtime, the "Show Best Fit Button" will not be enabled and therefore cannot be used.

Allow Resizing
This is used to reset the size of the columns at runtime.

Graphic Buttons
Enable this to replace text in buttons with icons.

Ack All Button
This enables the ACK ALL button to show to acknowledge all the active alarms.

Reset Button
This enables the RESET button to show to reset the selected alarm.

Ack Button
This enables the ACK button to show to acknowledge the selected alarm.

Reset All Button
This enables the RESET ALL button to show to reset all of the alarms.

Refresh Button
This enables the REFRESH button to show.

Shelve Button
This enables the SHELVE button to show to shelve the selected alarm.

Comment Button
This enables the ADD COMMENT button to show to add a comment to the selected alarm.

Sound Button
This enables the DISABLE SOUND button to show to disable the selected alarm sound.

Execute Button
This enables the Execute commands button to show.
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Use Universal Date and Time (UTC)
This property allows the SourceTimeStamp to be used for displaying the time in which the alarm was
triggered in UTC.

Show Server Title
This enables the server name to be displayed using a label placed in the top bar.

Show Quality Status
This enables the label showing the connection quality status in the top alarm window bar.

Show Best Fit Button
This enables the Best Fit button to be displayed in the top alarm window bar. This button is used to
automatically reset the sizes of the columns within the window by adapting in the best way possible at
runtime.

Show Unshelved Alarm Button
This enables the Unshelved Alarm Button to show.

Show Expand/Collapse Button
This enables the Expand/Collapse button to show in the top alarm window bar.

Show Group Panel
This enables a dialog window to show through which the alarm list can be grouped based on the headers
of columns dragged onto it.

Show Search Box
This enables the search box to show in the top alarm window bar.

Show Filter Box
This enables the Filter box to show on the top alarm window bar.

Add/Remove Columns at Runtime
This allows columns to be added or removed at runtime.

Disable Blink Animation
This is used to disable the alarm blink animation in alarms still to be acknowledged.

Severity Required For Comment
This allows a comment to be added by the user which will be displayed according to the severity level
value set in this property. When leaving this property set = 0, no comment will be requested.

Connect Child Project Alarms
This allows child project alarms to display in the same parent project alarm window. This property will
display the name of the project that the alarms belong in the “Child Project Name" column. In addition to
this setting and In order for this function to be fully optional, you will need to change the "Client
Connection Settings" in the parent project's contextual menu, by adding as many items as there are child
projects of the alarms you wish to control. Each one should be configured based on the child project's
I/O Server app and the name of the host on which the child project is running.
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User Based Runtime Settings
Enabling this option will allow the style of the object to be customized based on user at runtime.

A In cases where the Alarm Window object is used by the "Web Client HTML5", the
"ACK ALL", "RESET ALL" and "REFRESH" buttons are available.
The "Search" field, column sizes and filter with clauses are not managed.
The Web Client does not currently support alarm comments.
The "Alarms" web page is always present in the web client and can be accessed
from the home page. This page allows alarms to be managed on the Web Client
to overcome some limitations of the Alarm Window object when deployed on the
Web Client: acknowledging and confirming individual alarms, editing filters on
alarms.

Alarm Banners

The "Alarm Banner Display" object is a derivative of the "Alarm Window" and is used for displaying alarms
that have been installed throughout the plant. The "Alarm Banner Display" object is available from the
ToolBox's "Alarm Viewers" group.

The "Alarm Banner Display" object enables you to view the alarms row by row. Therefore alarms can be
scrolled one at a time automatically or manually.

The '‘Alarm Banner' displays the alarm text and date and time of activation (Alarm ON) only. Other
information such as acknowledgment date and time, off date and time, etc. will not be shown. Unlike the
‘Alarm window"', this window does not come with command buttons to acknowledge or reset alarms and
no comments can be entered either. It is only used for viewing information.

The "Alarm Banner" will display with its default settings when inserted on screen. Once inserted on
screen, it can then be resized as needed by dragging its borders with the mouse. The alarms shown in
this window are those that need to be both Acknowledged and Reset. Once these two actions have been
done, they will automatically disappear from the window. Simple Messages are also shown in the window
and disappear automatically in function with the alarm's ON/OFF status. In order to acknowledge and
reset the alarms you will need to either use the "Alarm Window" to do this or insert two command
buttons on screen, in addition to Alarm Banner object, one to use as "Ack All" and another to use as
"Reset All".

Tag

Tag
This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects”.

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
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or to define a formula as described in topic: "other expressions"

Alarm Banner

Object Configuration
This is used to assign each priority a different color for the different Alarm states within this window.

+ =

Value =~ Waiting Ack State - ON Waiting Ack State - OFF  Waiting Reset State - ON  Waiting Reset State - OFF

Cancel

Alarm Source
This field allows you to select an Area or a Source from those defined in the project alarms. In this way,
the Alarm Banner object will only display the alarms belonging to the Area or Source selected here at
Runtime.
This property can also be set dynamically at runtime by using the object's appropriate “AlarmsSource”
script property (for further information please see the property's description).

e The Dragging&Dropping an Alarm Area or Source onto the object (this command
can be executed from the "OPCUA Server Browser” window once the Server has
started up) sets the Area or Source in the Alarm Banner's contextual Tag property
without changing the "AlarmSource” property. When the Alarm Banner's
“AlarmSource" property is left blank, a filter will be performed according to the
Area or Source dropped onto the object. On the other hand, when "AlarmSource"
property has been defined, this will have priority over the contextual tag field and
therefore the filter will be performed according to the "AlarmSource" property.

Alarm List Default Text
This is used to display the set message when there are no active alarms.

Scrolling Time
Sets the alarm text scrolling time (available only when the "Auto-Scroll" option has been enabled).

Spin Position
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This is used to change the spin button's position.

Spin Size
This is used to change the spin button's size.

Show Data and Time
When this property is set to False the Alarm Banner will only show the alarm text without the relative Date
and Time.

Enable Spin
This is used to enable the spin button.

Show Refresh Button
Enables the refresh button.

Auto-Scroll
Enables the alarms to be scrolled automatically.

Disable Blink Animation
This allows you to disable the blink animation in alarms still to be acknowledged.

Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Border Color
This is used for setting the container's border color.

Spin Background

This is used to set the color of the Spin button's background

Refresh Button Background
This is used to set the color of the Refresh Button's background.

Fonts

Font Size
This is used to set the size of the selected font.
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Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

e Normal
e Oblique

e ltalic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language
This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family
e Font Size
e Font Style
e Font Weight

When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NEXT 4.1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen” folder's "<NomeSinottico>.controls" file when deployed.

Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
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This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
This is used to set the object's transparency level.

Visibility
This is used to enable the object’s visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.
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e For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the UI.

Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.
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Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
"SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e Font Size

e Font Style

e Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.

In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.
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Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y* properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Weritable Access Area
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This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

Animations

Animations

This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.

Historian Log Viewer

The Historical Data Viewers display various messages recorded by the platform's event Historical.

The Historical Log records all project events (Alarms, System Messages, Driver Messages) that occurred
during project runtime chronologically (loads data from the "UFUAAuditLogltem" table which contains
project alarm and system events).

The events that can be recorded in the Historical Log are:

e System operations (system operator manoeuvres).

e System diagnostics (autodiagnosis, Driver diagnosis).

e Project Alarms and Messages in 4 possible states (ON, OFF, ACK and RST).
e User Log On and Log Offs.

e Basic Script logic messages by means of using the "Debug.Print" function.
e Messages coming from other applications established by the programmer.

Tag

Tag
This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects”.

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.
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Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"

Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Border Color
This is used for setting the container's border color.

Fonts

Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

e Normal
e Oblique

e ltalic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language
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This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family

e Font Size

e Font Style

e Font Weight
When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NExT 4.1\WebHMIServer\wwwroot\fonts"). The "“fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the
project's "Screen" folder's "<NomeSinottico>.controls" file when deployed.

Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.
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Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
This is used to set the object's transparency level.

Visibility
This is used to enable the object's visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive

When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.
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TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the UI.

Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
"SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
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This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

1. Font Family
2. Font Size
3. Font Style
4. Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.

In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code

This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size

This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
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This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y" properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

Configurable Write Access Level
This is used to set the minimum access level allowed for editing/configuring the object at runtime.

Configurable Write Access Mask
This is used to set the access area to allow the objected to be edited/configured at runtime.

Animations
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Animations
This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.

Database Viewer

Edit Layout
This allows you to edit the object's graphical layout.

Filter Event Type
This is used to set the event type for which messages will be loaded and displayed in the window.

Filter Type
This is used to set the which filter to use according to the period of time wished to be examined.

Max Rows Nr.
Maximum number or rows (records) to be shown in the window.

Start Time
This is used to set when to start data sampling.

End Time
This is used to set when to finish the data sampling.

Connection String
This is used to set a connection string to the database.

Command Timeout
This is used to set a DB connection timeout, after which the connection will be disconnected (default 30s).

User Based Runtime Settings
When enabled, this option permits the object's style to be customized based on the user.

String List
Shows/Hides the list of strings associated to the object.

2.8. Progress Bars

63



The Movicon NEXT BarGraphs are configurable objects that are used to display specified variable values
graphically.
The BarGraphs have scales and bars that can be configured by means of using their properties.

Bargraphs (Evolved)
The Movicon NEXT Meters are configurable objects that are used for displaying specified variable values
graphically.
The Meters consist of a Scale, Bar and Indicator that can all be configured through their associated
properties.

Scales
The Movicon NEXT scale objects are configurable and show variable values graphically.

The Scale object has a scale and an indicator which can both be configured using their associated
properties.

Tag

Tag

This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects”.

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"

Indicator - Basic Aspect

Show Value
Enable to show the associated numerical value.

Indicator Background Color
This is used to set the indicator's background color.

Border Style
This is used to set the style of the object's borders.

Layout Mode
This is used to set the object's layout mode.

Engineering Unit
This is used to set the name of the engineering unit. For further information, please refer to topic
on "Using Engineering Units"
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Use Engineering Unit Limits
When enabling this property, the object will use the limits defined in the Engineering Unit linked to the
Tag and will ignore the static limits it was set with. Otherwise, the limits used will be those given by the
most restrictive minimum and maximum limits between the Static Limits and the Engineering Unit
associated to the Tag.
This property will be ignored when the object has been set with Dynamic Limits.
In addition, when this property is enabled, the object will also inherit the Unit of Measure set in the
Engineering Unit linked to the Tag. When the Unit of Measure has also been set in that object, this will
have priority over the one set in the Engineering Unit.
For further information, please see "Using Engineering Units" .

Value Offset
This is used to set the offset for the numerical value's position.

Numerical Value Format
This is used to set the value's numerical format (e.g. 000.0).

Indicator - Marker

Show Marker
Shows/Hides the marker.

Marker Color
This is used to set the color of the marker.

Marker Border Color
This is used to set the marker's border color.

Marker Height
This is used to set the marker's height.

Marker Width
This is used to set the marker's width.

Marker Offset
This is used to set the distance of the marker's distance from the border.

Marker Animation
This is used to enable marker animation.

Clickable Marker
This is used to enable the marker's interactivity so that the user can set the desired value by clicking on
the marker and move it to the desired value.

Marker Orientation
This is used to set the marker's orientation within the object.
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Indicator - Dividers

Tickmark Style
This is used to set the object's tickmark style.

Major Tickmark Fill
This is used to set the color of the major tickmarks.

Major Interval Count
This is used to set the number of major scale tickmarks.

Minor Tickmark Fill
This is used to set the color of the minor tickmarks.

Minor Interval Count
This is used to set the number of minor scale tickmarks.

Major Tickmark Length
This is used to set the major tickmarks on the object's scale.

Major Tickmark Thickness
This is used to set the thickness of the major tickmarks.

Major Tickmark Offset
This is used to set the distance of the major tickmarks from the object's border.

Show First Major Tickmark
Shows/Hides the scale's first major tickmark.

Show Last Major Tickmark
Shows/Hides the scale's last major tickmark.

Minor Tickmark Length
This is used to set the length of the minor tickmarks.

Minor Tickmark Offset
This is used to set the distance of the minor tickmarks from the object's border.

Minor Tickmark Thickness
This is used to set the thickness or the minor tickmarks.

Show Minor Tickmarks on Major
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This enables the minor tickmarks to show in the same position of a major tickmark.

Indicator - Range Bar

Show Range Bar
Enables/disables the Value Range Bar.

Range Bar Color
This is used to set the color of the Value Range Bar.

Range Bar Background
This is used to set the background color of the Range bar.

Range Bar Thickness
This is used to set the Range Bar's thickness.

Range Bar Layout Index
This is used to set the Range Bar's depth index.

Range Bar Offset
This is used to set the space between the Range Bar segments.

Range Bar Animation

Enables/disables the Range Bar animation. When enabled, the bar will fill until it reaches the relative

position during animation.

Range Bar Clickable
Enables/disables interactivity with the Range Bar.

Indicator - Value Bar

Show Value Bar
Enables/disable the Value Bar.

Value Bar Color
This is used to set the Value Bar's color.

Value Bar Background Color
This is used to set the Value Bar's background color.

Value Bar Thickness
This is used to set the Value Bar's thickness.
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Value Bar Offset
This is used to set the distance between the Value Bar segments.

Value Bar Animation
Enables/disables the Value Bar animation. When enabled, the bar will fill until it reaches the relative
position during animation.

Value Bar Clickable
Enables/disables interactivity with the Value Bar.

Indicator - Labels

Label Color
This is used to set the color of the scale's labels.

Value Label Color
This is used to set the color of the numerical value on the label.

Engineering Unit Label Color
This is used to set the color of the value relating to the engineering unit.

Engineering Unit Label Offset
This is used to set the space between the text and borders of the label.

Label Orientation
This is used to set the orientation of the scale's labels.

Label Offset
This is used to set the distance between the scale's labels from the border.

Label String Format
This is used to set the labels' text format.

Show First Label
Enabling this will show the first label.

Show Last Label
Enabling this will show the last label.

Show Engineering Unit Label
Enabling this will show the engineering unit label.

Auto Hide Elements
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When this property is set to true, the elements will gradually disappear and the number of ticks will lessen
as the control is made smaller and as a consequence so will the labels. For example, as the object is
gradually made smaller, the numerical values will start to disappear in the order they are shown, along
with the ticks, the scale numeration, the indicator and the border and so forth.

When the property is set to False, all the elements will remain visible when the object is reduced in size
but may overlap each other as a consequence.

This behaviour is determined by the fact that when re-sizing the object, the
elements, such as the scale and fonts, do not re-size accordingly but remain their
initial set sizes.

If you wish to resize the object so that all its elements re-size accordingly, you will need create a symbol
with the object's initial sizes, and then when you re-size it (so that it becomes a ViewBox) all its elements
will re-size proportionately.

Indicator - Alarm Zone

Show Alarm Zone

Enables the corresponding Scale Zone (1,2 or 3) to show.

Scale Zone Color
This is used to set the color of the scale zone.

Alarm Scale Zone Start
This is used to set the scale zone's start position (zone 1, 2, 3).

Alarm Scale Zone End
This is used to set the scale zone's end position (zone 1, 2, 3).

Scale Zone Thickness
This is used to set the scale zone's thickness (zone 1, 2, 3).

Scale Zone Offset
This is used to set the offset between the scale zone segments (zone 1, 2, 3).

Scale Zone Layout Index
This is used to set the scale zone's depth.

Indicator - Scale

Minimum Value
This is used to set the allowed minimum value.

Maximum Value
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This is used to set the allowed maximum value.

Tag Min. Value
This replaces the minimum scale value with the linked variable value.

Tag Max Value
This replace the maximum scale value with the linked variable value.

Value Entry Limits for Controls
The EditDisplay, Gauge, LinearMeter, Slider and Potentiometer control types allow tag values to be
displayed and changed. When entering values, you will be able to define the Static Limits (defined in
Design mode) or Dynamic Limits (linking two runtime editable tags). In addition, these limits can also be
defined in the same Tag by means of the link to an Engineering Unit Tag. The priorities with which these
limits are used to intervene depend on certain settings. Below are listed the cases in which these limits
may intervene:

4.

Style

The Tag is not linked to an Engineering Unit. In this situation, only the Static Limits or the
Dynamic Limits are considered. The Dynamic Limits always have priority over Static Limits,
therefore, if Tags have been insert to manage the Dynamic Limits in the object, these will be used
instead of the Static Limits at Runtime.

The Tag is linked to an Engineering Unit and has been set with Static Limits and not Dynamic
Limits. In this case, the control's "Enable Engineering Unit" property comes into play. When the
property is enabled, the control will inherit the Tag's Engineering Unit's limits and will only use
those. Conversely, if the control's "Enable Engineering Unit" property is disabled, the most
restrictive limits (both the minimum and maximum) will be considered between the Engineering
Units and the Static Limits. For instance, supposing that the Engineering Unit limits are min=0
and max=100 and that the control's Static Limits are min=10 and max=200, the control will then
use min=10 and max=100 as limits (the maximum of the minimums and the minimum of the
maximums).

The Tag has been linked with a Engineering Unit and set with Dynamic Limits. In this case, the
most restrictive limits will always be considered (both minimum and maximum) between the
Engineering Unit and the Dynamic Limits. For instance, supposing the Engineering Units are
min=10 and max=100 and that the control's Dynamic Limits are min=5 and max=90, the control
will then use

min=10 and max=90 as limits (the maximum of the minimums and the minimum of the
maximums).

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.
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Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Fonts

Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

e Normal
e Oblique

e ltalic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language
This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.
One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family
e Font Size
e Font Style
e Font Weight

When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:
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a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NEXT 4. 1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen” folder's " <NomeSinottico>.controls” file when deployed.

Label Font
This is used to set the font to use in the labels.

Label Value Font
This is used to set the font of the label's actual value.

Engineering Unit Font
This is used to set the engineering unit label's font.

Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
This is used to set the object's transparency level.
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Visibility
This is used to enable the object's visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

e For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the Ul.
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Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
“SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e FontSize
e Font Style
e Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.
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In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y* properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
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This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

Animations

Animations
This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.
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2.9. Buttons

There are two types of Movicon NEXT command buttons. One type have ON-OFF mechanics while the
other type execute COMMANDS. However, both these types are applied with the same styles leaving you
to select the one most appropriate according to the function type you wish to use.

Be reminded that the graphical Styles of each inserted object can be modified as
pleased but not their mechanics.

Buttons-Commands

In this Toolbox section you will find a vast range of buttons categorized by type and style. The main
characteristics of these button categories is that they can be associated to execute one or more specific
system Commands according to the options provided by the platform as described in "Using command
Objects"

Even though they all have the same styles as those in the Check-Box button category, they have been
designed to execute commands when the project is launched into runtime, such as Page Change, running
Scripts, Reports and performing operations in Tags such as Setting or resetting Tag values for example.

Tag

Tag
This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects".

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"

Button Settings

Click Mode
This is used to set the click mode to execute the command with (release, press, hover).

Pressed Icon
Ths is used to set an image to display on the button when in the pressed state.

Released Icon
This is used to set an image to display on the button when in the released state.

Checked Icon
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This is used to set an image to display on the button when in the 'selected’ state. This property is only
considered for Toggle Button types such as the CheckBox.

Disabled Icon

This is used to set the image to display when the button is in the disabled state and therefore not
clickable

Overlap Text on Image

When enabled, the button's text will display overlapping the image, otherwise the text will display at the
side of the image, each occupying half of the button.

Stretch Image
This is used to set how the image adapts to button:

e None: no adaption

e  Fill: the image will adapt to the size of the button. In this case the sizes of the image will adapt
to those of the button and the proportions might not be respected.

e Uniform: the image will be adapted to the size of the button by displaying the whole image and
keeping it to proportion. In this case the image might not cover the whole surface of the
button but will be in proportion.

e Uniform toFill: the image will be adapted to the size of the button keeping to the image's

proportions. In this case the image will always adapt to one of its sizes (height or width) but it
might be cut partly off either end.

Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Fonts

Font Size
This is used to set the size of the selected font.
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Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

e Normal
e Oblique

e ltalic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language
This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family
e Font Size
e Font Style
e Font Weight

When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NEXT 4.1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen” folder's "<NomeSinottico>.controls" file when deployed.

Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
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This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
This is used to set the object's transparency level.

Visibility
This is used to enable the object's visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
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This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

e For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the UI.

Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.
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Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
"SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e Font Size

e Font Style

e Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.

In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
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This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y* properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
This is used to preserve the added text string when the object is updated from the library.

Configurable Write Access Level
This is used to set the minimum access level allowed for editing/configuring the object at runtime.

Configurable Write Access Mask
This is used to set the access area to allow the objected to be edited/configured at runtime.

Animations

Animations
This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.
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These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.

Clocks

The Movicon clocks can be found in the 'Clocks' section in the ToolBox under two categories: Analog and
Digital. Like all the other toolbox objects, and especially the Analog version, their various components
can be customised in style and color.

Tag

Tag

This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects”.

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual

element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"

Clock Style - Dial

Enable Background
This is used to enable/disable the clock object's background.

Use System Time Zone
When enables, the clock object will use the PC's time zone.

Clock Time Zone
This allow you to set a custom time zone.

Show Clock Text
This enables the current time to be shown in digital format within the analogical clock.

Clock Style
This is used to set the style of the clock object.
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Show Hour Label
This is used to show the hour label on the clock face.

Label Orientation
This is used to set the label orientation type.

Seven Segment Format

Enabling this will display the time with a seven segment font which cannot be changed.

Clock Style - Hands

Hour - Minute - Second hand Style
These properties are used to set the styles of the hour, minute and second hands.

Handle Z-index
This is used to set the hand object's depth level.

Show Hour - Minute - Second hand
These properties are used to hide/show the hour, minute and seconds hands.

Enable hand animation
This is used to activate/deactivate the hand animation.

Clock Style - Pin

Pin Cap Style
This is used to set the clock object's pin cap style.

Pin Height
This is used to set the pin's height.

Pin Width
This is used to set the pin's width

Pin Cap Z-Index
This is used to set the pin cap's overlapping level.

Clock Style - Tickmark

Tickmark Style
This is used to set the style of the clock object's tickmarks.
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Major Tickmark Length
This is used to set the length of the clock object's major tickmarks.

Major Tickmark Z-Index
This is used to set the major tickmark depth on the clock object's scale.

Major Tickmark Thickness
This is used to set the thickness of the major tickmarks on the clock object's scale.

Major Tickmark Offset
This is used to set the distance between the major tickmarks and the clock object's border.

Show First Major Tickmark
This is used to show/hide the first major tickmark on the clock object's scale.

Show Last Major Tickmark
This is used to show/hide the last major tickmark on the clock object's scale.

Minor Tickmark Length
This is used to set the length of the clock object's minor tickmarks.

Minor Tickmark Z-Index
This is used to set the minor tickmark depth on the clock object's scale.

Minor Tickmark Thickness
This is used to set the thickness of the minor tickmarks on the clock object's scale.

Minor Tickmark Offset
This is used to set the distance between the minor tickmarks and the clock object's border.

Show Minor Tickmarks on Major
This is used to show/hide minor tickmarks on major tickmarks.

Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment
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This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Clock Text Color
This is used to set the color of the time in text format.

Clock Text Background Color
This is used to set the background color of the time in text format.

Clock Background Color
This is used to set the clock's background color.

Label Text Color
This is used to set the label's text color.

Hour - Minute - Second Hand Color
These properties are used to set the respective hand colors.

Fonts

Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

e Normal
e Oblique

e ltalic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language

This property is used to define a specific Font to be used by the object at runtime for each of the project's

languages. In this way, the object will apply the desired Font according to which language is activated.
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One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family

e FontSize

e Font Style

e Font Weight
When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NExT 4.1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen" folder's "<NomeSinottico>.controls" file when deployed.

Font Orario
permette di impostare lo stile dell'orario attuale in formato testuale.

Font Tacche Orologio
Permette di impostare lo stile del carattere delle etichette.

Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.
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Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
This is used to set the object's transparency level.

Visibility
This is used to enable the object's visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).
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Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the Ul.

Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
“SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.
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Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e Font Size
e Font Style
e Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.

In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.
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Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y" properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

Animations

Animations
This property gives access to the window containing dynamic animation commands that can be
associated to the object.
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Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.

2.10. DB Connectors

DB Grid Control

The "DB Connector” Grid object has been designed to create a connection to a table created in a
database even in those cases when it is not managed by the Movicon.NEXT resources.

The Database connection can be created with a query using the smart properties.

The grid will display data from the table at runtime.

The Grid Control has other smart properties such as:”Allow Add New”, “Allow Remove”, “Allow Edit".
These properties allow you to add a new recording by adding a row to the grid, remove a row and its

relative record from the DB table or edit the value of one or more grid cells.

e The Grid object can also be used to display the result of a view.

Tag

Tag

This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects".

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual

element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"

DB Connector Grid
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Minimum Row Height
This is used to set the minimum row height.

Inhibit cell selection
When enabled, allows the entire row to be selected to inhibit cell editing.

Show Cell Border
This is used to display/hide the border of the rows that compose the Grid.

Graphic Buttons
Enabling this will display the object's buttons with icons instead of text.

Allow Edit
This is used to enable the editing of the object at runtime.

Allow Add New
This is used to enable the command that adds a new row to the grid.

Allow Remove
This is used to enable the command that removes selected rows from the grid.

Max. Transactions
This is used to enter the maximum transactions to be used for each recording.

Object Configuration
See chapter below on Smart Properties

Layout Configuration
This is uses to configure the object's layout, such as for example adding/removing columns to be
displayed at runtime.

Allow Primary Key Changes
This allows the value of the primary key column to be edited.

Show Best Fit Button
This enables the button in the Grid object's top bar that is used to automatically adapt the layout of the
columns so they fit within the object.

Show Group Box
This is used to show/hide the group box.

Show Search Box
This is used to show/hide the search box.

Show Filter Box
This is used to show/hide the filter box.

94



Show Command Buttons
This is used to show/hide the command buttons.

User Based Runtime Settings
Enabling this option will allow the object's style to be customized based on user at runtime.

Threshold Images
Enabling this will show the various images set for each threshold using the Smart Properties.

Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Column Background Color
This is used to set the Grid columns' background color.

Column Text Color
This is used to set the text color of the Grid's columns.

Row Text Color
This is used to set the text color of the Grid's rows.

Selected Row Background Color
This is used to set the background color of the selected row/s.

Selected Row Text Color
This is used to set the text color of the selected row/s.

Cell Border Color
This is used to set the color of the border of the rows composing the Grid.

Selected Cell Background Color




This is used to set the background color of the selected cell/s.

Selected Cell Text Color
This is used to set the selected cell/cells' text color.

Fonts

Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

¢ Normal
e Oblique
e talic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language
This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family

Font Size

Font Style
Font Weight

When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NEXT 4. 1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen" folder's "<NomeSinottico>.controls" file when deployed.
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Row Area Font Settings
This is used to set the font for the columns' data areas.

Header Font Settings
This is used to set the font type for the column headers.

Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.
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Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the Ul.

Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
“SetVariableValue". This option is deactivated to improve performances when opening screens.
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Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family

e Font Size

e Font Style

e Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.

In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style

This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code

This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size

This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.
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Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y" properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
This is used to preserve the added text string when the object is updated from the library.

Configurable at Runtime
Enabling this will allow the object to be configurable at runtime with an appropriate modal window.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

Configurable Write Access Level
This is used to set the minimum access level allowed for editing/configuring the object at runtime.
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Configurable Write Access Mask
This is used to set the access area to allow the objected to be edited/configured at runtime.

Animations

Animations
This property gives access to the window containing dynamic animation commands that can be

associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating

to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.

Smart Properties (object configuration)

[~] Control DataSource Editor
Name Title Visible Edstable Connected Images 1
* UtcTimeCol UtcTieneCol v (=]

LocalTimeCol LocalTimeCol )

v
an v [
v

[

oS

Image Colomn

Add Bements Cancel Elements Clear Elements

Image File Activation Value Text Postion

Hidden ~

Control Data Source Editor

101



Allows you to define the data source and query.

0 The database must be accessible while configuring the connection string and
data extraction query to obtain the grid structure with the necessary columns,
otherwise the data will not be displayed.

o Please pay extra attention to the fact that the string and query are case sensitive
in WebHMI projects running on Linux OS.

Name
Name of the column resulting from the query.

Title
Title of the column shown in the object.

Visible
Shows the columns resulting from the query.

Editable
Makes each column row editable.

Connected Images
Allows you to add images to display for each threshold and which can be set using the smart properties
popup.

Combo Box

This object comes from the "Dialog Box" category and can be configured by inserting a list of strings
separated by the “|" character, or by setting a query to retrieve data from a DB table. Data is not entered
but selected from the drop down menu which opens when clicking the arrow.

Tag

Tag
This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects”.

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"
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Combo Box

Source Reader Settings
This editor allows you to populate the Combo Box with the items from a DB column.

Item List
This allows you to add combo box items using a string. Each item must be separated by the 'Pipe’
character e.g. 1|23

Tag Item Source
This is used to select the variable from which to obtain the displayed source data

Text
This is used to set a predefined text to show within the text box.

Selected Index
This is used to set the index value for the first item on the list.

Toggle Button Size
This is used to set the size of Toggle Button to open list.

Read Only
When enabled, this property forces the Combo Box as a read only object and therefore the user will not
be able to change the value within it.

Preserve User Input
When enabled, allows the value entered by the user to be used in cases of matching items on a drop
down list.

Allow Editing
When enabling this property, it will be possible to edit the Combo Box value manually at runtime.

Keep Open on Edit
Enable this so that the drop-down window stays open while editing the value within the text box.

Keep Items Synchronized
This allows the various item to stay synchronized with their respective sources.

Style

Background Color
This is used to set the container's background color.

103



Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Fonts

Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

¢ Normal
e Oblique

e talic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language
This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family
e FontSize

e Font Style

e Font Weight

When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one

104



language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NEXT 4.1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen” folder's " <NomeSinottico>.controls" file when deployed.

Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
This is used to set the object's transparency level.

Visibility
This is used to enable the object's visibility.
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Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the Ul.

Is Focusable
Activates / Deactivates focus on the object.
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Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
"SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e Font Size
e Font Style
e Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.
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In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level”, "Zoom Level Visibility X" and "Zoom Level Visibility Y* properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
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This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level

This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

Animations

Animations

This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.
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DB List Box

The Movicon NEXT List Box objects are components that can be inserted anywhere on screen in order to
display lists of items. A numeric or string type variable can be associated to this object. Each row of the
list corresponds to a numeric value that is made available in the variable associated to the object if this
variable is numeric type. If the variable is string type, it will be updated with the selected Item's text. Each
time a row is selected, the List Box's variable is updated with the corresponding numeric value (the value
is progressive, starting from 0 to indicate the first row) or with the selected Item's text.

Tag

Tag
This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects".

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual

element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"

ComboBox

Source Reader Setting
This editor allows you to populate the Combo Box with the items from a DB column.

Item List

This is used to add combo box items using a string. Each item must be separated by the "Pipe" character,
eg. "12|3"

Selected Index
This is used to set the index value for the first listed item.

Selection Mode
This is used to set the selection mode type of items on the list.

Keep Items Synchronized
This keeps the selected item synchronized with the relative source.

Style
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Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Fonts

Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

e Normal
e Oblique

e [talic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language
This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family
e Font Size

e Font Style

e Font Weight

When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.
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The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NEXT 4. 1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen” folder's " <NomeSinottico>.controls” file when deployed.

Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
This is used to set the object's transparency level.
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Visibility
This is used to enable the object's visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

e For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the Ul.
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Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
“SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e FontSize

e Font Style

e Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.
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In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y* properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
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This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

Animations

Animations
This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.
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DB Pivot Grid

The Pivot Grid object is used for creating a pivot table to display multi-dimensional data analysis. The
Pivot Grid allows large amounts of data to be summarized and represented in a table where it can then be
sorted, grouped and filtered. Users can personalize the table layout according to the type of analysis they
wish to perform. This is simply done by dragging & dropping the specific items within the table as
desired.

Tag

Tag
This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects".

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"

Pivot Grid

Object Configuration
See chapter below on Smart Properties

Layout Configuration
This is uses to configure the object's layout, such as for example adding/removing columns to be
displayed at runtime.

Show Grand Total Row
Enables the grand total row to show.

Show Total Row
Enables the total row to show.

Show Header Row
Enables the header row to show.

Show Grand Total Column
Enables the Grand Total Column to show.

Show Grand Total Column Header
Enables the Grand Total Column Header to show.

Show Total Column
Enables the total column to show.
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Show Header Column
Enables the Header Column to show.

Show Column Headers
Enables the column headers to show.

Show Filter Headers
Enables the filter headers to show.

Show Totals for single values
Enables the totals for single values to show.

Show Prefilter Panel
Enables the prefilter panel to show.

Graphic Buttons
Enable to use icons in toolbar.

User Based Runtime Settings
Enabling this option will allow the object's style to be customized based on user at runtime.

Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Fonts

Font Size
This is used to set the size of the selected font.
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Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

e Normal
e Oblique

e ltalic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language
This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family
e Font Size
e Font Style
e Font Weight

When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NEXT 4.1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen” folder's "<NomeSinottico>.controls" file when deployed.

Row Area Font
This is used to set the font for the row's area.

Header Font
This is used to set the font for the column header.

Layout

Position X
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This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
This is used to set the object's transparency level.

Visibility
This is used to enable the object's visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General
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This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the UI.

Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
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executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
"SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e Font Size

e Font Style

e Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.

In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
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This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y" properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.
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Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

Configurable Write Access Level
This is used to set the minimum access level allowed for editing/configuring the object at runtime.

Configurable Write Access Mask
This is used to set the access area to allow the objected to be edited/configured at runtime.

Animations

Animations
This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.

Smart Properties

Name
Name of the resulting column from the query.

Title
Title of the column displayed in the object.

Visible
This allows the resulting column form the query to be displayed.
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2.11. Dialog Boxe

Switch Buttons, Lights and Checkboxes

The Movicon NEXT buttons are divided into two types according to their mechanics but they all have the
same style properties. Some buttons have ON-OFF mechanics while others execute COMMANDS.
Therefore you must insert the button type that is most appropriate for the functionality needed.

Be reminded that the styles of each object you insert on screen can be modified
graphically but their mechanics cannot.

Buttons-Digital Checkboxes

In Toolbox section you will find a vast range of buttons by type and style. The main characteristic of this
category is the possibility to associate a variable for toggling between 0 and 1 (On-Off command).

Even though this object's styles are the same as those of the command buttons, its "Check-Box"
mechanics require you to associate it a Tag variable. This can be done by using the Drag & Drop
techniques or by associating the Tag using the properties or quick select menu.

CheckBox

The checkBox is a classical two state selector button. A Movicon NEXT variable can be associated to this
control and set to the "0" value (unchecked box) or the "1" value (checked box) according to the state of
the box.

The state can be selected with a mouse click or using the keyboard to select the by selecting the
component with the TAB or MAIUSC+TAB keys and pressing ENTER.

Lamps

Lamps are luminous indicators that are used to represent the state of the connected variable. This is done
by using the behaviour properties to set them to display based on two or three state mechanics.

These objects are read only for default but it is also possible to control the assigned variables through
their associated properties.

Toggle Switches

The MoviconNExT Switches and Selectors are used to execute toggle commands or set project variables.
These elements are accessible through the "Buttons Switches" group in the toolbox and a major part of
their functions and properties resemble those belonging to the checkboxes. As with the objects from the
"Buttons-Checkbox" group, they can be set with tri-state mechanics to assume three different positions.
The tri-state mechanics enable the set variable to be modified to assume a new value each time the
switch or selector area is clicked on. Therefore with each click the variable passes from the zero value to
value one then value two and then back to the zero value.

The switch/selector's image changes in function with the new variable value, alternating between three
possible images: switch/selector in zero position, switch/selector in position one and
switch/selector in position two. The variable can also be set by keeping the mouse button pressed
down on the selector and moving it to another position. In this case the variable will be set to the new
value only when the mouse button is released and the switch/selector is in a different position from the
one it started with.

e To exploit the tri-state animation to the full, use the switches from the "Selector 3P" sub
class which are graphically preset for this type of use.
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Tag

Tag
This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects”.

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"”

Button Settings

Click Mode
This is used to set the click mode to generate the command execution (release, press, hover).

Is Three State
If provided, this option is used to set the button as three-state (only available for Checkboxes).

Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Back Color When ON
This is used to set the object's back color which will change when object is active.

Fonts
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Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

e Normal
e Oblique
e ltalic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language
This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family
e Font Size
e Font Style
e Font Weight

When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NEXT 4.1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen" folder's "<NomeSinottico>.controls" file when deployed.

Layout

Position X
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This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
This is used to set the object's transparency level.

Visibility
This is used to enable the object's visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General
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This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the UI.

Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
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executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
"SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e Font Size

e Font Style

e Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.

In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
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This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y" properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.
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Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

Animations

Animations
This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.

Check Box Array

The Check Box Array is a set of classic two state selection buttons and which distinquishes itself from the
ordinary "Check Box" by having the possibility to associate various check boxes to the one same

control. Therefore, a Movicon.NEXT variable can be associated which will set to "0" (unchecked box) or "1"
(checked box) according the box's status.

The status is selected with a mouse click or by using the TAB or MAIUSC+TAB keys on the keyboard and
pressing ENTER.

Tag

Tag
This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects".

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.
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Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"

Check Box

Orientation
This is used to orientate the various Check Boxes within the control.

No. of Check Boxes
This is used to set the number of Check boxes to display.

Check Box Text
This is used to customize the text associated to all the check boxes within the control.

Check Box Size
This is used to set the size of the various checkboxes within the control.

Check Box Index Format
This is used to define the which format to show the index of each checkbox with.

Check Box Margins
This is used to define the check box margins.

Check Box Wrapping
Activating this property will adapt the checkboxes to the space available within the control.

Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Border Color
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This is used to select a color for the check box borders.

Fonts

Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

e Normal
e Oblique

e talic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language
This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family

Font Size

Font Style
Font Weight

When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NExT 4.1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen" folder's "<NomeSinottico>.controls" file when deployed.
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Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
This is used to set the object's transparency level.

Visibility
This is used to enable the object's visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
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This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the Ul.

Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.
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Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
"SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e Font Size
e Font Style
e Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.

In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style

This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code

This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
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This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level”, "Zoom Level Visibility X" and "Zoom Level Visibility Y* properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
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This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

Animations

Animations
This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.

Combo Box

This object comes from the “Dialog Box" category and can be configured by inserting a list of strings
separated by the “|" character, or by setting a query to retrieve data from a DB table. Data is not entered
but selected from the drop down menu which opens when clicking the arrow.

Tag

Tag
This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects".

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.
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Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"”

Combo Box

Source Reader Settings
This editor allows you to populate the Combo Box with the items from a DB column.

Item List

This allows you to add combo box items using a string. Each item must be separated by the 'Pipe'
character e.g. 1|23

Tag Item Source
This is used to select the variable from which to obtain the displayed source data

Text
This is used to set a predefined text to show within the text box.

Selected Index
This is used to set the index value for the first item on the list.

Toggle Button Size
This is used to set the size of Toggle Button to open list.

Read Only

When enabled, this property forces the Combo Box as a read only object and therefore the user will not
be able to change the value within it.

Preserve User Input

When enabled, allows the value entered by the user to be used in cases of matching items on a drop
down list.

Allow Editing
When enabling this property, it will be possible to edit the Combo Box value manually at runtime.

Keep Open on Edit
Enable this so that the drop-down window stays open while editing the value within the text box.

Keep Items Synchronized
This allows the various item to stay synchronized with their respective sources.

Style
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Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Fonts

Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

e Normal
e Oblique

e ltalic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language

This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with

a custom Font regarding the following characteristics of:
e Font Family
e Font Size
e Font Style
e Font Weight
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When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one

language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NEXT 4. 1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen" folder's " <NomeSinottico>.controls” file when deployed.

Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
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This is used to set the object's transparency level.

Visibility
This is used to enable the object's visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

e For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the Ul.
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Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
“SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e FontSize
e Font Style
e Font Weight
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In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.

In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y* properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.
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Preserve Text
This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

Animations

Animations
This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.
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Group Box

This object is used to frame groups of object items of the same kind.
within the frame and the heading (Groupbox) can be changed accordingly.

Tag

Tag

The object Items can be collocated

This allows you to display and assign a variable to the selected object as described in topic: "Assigning

Tags to objects".

Expression and Reverse Expressions

This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"

or to define a formula as described in topic: "other expressions"

Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Fonts
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Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

¢ Normal
e Oblique

e |talic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language
This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family

Font Size

Font Style
Font Weight

When needing to activate a language that has not been defined in the object’'s FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NExT 4.1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen" folder's "<NomeSinottico>.controls" file when deployed.

Visibility

Transparency
This is used to set the object's transparency level.
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Visibility
This is used to enable the object's visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

e For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the Ul.
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Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
"SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e FontSize

e Font Style

e Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.
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In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y* properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
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This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

Animations

Animations
This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.
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DB List Box

The Movicon NEXT List Box objects are components that can be inserted anywhere on screen in order to
display lists of items. A numeric or string type variable can be associated to this object. Each row of the
list corresponds to a numeric value that is made available in the variable associated to the object if this
variable is numeric type. If the variable is string type, it will be updated with the selected Item's text. Each
time a row is selected, the List Box's variable is updated with the corresponding numeric value (the value
is progressive, starting from 0 to indicate the first row) or with the selected Item's text.

Tag

Tag

This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects".

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"

ComboBox

Source Reader Setting
This editor allows you to populate the Combo Box with the items from a DB column.

Item List

This is used to add combo box items using a string. Each item must be separated by the "Pipe" character,
eg. "12|3"

Selected Index
This is used to set the index value for the first listed item.

Selection Mode
This is used to set the selection mode type of items on the list.

Keep Items Synchronized
This keeps the selected item synchronized with the relative source.
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Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Fonts

Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

e Normal
¢ Oblique

e |talic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language
This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family
e FontSize

e Font Style
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e Font Weight

When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NEXT 4.1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the
project's "Screen” folder's "<NomeSinottico>.controls" file when deployed.

Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility
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Transparency
This is used to set the object's transparency level.

Visibility
This is used to enable the object's visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
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This is enabled for default to allow user interactivity with the object in the UL.

Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
"SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e Font Size

e Font Style
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e Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.

In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y" properties.

Preserve Tag
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This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

Animations

Animations
This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.
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Option Button

This is a typical Option Button to which a Movicon NEXT variable can be associated to obtain a
progressive numeric value based on the box selected. For example, the variable will obtain the "0" value
when the first box is selected and the "1" when the second box is select and so forth. The number of
options to display is set using the object's properties.

The options are selected with a mouse click or by using the keyboard.

Tag

Tag

This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects”.

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual

element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"”

Combo Box

Source Reader Setting
This editor allows you to populate the Combo Box with the items from a DB column.

Item List
This is used to insert combobox items using a static string.

Selected Index
This is used to set the index value for the first listed item.

Bullet Size
This is used to set the size of the selectable box.

Option Item Size
This is used to set the size of the listed option items.

Keep Items Synchronized
Enabling this will keep the selected items synchronized with the relative source.

160



Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Fonts

Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

e Normal
e Oblique

e ltalic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language

This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with

a custom Font regarding the following characteristics of:
e Font Family

e Font Size
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e Font Style
e Font Weight

When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one

language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NEXT 4. 1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen" folder's " <NomeSinottico>.controls" file when deployed.

Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility
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Transparency
This is used to set the object's transparency level.

Visibility
This is used to enable the object's visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
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This is enabled for default to allow user interactivity with the object in the UI.

Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
“SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings

This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e FontSize

e Font Style
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e Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.

In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y" properties.

Preserve Tag
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This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

Animations

Animations
This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.

166



Spin Button

This button is used for increasing/decreasing the tag associated to it by one value, specified by the user,
using the classic arrow spin function.
This object is usually displayed in other display objects by means of enabling the Enable Spin option.

Tag

Tag
This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects".

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.
Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"

Indicator - Basic Aspect

Engineering Unit
This is used to set the name of the engineering unit. For further information please see chapter: "Using
Engineering Units"

Use Engineering Unit Value
Enable this to use the engineering unit value for the object's Min. and Max. values.

Indicator — Scale

Minimum Value
This is used to set the allowed minimum value.

Maximum Value
This is used to set the allowed maximum value.

Tag Min. Value
This replaces the minimum scale value with the linked variable value.

Tag Max Value
This replace the maximum scale value with the linked variable value.
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Value Entry Limits for Controls
The EditDisplay, Gauge, LinearMeter, Slider and Potentiometer control types allow tag values to be
displayed and changed. When entering values, you will be able to define the Static Limits (defined in
Design mode) or Dynamic Limits (linking two runtime editable tags). In addition, these limits can also be
defined in the same Tag by means of the link to an Engineering Unit Tag. The priorities with which these
limits are used to intervene depend on certain settings. Below are listed the cases in which these limits
may intervene:

5.

The Tag is not linked to an Engineering Unit. In this situation, only the Static Limits or the
Dynamic Limits are considered. The Dynamic Limits always have priority over Static Limits,
therefore, if Tags have been insert to manage the Dynamic Limits in the object, these will be used
instead of the Static Limits at Runtime.

The Tag is linked to an Engineering Unit and has been set with Static Limits and not Dynamic
Limits. In this case, the control's "Enable Engineering Unit" property comes into play. When the
property is enabled, the control will inherit the Tag's Engineering Unit's limits and will only use
those. Conversely, if the control's "Enable Engineering Unit" property is disabled, the most
restrictive limits (both the minimum and maximum) will be considered between the Engineering
Units and the Static Limits. For instance, supposing that the Engineering Unit limits are min=0
and max=100 and that the control's Static Limits are min=10 and max=200, the control will then
use min=10 and max=100 as limits (the maximum of the minimums and the minimum of the
maximums).

The Tag has been linked with a Engineering Unit and set with Dynamic Limits. In this case, the
most restrictive limits will always be considered (both minimum and maximum) between the
Engineering Unit and the Dynamic Limits. For instance, supposing the Engineering Units are
min=10 and max=100 and that the control's Dynamic Limits are min=5 and max=90, the control
will then use

min=10 and max=90 as limits (the maximum of the minimums and the minimum of the
maximums).

Spin Control

Spin Step
This is used to set the increase/decrease imposta il passo per I'incremento/decremento valore.

Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
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This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Fonts

Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

e Normal
e Oblique
e ltalic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language
This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family
e FontSize
e Font Style
e Font Weight

When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NEXT 4.1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.
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b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the
project's "Screen" folder's "<NomeSinottico>.controls" file when deployed.

Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
This is used to set the object's transparency level.

Visibility
This is used to enable the object’s visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
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This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

e For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive

When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the UI.

Is Focusable
Activates / Deactivates focus on the object.

Unit Converter

This is used to set a converter type for the variables associated to the object. If not already done so, set

the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.
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Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
“SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family

Font Size

Font Style
Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.

In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.
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Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y* properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text

This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
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This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

Animations

Animations
This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.

2.12. Displays

The Movicon NEXT Displays are components which can be inserted anywhere on screen for dynamically
displaying variables.

The display object is used for showing figures or strings whose value is the content of the associated
variable that can be set and configured using the 'properties window"'.

The Display objects are available from the ToolBox "Displays" Group.

The Display object also allows the operator to modify the value of the associated variable. This is done by
selecting the Display and entering the value desired or using the spin arrow command at the side to
increase or decrease the value being displayed. The Display object can also be set to read only using the
appropriate property.
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e The CalendarEditDisplay object is used to select a date but not the time. If a format is
defined in the "Display Format String" property that includes the time as well, this
format will be applied so that when selecting a date, the hour will also be added and
declared as 00.00:00.

The Display shows the value of the variable assigned during project runtime time with the stile and size
set using the its associated properties.

Tag

Tag
This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects".

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"

Stat Def
When a variable has been enabled with statistics and inserted in the Tag field, it is possible to select one
of below Tag values to display in the Display:
e None: current variable value (default)
¢  Min: minimum value assumed by the variable.
e Max: maximum value assumed by the variable.
e Average: variable's calculated average value.
e NumUpdate: number of variations undergone by the variable.
e TotalTimeOn: the total time with which the variable maintained a value other than zero.

Use the "Time Span Format" property to customize how the value is to be
displayed.

Limits
Minimum Value
This is used to set the allowed minimum value.

Maximum Value
This is used to set the allowed maximum value.

Tag Min. Value
This replaces the minimum scale value with the linked variable value.

Tag Max Value
This replace the maximum scale value with the linked variable value.
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Value Entry Limits for Controls
The EditDisplay, Gauge, LinearMeter, Slider and Potentiometer control types allow tag values to be
displayed and changed. When entering values, you will be able to define the Static Limits (defined in
Design mode) or Dynamic Limits (linking two runtime editable tags). In addition, these limits can also be
defined in the same Tag by means of the link to an Engineering Unit Tag. The priorities with which these
limits are used to intervene depend on certain settings. Below are listed the cases in which these limits
may intervene:

1.

The Tag is not linked to an Engineering Unit. In this situation, only the Static Limits or the
Dynamic Limits are considered. The Dynamic Limits always have priority over Static Limits,
therefore, if Tags have been insert to manage the Dynamic Limits in the object, these will be used
instead of the Static Limits at Runtime.

The Tag is linked to an Engineering Unit and has been set with Static Limits and not Dynamic
Limits. In this case, the control's "Enable Engineering Unit" property comes into play. When the
property is enabled, the control will inherit the Tag's Engineering Unit's limits and will only use
those. Conversely, if the control's "Enable Engineering Unit" property is disabled, the most
restrictive limits (both the minimum and maximum) will be considered between the Engineering
Units and the Static Limits. For instance, supposing that the Engineering Unit limits are min=0
and max=100 and that the control's Static Limits are min=10 and max=200, the control will then
use min=10 and max=100 as limits (the maximum of the minimums and the minimum of the
maximums).

The Tag has been linked with a Engineering Unit and set with Dynamic Limits. In this case, the
most restrictive limits will always be considered (both minimum and maximum) between the
Engineering Unit and the Dynamic Limits. For instance, supposing the Engineering Units are
min=10 and max=100 and that the control's Dynamic Limits are min=5 and max=90, the control
will then use

min=10 and max=90 as limits (the maximum of the minimums and the minimum of the
maximums).

Calendar Display

Null Text
This is used to set a text to display when the value is "null".

Read Only
This is used to set the object as 'Read Only'.

Display Format String
This is used to set the text string Format to display (calendar).

Date-Time Display

Read Only
This is used to set the object as 'Read Only".

Show Border
Shows or hide the object's border.
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Null Text
This is used to set a text to display when the value is "null".

Display Format String
This is used to set the text format to display. For further information please also see Standard format
strings and Custom format strings

Convert Format String
This is used to convert the format.

Display Settings

Spin Enabled
This is used to activate/deactivate the spin function.

Read Only
This is used to set the object as 'Ready Only".

Unit Label
This is used to set a unit of measure label in the Display. When this is not used, the measure unit defined
in the Engineering Unit associated to the variable will be used if defined.

Show Thousands Separator
This property is used to display a thousands separator in the display.

Border Thickness

This is used to set the display's border thickness in pixels.

Spin Position
This is used to move the position of the spin in the display.

Spin Size
This is used to change the size of the spin.

Spin Step
This is used to set the increase/decrease step value for the spin button.

Enable Out of Range Icon
This is used to enable the out of value range management.

Use Engineering Unit Limits
Enabling this object property, the object will use the limits defined by the Engineering Unit linked to the
Tag and will ignore the set the static limits it was set with. Otherwise, the limits used will be the most
restrictive minimum and maximum limits between the Static Limits and that of the Engineering Unit linked
to the Tag.
This property will be ignored when the object has been set with Dynamic Limits.
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In addtion, when this property is enabled, the object will also inherit the Unit of Measure defined in the
Engineering Unit linked to the Tag. When the Unit of Measure is also defined in the object, this will have
priority over the one defined in the Engineering Unit.

Password Style Digits

Enabling this will allow you hide the value in "Password" style.

Precision Digits
This is used to set the number of decimal digits to display.

o When floating point variable types are associated to the display, this parameter is
used to determine how many decimal digits are to be displayed. When integer
variable types are associated to the display, this parameter is used to display the
value with a floating point. For example, when setting this field to 2 and the
associated integer variable value is 123, it will be shown in the Display object as
1.23". In this case, the minimum and maximum limits and the spin step will not
take into account the format set in the display but, instead, will always work with
the variable's integer value. For example, with a decimal digit and a maximum
limit of *100', it will possible to edit the variable with a maximum value equal to
100" which will therefore show in the Display object as '10.0".

Time Span Format
This is used to specify a custom format to display the value for the "Total Time On" statistics.

e Standard format strings for Date/Time values
The standard Date/Time format strings contain one character. This character defines the model
used for representing the value (and in which mode to display the number of years, months and

so on).
Result of
Format o formatting a
Soecifier Description |sample value
P (March 25 2019
12:00:00)

d Short date 3/25/2019
pattern

D Long date Monday, March 25,
pattern 2019

A Short time 12:00 AM
pattern

T tong time 145 60:00 AM
pattern

‘ Full date/time |Monday, March 25,
pattern 2003 12:00 AM

F Full date/time Monday, March 25,
pattern 2003 12:00:00 AM
Saetr:j;?r;e 3/25/2019 12:00

: AM
pattern
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General
date/time
pattern

3/25/2019 12:00:00
AM

Custom format Strings for Date/Time
To create models for Date/Time values, you will need to combine the strings listed in the table

below. These strings represent the year, month, day, number and so on in different formats.

Symbol

Yy

yyyy

MM

MMM

MMMM

dd

ddd

dddd

Symbol
hh

SS

tt

Result of
formatting a

Meaning sample value
(March 25 2019
12:00:00)

The last two

digits of the |19

year.

A four digit 5019

year

Th

e number 03

of the month

A short text
description of |Mar
the month

The full name

of the month March

The number
of the day

A short text
for the day of |Mon
the week

The full name

of the day of |Monday
the week

Date

separator. Its
appearance

depends on

regional

settings.

Meaning
Hours
Minutes
Seconds

If present
represent
data in
AM/PM
format
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Time
separator

e Custom format Strings for TotalTimeON statistic values

Symbol Meaning

hh Hours

mm Minutes

Ss Seconds

f Tenths of Seconds

. Hundredths of a
second

fff Milliseconds

You must always use "\" separator character.
Example:

e dd\.hh\:mm -> 30.10:20

e hh\:imm\:ss -> 10:20:52

e mm\ss -> 20:52

o dd\.hh\imm\:ss\.fff -> 30.10:20:52.657

A Customized DateTime format settings might not be supported in WebHMI.

Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Out of Range Icon Color
This is used to set the color of the out of range icon when displayed.
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Border Color
This is used to select the color of the display's border color.

Spin Color
This is used to change the color of the spin button.

Fonts

Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

e Normal
e Oblique

e ltalic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language
This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family

e Font Size

e Font Style

e Font Weight
When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NEXT 4.1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.
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b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen" folder's "<NomeSinottico>.controls" file when deployed.

Horizontal Text Align.
This is used to change the text's vertical alignment.

Vertical Text Align.
This is used to change the text's vertical alignment.

Unit Offset
Ready only value.

Text Offset
This is used to set the Imposta il Valore dello Spin per il quale si andra a modificare il valore visualizzato.

Text Wrapping
This is used to activate/deactivate the text wrapping to bump down text to the next line when overflowing
the display object.

Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
This is used to set the object's transparency level.
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Visibility
This is used to enable the object's visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

e For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the UI.
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Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
“SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e FontSize
e Font Style
e Font Weight
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In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.

In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y* properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.
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Preserve Text
This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

Animations

Animations
This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.
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2.13. Advanced Gauges and Arc Bargraphs

Gauges (Evolved)

The Movicon NEXT Gauges are configurable objects that are used to display specified variable values
graphically.
A Gauge comes with a Scale, Bar and indicator that can all be configured using the relative associated
properties.

Arc Bargraph

The Movicon NEXT dynamic arcs are configurable objects that display variable values graphically.
A dynamic Arc consists of a Scale and a Bar which can be configured using the relevant properties.

The graphical appearance of these objects can be customized using the theme
applications available in the relative stile properties of the various components.

Tag

Tag
This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects".

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual

element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"

Indicator - Basic Aspect

Gauge Style
This is used to set the basic style of the Gauge/Bargraph

Gauge Back Color
This is used to set the back color for the object's back color.

Scale Line Color
This is used to set the color of the scale line.

Start Angle
This is used to set where the angle starts.
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End Angle
This is used to set where the angle ends.

Engineering Unit
This is used to set the name of the engineering unit. For further information, please see: "Using
Engineering Units"

Show Value
Enabling this will show the exact value indicated by the indicator at that precise moment.

Use Engineering Unit Value
This allows the engineering unit values to be used for the object's min. and max. value.

Show Engineering Unit
This is used to enable/disable the engineering unit label.

Value Offset
This is used to set the value offset.

Value Format
This is used to set which value the format is to be displayed with.

Auto Hide Elements
When this property is set to true, the elements will gradually disappear and the number of ticks will lessen
as the control is made smaller and as a consequence so will the labels. For example, as the object is
gradually made smaller, the numerical values will start to disappear in the order they are shown, along
with the ticks, the scale numeration, the indicator and the border and so forth.

When the property is set to False, all the elements will remain visible when the object is reduced in size
but may overlap each other as a consequence.

This behaviour is determined by the fact that when re-sizing the object, the
elements, such as the scale and fonts, do not re-size accordingly but remain their
initial set sizes.

If you wish to resize the object so that all its elements re-size accordingly, you will need create a symbol
with the object's initial sizes, and then when you re-size it (so that it becomes a ViewBox) all its elements
will re-size proportionately.

Use Engineering Unit Limits
When enabling this property, the object will use the limits defined in the Engineering Unit linked to the
Tag and will ignore the static limits it was set with. Otherwise, the limits used will be those given by the
most restrictive minimum and maximum limits between the Static Limits and the Engineering Unit
associated to the Tag.
This property will be ignored when the object has been set with Dynamic Limits.
In addition, when this property is enabled, the object will also inherit the Unit of Measure set in the
Engineering Unit linked to the Tag. When the Unit of Measure has also been set in that object, this will
have priority over the one set in the Engineering Unit.
For further information, please see "Using Engineering Units"
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Indicator - Scale

Minimum Value
This is used to set the allowed minimum value.

Maximum Value
This is used to set the allowed maximum value.

Tag Min. Value
This replaces the minimum scale value with the linked variable value.

Tag Max Value
This replace the maximum scale value with the linked variable value.

Value Entry Limits for Controls
The EditDisplay, Gauge, LinearMeter, Slider and Potentiometer control types allow tag values to be
displayed and changed. When entering values, you will be able to define the Static Limits (defined in
Design mode) or Dynamic Limits (linking two runtime editable tags). In addition, these limits can also be
defined in the same Tag by means of the link to an Engineering Unit Tag. The priorities with which these
limits are used to intervene depend on certain settings. Below are listed the cases in which these limits
may intervene:

1. The Tag is not linked to an Engineering Unit. In this situation, only the Static Limits or the
Dynamic Limits are considered. The Dynamic Limits always have priority over Static Limits,
therefore, if Tags have been insert to manage the Dynamic Limits in the object, these will be used
instead of the Static Limits at Runtime.

2. The Tag is linked to an Engineering Unit and has been set with Static Limits and not Dynamic
Limits. In this case, the control's "Enable Engineering Unit" property comes into play. When the
property is enabled, the control will inherit the Tag's Engineering Unit's limits and will only use
those. Conversely, if the control's "Enable Engineering Unit" property is disabled, the most
restrictive limits (both the minimum and maximum) will be considered between the Engineering
Units and the Static Limits. For instance, supposing that the Engineering Unit limits are min=0
and max=100 and that the control's Static Limits are min=10 and max=200, the control will then
use min=10 and max=100 as limits (the maximum of the minimums and the minimum of the
maximums).

3. The Tag has been linked with a Engineering Unit and set with Dynamic Limits. In this case, the
most restrictive limits will always be considered (both minimum and maximum) between the
Engineering Unit and the Dynamic Limits. For instance, supposing the Engineering Units are
min=10 and max=100 and that the control's Dynamic Limits are min=5 and max=90, the control
will then use

4. min=10 and max=90 as limits (the maximum of the minimums and the minimum of the
maximumes).

Indicator - Marker

Show Marker
This is used to display/hide the marker.
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Marker Color
The is used to set the color of the marker.

Marker Border Color
This is used to set the marker's border color.

Marker Height
This is used to set the height of the marker.

Marker Width
This is used to set the width of the marker.

Marker Offset
This is used to set the space between and the marker and the border.

Marker Animation
This is used to activate/deactivate the maker's animation.

Marker Clickable
The is used to activate/deactivate the marker's interactivity. When activated the user will be able to set
the value directly by clicking and moving the marker.

Indicator - Dividers

Tickmark Style
This is used to set the object's tickmark style.

Major Tickmark Color
This is used to set the color of the major tickmarks.

Minor Interval Count
This is used to set the number of minor scale tickmarks.

Major Tickmark Length
This is used to set the major tickmarks on the object's scale.

Minor Tickmark Color
This is used to set the color of the minor tickmarks.

Major Interval Count
This is used to set the number of major scale tickmarks.

Minor Tickmark Length
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This is used to set the length of the minor tickmarks.

Major Tickmark Thickness
This is used to set the thickness of the major tickmarks.

Major Tickmark Offset
This is used to set the distance of the major tickmarks from the object's border.

Show First Major Tickmark
Shows/Hides the scale's first major tickmark.

Show Last Major Tickmark
Shows/Hides the scale's last major tickmark.

Minor Tickmark Offset
This is used to set the distance of the minor tickmarks from the object's border.

Minor Tickmark Thickness
This is used to set the thickness or the minor tickmarks.

Show Minor Tickmarks on Major

This enables the minor tickmarks to show in the same position of a major tickmark.

Indicator - Range Bar

Show Range Bar
Enables/disables the Value Range Bar.

Range Bar Color
This is used to set the color of the Value Range Bar.

Range Bar Background
This is used to set the background color of the Range bar.

Range Bar Thickness
This is used to set the Range Bar's thickness.

Range Bar Offset
This is used to set the space between the Range Bar segments.

Range Bar Animation

Enables/disables the Range Bar animation. When enabled, the bar will fill until it reaches the relative

position during animation.
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Range Bar Clickable
Enables/disables interactivity with the Range Bar.

Indicator - Labels

Label Color
This is used to set the color of the label.

Value Label Color
This is used to set the color of the values on the labels.

Engineering Unit Label Color
This is used to select the engineering unit label's text color.

Engineering Unit Label Offset
This is used to set the position of the engineering unit labels.

Label Orientation
This is used to set the scale's label orientation.

e This property is not supported in WebHMI and WebClient (SVG/HTML5)

Label Offset
This is used to set the distance of the scale's labels from the border.

Label Text Format
This is used to set the label's text format which for default is {0:0}. If you wish to keep two digits after the
point for example, you should set this field as {0:0.00}.

Show First Label
Enabling this will show the first scale's label.

Show Last Label
Enabling this will show the last scale's label.

Indicator - Needle

Show Needle
This is used to show/hide the needle.

Needle Style
This is used to set the needle's basic style.
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Needle Color
This is used to set the color of the needle.

Needle Start Offset
This is used to set the distance between the needle and the object's center in pixels.

Needle End Offset
This is used to set the distance between the point of the needle (end) and the object's border in pixels.

Needle Clickable
Attivates/Deactivates interactivity with needle. When activated, the user will be able to set the value
directly by clicking and moving the needle.

Needle Animation
Activates/deactivated the needle's animation.

Needle Layout Index
This is used to set the needle's depth level.

Indicator - Alarm Zone

Alarm Zone Visible
This is used to make the preselected scale zone (zones 1,2 or 3) visible/invisible.

Alarm Zone Start
This is used to set the start position of the preselected scale zone (zones 1,2 or 3).

Alarm Zone End
This is used to set the end position of the preselected scale zone (zones 1, 2 or 3).

Alarm Zone Thickness
This is used to set the zone's thickness (zones 1, 2, 3).

Alarm Zone Offset
This is used to set the space between the scale zones (zones 1, 2, 3).

Alarm Zone Color
This is used to set the color of the alarm zones (zones 1, 2, 3).

Indicator - Pivot

Pivot Style
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This is used to set the style of the pivot in the centre of the object.

Pivot Color
This is used to select a color for the pivot.

Pivot Height
This is used to select the height of the pivot in the centre.

Pivot Width
This is used to set the width of the pivot in the centre.

Spin Control

Minimum Value
This is used to set the minimum value allowed.

Maximum Value
This is used to set the maximum value allowed.

Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Fonts

Font Size
This is used to set the size of the selected font.
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Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

e Normal
e Oblique

e talic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language
This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.
One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family
e Font Size
e Font Style
e Font Weight

When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NEXT 4.1\WebHM IServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen” folder's " <NomeSinottico>.controls" file when deployed.

Label Font
This is used to set the font of the labels on the scale.

Value Label Font
This is used to set the font of the values.

Engineering Unit Font
This is used to set the font of the engineering unit labels.
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Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
This is used to set the object's transparency level.

Visibility
This is used to enable the object's visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.
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General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the UI.

Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
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When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
"SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e FontSize

e Font Style

e Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.

In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

198



Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y" properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text

This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
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This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not

correspond to the one set in the object, they will not be able to change the tag value.

Animations

Animations
This property gives access to the window containing dynamic animation commands that can be

associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.

2.14. Gauges

Movicon NExT's Fast Gauges are configurable objects that allow the defined variable values to be
displayed graphically.
A Fast Gauge comes with a scale, bar and needle that can be configured using the relevant associated

properties.
As a difference to the classic Gauge, this version is 'lighter' to load on screen and more performing even

though limited in its range of configurations.

Tag
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Tag
This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects".

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"

Indicator - Basic Aspect

Gauge Style
This is used to set the Gauge/Bargraph's base style.

Gauge Scale Radius
This allows you to set the percentage of gauge scale's radius.

Initial Angle
This is used to set the scale's initial angle measure.

Final Angle
This is used to set the scales final angle measure.

Engineering Unit
This is used to set the name of the engineering unit. For further information, please refer to the topic on
"Using Engineering Units"

Show Engineering Unit
Use this to enable/disable the engineering unit label.

Show Value
Enabling this will show the exact value being indicated by the needle in the object at that current time.

Use Engineering Unit Limits
When enabling this property, the object will use the limits defined in the Engineering Unit linked to the
Tag and will ignore the static limits it was set with. Otherwise, the limits used will be those given by the
most restrictive minimum and maximum limits between the Static Limits and the Engineering Unit
associated to the Tag.
This property will be ignored when the object has been set with Dynamic Limits.
In addition, when this property is enabled, the object will also inherit the Unit of Measure set in the
Engineering Unit linked to the Tag. When the Unit of Measure has also been set in that object, this will
have priority over the one set in the Engineering Unit.
For further information, please see "Using Engineering Units"
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Use Engineering Unit Limits
This allows the engineering unit's values to be used as the object's Min. and Max. values.

Value Text Spacing (Advanced)
This is used to set the space between the labels border and the text in pixels.

Numeric Value Format (Advanced)
This is used to set the value display format.

Indicator - Scale

Minimum Value
This is used to set the allowed minimum value.

Maximum Value
This is used to set the allowed maximum value.

Tag Min. Value
This replaces the minimum scale value with the linked variable value.

Tag Max Value
This replace the maximum scale value with the linked variable value.

Value Entry Limits for Controls
The EditDisplay, Gauge, LinearMeter, Slider and Potentiometer control types allow tag values to be
displayed and changed. When entering values, you will be able to define the Static Limits (defined in
Design mode) or Dynamic Limits (linking two runtime editable tags). In addition, these limits can also be
defined in the same Tag by means of the link to an Engineering Unit Tag. The priorities with which these
limits are used to intervene depend on certain settings. Below are listed the cases in which these limits
may intervene:

1.

The Tag is not linked to an Engineering Unit. In this situation, only the Static Limits or the
Dynamic Limits are considered. The Dynamic Limits always have priority over Static Limits,
therefore, if Tags have been insert to manage the Dynamic Limits in the object, these will be used
instead of the Static Limits at Runtime.

The Tag is linked to an Engineering Unit and has been set with Static Limits and not Dynamic
Limits. In this case, the control's "Enable Engineering Unit" property comes into play. When the
property is enabled, the control will inherit the Tag's Engineering Unit's limits and will only use
those. Conversely, if the control's "Enable Engineering Unit" property is disabled, the most
restrictive limits (both the minimum and maximum) will be considered between the Engineering
Units and the Static Limits. For instance, supposing that the Engineering Unit limits are min=0
and max=100 and that the control's Static Limits are min=10 and max=200, the control will then
use min=10 and max=100 as limits (the maximum of the minimums and the minimum of the
maximums).

The Tag has been linked with a Engineering Unit and set with Dynamic Limits. In this case, the
most restrictive limits will always be considered (both minimum and maximum) between the
Engineering Unit and the Dynamic Limits. For instance, supposing the Engineering Units are
min=10 and max=100 and that the control's Dynamic Limits are min=5 and max=90, the control
will then use
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4. min=10 and max=90 as limits (the maximum of the minimums and the minimum of the

maximums).

Indicator - Marker

Show Marker
Shows/Hides the Visualizza/Nasconde la punta della lancetta.

Marker Color
This is used to set the color of the marker.

Marker Border Color
This is used to set the color of the marker's border.

Marker height
This is used to set the marker's height.

Marker Width
This is used to set the marker's width.

Marker Style
This is used set the marker's style.

Marker border thickness (Advanced)
This is used to set the marker border's thickness.

Marker Spacing (Advanced)

This is used to set the space between the marker and the border.

Marker Position (Advanced)
This is used to set where to place the marker.

Indicator - Tickmarks

Tickmark Position
This is used to set the where to place the tickmarks.

Tickmark Color
This is used to set the tickmark color.

Number of Major Tickmarks

This is used to set the number of major tickmarks to show on the scale.
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Number of Minor Tickmarks
This is used to set the number of mine tickmarks to show on the scale.

Major Tickmark Length
This is used to set the length of the object's major scale tickmarks.

Minor Tickmark Length
This is used to set the length of the object's minor scale tickmarks.

Major Tickmark Spacing (Advanced)
This is used to set the space between the object's major scale tickmarks and its border.

Minor Tickmark Spacing (Advance)
This is used to set the space between the object's minor scaled tickmarks and its border.

Major Tickmark Thickness (Advanced)
This is used to set the thickness of the major tickmarks.

Minor Tickmark Thickness (Advanced)
This is used to set the thickness of the minor tickmarks.

Indicator - Range Bar

Range Bar Color
This is used to set the color of the Range Bar.

Range Bar Background Color
This is used to set the background color of the Range Bar.

Range Bar Thickness
This is used to set the thickness of the Range Bar.

Indicator - Labels

Label Color
This is used to set the color of the scale labels.

Value Label Color
This is used to set the color of the values on the labels.

EU Label Color
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This is used to select a test color for the engineering unit label.

Label Spacing (Advanced)
This is used to set the space between the scale labels and the border.

EU Label Offset (Advanced)
This is used to set the engineering unit labels' offset from the scale tickmarks.

Label Text Format (Advanced)
This is used to set the label text format, which is set to (0:0) for default. If you wish to keep the two
figures after the decimal point, use this setting:{0:0.00}

Indicator - Needle

Show Needle
This is used to hide/show the needle.

Needle Style
This is used to set the needle's style.

Needle Color
This is used to set the needle's color.

Needle Height
This is used to set the needle's height.

Needle Width
This is used to set the needle's width.

Indicator - Spindle Cap

Show Spindle Cap
Ticking this option box will show the spindle cap.

Spindle Cap Style
This is used to set the spindle cap's style.

Spindle Cap Color
This is used to set the spindle cap's color.

Spindle Cap Radius
This is used to set the spindle cap's radius.
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Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Fonts

Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

e Normal
¢ Oblique

e |talic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language
This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family
e FontSize

e Font Style
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e Font Weight

When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NEXT 4.1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.
b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

's " <NomeSinottico>.controls" file when deployed.

project's "Screen" folder's

Font Etichetta Valore
Permette di impostare lo stile del carattere del valore attuale.

Font Unita Ingegneristica
Permete di impostare lo stile del carettere dell'etichetta riguardante I'unita ingegneristica.

Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.
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Visibility

Transparency
This is used to set the object's transparency level.

Visibility
This is used to enable the object's visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.
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Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the UL.

Is Focusable
Activates / Deactivates focus on the object.

Unit Converter

This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
"SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.
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One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e FontSize

e Font Style

e Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.

In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
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This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y* properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

Animations

Animations
This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.
These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.
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0 If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.

2.15. Fast Meters

The Movicon NEXT "Fast Meters" are configurable objects that allow specified variable values to be
displayed graphically. "Fast Meter" objects are build with a "Scale" and "indicator" that can be configured
by setting the appropriate properties as desired.

Compared to the classic "Meter" objects, these "Fast Meter" objects are lighter to load on screen thus
more performing despite limited in its range of configurations.

Tag

Tag

This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects”.

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"

Indicator - Basic Aspect

Meter Style
This is used to set the Scale's base style.

Meter Orientation
This is used to set the object's orientation.

Engineering Unit
This is used to set the name of the engineering unit. For further information, please refer to "Using
Engineering Units".

Show Engineering Unit
Use this to enable/disable the engineering unit label.

Show Value
Shows the label with the current value associated to the Tag.
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Use Engineering Unit Limits
When enabling this property, the object will use the limits defined in the Engineering Unit linked to the
Tag and will ignore the static limits it was set with. Otherwise, the limits used will be those given by the
most restrictive minimum and maximum limits between the Static Limits and the Engineering Unit
associated to the Tag.
This property will be ignored when the object has been set with Dynamic Limits.
In addition, when this property is enabled, the object will also inherit the Unit of Measure set in the
Engineering Unit linked to the Tag. When the Unit of Measure has also been set in that object, this will
have priority over the one set in the Engineering Unit.
For further information, please see "Using Engineering Units" .

Value Text Offset (Advanced)
This allows you to set the space between the text and the label border.

Numeric Value Format (Advanced)
This is used to set the number format (e.g. 000.0).

Indicator - Scale

Minimum Value
This is used to set the allowed minimum value.

Maximum Value
This is used to set the allowed maximum value.

Tag Min. Value
This replaces the minimum scale value with the linked variable value.

Tag Max Value
This replace the maximum scale value with the linked variable value.

Value Entry Limits for Controls
The EditDisplay, Gauge, LinearMeter, Slider and Potentiometer control types allow tag values to be
displayed and changed. When entering values, you will be able to define the Static Limits (defined in
Design mode) or Dynamic Limits (linking two runtime editable tags). In addition, these limits can also be
defined in the same Tag by means of the link to an Engineering Unit Tag. The priorities with which these
limits are used to intervene depend on certain settings. Below are listed the cases in which these limits
may intervene:

1. The Tag is not linked to an Engineering Unit. In this situation, only the Static Limits or the
Dynamic Limits are considered. The Dynamic Limits always have priority over Static Limits,
therefore, if Tags have been insert to manage the Dynamic Limits in the object, these will be used
instead of the Static Limits at Runtime.

2. The Tag is linked to an Engineering Unit and has been set with Static Limits and not Dynamic
Limits. In this case, the control's "Enable Engineering Unit" property comes into play. When the
property is enabled, the control will inherit the Tag's Engineering Unit's limits and will only use
those. Conversely, if the control's "Enable Engineering Unit" property is disabled, the most
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restrictive limits (both the minimum and maximum) will be considered between the Engineering
Units and the Static Limits. For instance, supposing that the Engineering Unit limits are min=0
and max=100 and that the control's Static Limits are min=10 and max=200, the control will then
use min=10 and max=100 as limits (the maximum of the minimums and the minimum of the
maximums).

The Tag has been linked with a Engineering Unit and set with Dynamic Limits. In this case, the
most restrictive limits will always be considered (both minimum and maximum) between the
Engineering Unit and the Dynamic Limits. For instance, supposing the Engineering Units are
min=10 and max=100 and that the control's Dynamic Limits are min=5 and max=90, the control

will then use
4. min=10 and max=90 as limits (the maximum of the minimums and the minimum of the
maximums).

Indicator - Marker

Show Marker
This option allows you to display or hide the marker.

Marker Color
This is used to set the color of the marker.

Marker Border Color
This is used to set the color of the marker's border.

Marker height
This is used to set the marker's height.

Marker Width
This is used to set the marker's width.

Marker Style
This is used set the marker's style.

Marker Spacing (Advanced)
This is used to set the space between the marker and the border.

Marker border thickness (Advanced)
This is used to set the marker border's thickness.

Indicator - Tickmarks

Tickmark Color
This is used to set the tickmark color.
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Number of Major Tickmarks
This is used to set the number of major tickmarks to show on the scale.

Number of Minor Tickmarks
This is used to set the number of mine tickmarks to show on the scale.

Major Tickmark Length
This is used to set the length of the object's major scale tickmarks.

Minor Tickmark Length
This is used to set the length of the object's minor scale tickmarks.

Major Tickmark Spacing (Advanced)
This is used to set the space between the object's major scale tickmarks and its border.

Minor Tickmark Spacing (Advance)

This is used to set the space between the object's minor scaled tickmarks and its border.

Major Tickmark Thickness (Advanced)
This is used to set the thickness of the major tickmarks.

Minor Tickmark Thickness (Advanced)
This is used to set the thickness of the minor tickmarks.

Indicator - Range Bar

Range Bar Color
This is used to set the color of the Range Bar.

Range Bar Background Color
This is used to set the background color of the Range Bar.

Range Bar Thickness
This is used to set the thickness of the Range Bar.

Indicatore - Labels

Label Color
This is used to set the color of the scale labels.

Value Label Color
This is used to set the color of the values on the labels.

EU Label Color
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This is used to select a test color for the engineering unit label.

Label Spacing (Advanced)
This is used to set the space between the scale labels and the border.

EU Label Offset (Advanced)
This is used to set the engineering unit labels' offset from the scale tickmarks.

Label Text Format (Advanced)
This is used to set the label text format, which is set to (0:0) for default. If you wish to keep the two
figures after the decimal point, use this setting:{0:0.00}

Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

2.16. Hot Region

The Hot Regions constitute zones that can be strategically inserted and positioned on screen and remain
invisible but mouse sensitive during project runtime.

Like the most of the objects the Hot Regions have execution properties for setting associated commands
when the operator clicks within the Hot Region area.

When a Hot region is inserted on screen it will appear as a shaded area with default sizes. Once inserted
it can be sized as pleased by dragging its borders with the mouse.

0 The zone of the screen within which the Hot Region is placed, is usually built with a
background zone representing a strategic drawing. This zone will be invisible during
project runtime but the Hot Region borders will highlight when the mouse pointer
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hovers within its boundaries. ToolTips can also be made to appear at the same time
this happens if desired by the programmer.

Tag

Tag
This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects".

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"

Button Settings

Click Mode
This is used to set which click mode to generate the command with the button.

Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Fonts

Font Size
This is used to set the size of the selected font.
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Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

e Normal
e Oblique

e |talic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language
This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family
e Font Size

e Font Style

e Font Weight

When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NEXT 4.1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen” folder's "<NomeSinottico>.controls” file when deployed.

Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.
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Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
This is used to set the object's transparency level.

Visibility
This is used to enable the object’s visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.
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0 For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the Ul.

Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.
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Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
"SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e Font Size
e Font Style
e Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.

In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.
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Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level”, "Zoom Level Visibility X" and "Zoom Level Visibility Y* properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
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This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

Animations

Animations

This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.

2.17. Dynamic Image Object

The "Dynamic Image" object is used to set a box with an animated image. The image in the box set by
the user can also be associated to a variable, or eventually, taken directly from the Image List Editor using
the Smart TAG settings (located at the end of the object's list of properties).

Tag

Tag

This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects".

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"
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Dynamic Text

Animation Time

The is used to set a pause time between one animated image and the next.

Control Render transform Origin
This is used to define the animation's render transform origin.

Stretch Type
This is used to set the animated object's content to that it remains within the borders.

Object Configuration
For further details please see: Smart Properties

Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Fonts

Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.
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Font Style
This is used to set the style for the select font. The options are:

e Normal

e Oblique

e ltalic
Font Weight

This is used to select the thickness of the selected font.

Set Font based on Language
This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family
e Font Size
e Font Style
e Font Weight

When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NEXT 4.1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen" folder's "<NomeSinottico>.controls" file when deployed.

Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.
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Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
This is used to set the object's transparency level.

Visibility
This is used to enable the object’s visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

o For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.
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Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the UL.

Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.
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Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
"SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e Font Size

e Font Style

e Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.

In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

228



Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y" properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.
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Animations

Animations

This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.

Smart Properties

Smart Property

L

Value 4 Animation tirme Back Image Stretch

Value
The threshold of the reached value to activate the animation.
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Animation Time
Scroll time when two or more images have been set in the back image.

Back Image
This is used to set the object with a back image.

Stretch
Stretches the image to the size of the container.

2.18. Multimedia

IP Camera Viewer
The IP Camera Viewer allows videos to be streamed at runtime that is transmitted by IP cameras using the

MJPEG protocol.
Motion JPEG (M-JPEG) is a video codec in which each frame of the video is compressed to a JPEG image.

e There is a Streaming Image Viewer object available to view video streaming with

other protocols.

e The object can be connected with protected link by setting the required
credentials using the appropriate authentication properties.

Tag

Tag

This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects".

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"

IP Camera Settings

IP Camera URL Address
This is used to set the URL address for the IP camera images.

Keep Aspect Ratio
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Enabling this option will keep the displayed image unchanged.

URL User ID
This is used to set a URL address User ID when the connection requires a password.

IP Camera User Password
This is used to set the IP Camera user password to connect user.

Disconnection Timeout
This is used to set the maximum time to wait in milliseconds before disconnecting.

Reconnection Time
This is used to set the time to wait in milliseconds before reconnecting.

Image Update Rate
This is used to set the onscreen image refresh rate in milliseconds.

Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.
Fonts

Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.
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Font Style
This is used to set the style for the select font. The options are:

e Normal

e Oblique

e ltalic
Font Weight

This is used to select the thickness of the selected font.

Set Font based on Language
This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family
e Font Size
e Font Style
e Font Weight

When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NEXT 4.1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen" folder's "<NomeSinottico>.controls" file when deployed.

Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.
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Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
This is used to set the object's transparency level.

Visibility
This is used to enable the object's visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

o For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.
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Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the UL.

Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.
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Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
"SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e Font Size

e Font Style

e Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.

In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.
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Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y" properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.
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Animations

Animations

This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.

Multimedia Viewer

The "Multimedia Viewer" object allows you to display multimedia files such as videos, audios and images
at runtime.

The toolbar can be activated /deactivated using the object's properties to allow the user to interact with
functions such as volume, reproduction speed and other.

Tag

Tag

This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects”.

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"

Multimedia Reader Settings
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Source File
This is used to enter the complete path of the file to be reproduced.

Loading Command
This is used to set the command to execute when loading the object.

Keep Aspect Ratio
Enabling this property will keep the displayed image unaltered.

Loop
Enabling this property will run the image in a loop so that once the reproduction of image has been
terminated it will automatically start from the beginning again.

Stretch
This is used to set which stretch mode to apply to the film/image.

Stretch Mode
This is used to set how to apply the stretch mode to the film/image.

Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.
Fonts

Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.
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Font Style
This is used to set the style for the select font. The options are:

e Normal

e Oblique

e ltalic
Font Weight

This is used to select the thickness of the selected font.

Set Font based on Language
This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family
e Font Size
e Font Style
e Font Weight

When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NExT 4.1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen” folder's " <NomeSinottico>.controls" file when deployed.

Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.

Height
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This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
This is used to set the object's transparency level.

Visibility
This is used to enable the object's visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.
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For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the UI.

Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.
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Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
"SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e Font Size
e Font Style
e Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.

In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.
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Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y" properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

244



Animations

Animations

This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.

URL Streaming Viewer

The URL Streaming Viewer object allows video streaming from a source, such as an IP camera, to be
visualized at Runtime using the RTSP protocol.

RTSP (Real Time Streaming Protocol) is a network control protocol for streaming multimedia that uses
communication port 554.

o The IP Camera can be used to visualize video streaming with other protocols.

The object can be connected to a protected link by setting the required
credentials using the appropriate authentication properties.

Tag

Tag

This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects".

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"
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Media Settings

Streaming URL
Full media URL to be displayed.

Stream User
User with whom to connect to the service in streaming.

Stream Password
User Password with which to use for connecting to the streaming service.

Force TCP
Enabling this property will force a TCP connection.

Ignore frames with bad timestamp
When this property is enabled, frame timestamp errors will be ignored while streaming the video.

High Priority (default = false)
When enabled, this property will give the URL Streaming Viewer object high priority by consuming more
resources to provide better video streaming that is more fluid.

Audio Disabled (default = false)
When this property is enabled, any streaming audio source will be disabled.

Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Fonts
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Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

e Normal
e Oblique

e ltalic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language
This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family
e Font Size
e Font Style
e Font Weight

When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NEXT 4.1\WebHM IServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen” folder's "<NomeSinottico>.controls" file when deployed.

Layout

Position X
This is used to set the object's horizontal position in pixels.
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Position Y
This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
This is used to set the object's transparency level.

Visibility
This is used to enable the object’s visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:
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ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

e For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the UI.

Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.
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Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
“SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family

e Font Size

Font Style
Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.

In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.
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Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y" properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.
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Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

Animations

Animations
This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

0 If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.

2.19. Draws

The Movicon NEXT toolbox has a category containing basic shapes called "Draws".

The Movicon 'Draws' category is a collection of primitive shapes that can be used by the user to
geometrically configure his or her graphical interface as pleased by using the Graphics Editor. In
addition, the user can import their own vectorial drawings using their preferred graphics editor providing
that the drawings are defined with the XAML format as required by the WPF technology.

To add new points in a drawing please see the paragraph on "Changing Polygons
Points" from the "Graphics Editor" section.

Tag

Tag
This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects”.

Expression and Reverse Expressions
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This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"

Element Settings

X Start Point
This is used to set the line's start coordinates for the X axis.

Y Start Point
This is used to set the line's start coordinates for the Y axis.

X End Point
This is used to set the line's end coordinate for the X axis.

Y End Point
This is used to set the line's end coordinate for the Y axis.

Stroke Thickness
Sets the border thickness.

Stroke Start Line Cap
This is used to set the object's start line cap type (Flat, Square, Round, Triangle).

Stroke End Line Cap
This is used to set the object's end line cap type (Flat, Square, Round, Triangle).

Stroke Dash Cap
This is used to set which stroke dash cap type to use for the drawing (Solid dash array types are not
managed).

Stroke Line Join
This is used to set the which format to use at the intersection of two drawing segments (Miter, Bevel,
Round).

Stroke Miter Limit
This is used to set the maximum length of the corner tip when the corner formed by two segments is
acute (functions only with the Stroke Line Join = miter property).

Stroke Dash Offset
This is used to set the distance of the stroke dash from the drawing's initial start point.

Stroke Dash Array
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This is used to set the drawing's line type. In addition to the options shown on the drop down menu, the
user can also set the displayed line type by using an array of values (eg. 1,2,1,3 etc.). In this case, the first
value in the array, which corresponds to the 0 index, specifies the dash length, the second value
corresponding to the 1 index specifies the space in between, the third specifies the dash length again and
so on.

Point Count
This property is available for the "Regular Polygon" and "Star" draws and is used to set the number of
points to be used by the drawing in question.

Inner Radius
This property is available for the "Regular Polygon" and "Star" draws and is used to set the inner radius
of all the angles.

Start Angle
This is available for the "Arc" and "Pie" draws and is used to set the start angle.

End Angle
This is available for the "Arc" and "Pie" draws and is used to set the end angle.

Arc Thickness
This is available for the "Arc" and "Pie" draws and is used to set the border thickness.

Stroke Thickness
This is available for the "Arc" and "Pie" draws and is used to set the border thickness.

Arrowhead Angle
This is available for the "Arrow" drawing and is used to set the angle of the arrowhead.

Arrow Body Size
This is available for the "Arrow" drawing and is used to set the size of the arrow's body in proportion to
its head.

Arrow Orientation
This is available for the "Arrow" drawing and is used to set which direction the arrow must face.

Anchor Point
This is available for the "Callout” object and is a read only property.

Callout Style
This is available for the "Callout” object and is used to set the object's style.

Shades Nr.
This is available for the "Pipeline" object is is used to set the number of shades that appear along the
pipeline.

254



Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Some of the previously listed Style properties are only available for draw objects
that support them, such as the 'Callout’ object.

Fonts

Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

e Normal
e Oblique

e ltalic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language

This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

255



One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family
e FontSize
e Font Style
e Font Weight

When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NExT 4.1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen" folder's "<NomeSinottico>.controls" file when deployed.

The Font properties are only available for the draw objects that provide the use of
characters such as the 'Callout’ object for example.

Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.

Margin
This is used to set the object's margins.
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Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
This is used to set the object's transparency level.

Visibility
This is used to enable the object's visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y
This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive

When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.
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TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the Ul.

Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
“SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
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This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e Font Size
e Font Style
e Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.

In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.

Preserve Security

259



This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y" properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

Animations

Animations
This property gives access to the window containing dynamic animation commands that can be
associated to the object.

Commands
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Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.

2.20. Potentiometers

The MoviconNEXT potentiometers are configurable objects that enable specified variable values to be

displayed or set graphically. These objects are available in the "Analog Commands" section in the
toolbox.

The Potentiometers consist of a knob (cursor) and the relative Scale which can be both configured by
using their associated properties.

Tag

Tag

This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects".

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"

Indicator - Basic Aspect

Potentiometer Style
This is used to set the potentiometer style.

Potentiometer Background Color
This is used to set the container's background color.

Outer Ring Background Color
This is used to set the color of the outer ring area.

Inner Ring background Color
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This is used to set the color of the area outside the ring.

Engineering Unit
This is used to set the name of the EU to link to the object.

Numeric Value Format (Advanced)
This is used to set the numeric value format by defining the number of digits and decimal points.

Indicator Scale

Minimum Value
This is used to set the allowed minimum value.

Maximum Value
This is used to set the allowed maximum value.

Tag Min. Value
This replaces the minimum scale value with the linked variable value.

Tag Max Value
This replace the maximum scale value with the linked variable value.

Value Entry Limits for Controls
The EditDisplay, Gauge, LinearMeter, Slider and Potentiometer control types allow tag values to be
displayed and changed. When entering values, you will be able to define the Static Limits (defined in
Design mode) or Dynamic Limits (linking two runtime editable tags). In addition, these limits can also be
defined in the same Tag by means of the link to an Engineering Unit Tag. The priorities with which these
limits are used to intervene depend on certain settings. Below are listed the cases in which these limits
may intervene:

1. The Tag is not linked to an Engineering Unit. In this situation, only the Static Limits or the
Dynamic Limits are considered. The Dynamic Limits always have priority over Static Limits,
therefore, if Tags have been insert to manage the Dynamic Limits in the object, these will be used
instead of the Static Limits at Runtime.

2. The Tag is linked to an Engineering Unit and has been set with Static Limits and not Dynamic
Limits. In this case, the control's "Enable Engineering Unit" property comes into play. When the
property is enabled, the control will inherit the Tag's Engineering Unit's limits and will only use
those. Conversely, if the control's "Enable Engineering Unit" property is disabled, the most
restrictive limits (both the minimum and maximum) will be considered between the Engineering
Units and the Static Limits. For instance, supposing that the Engineering Unit limits are min=0
and max=100 and that the control's Static Limits are min=10 and max=200, the control will then
use min=10 and max=100 as limits (the maximum of the minimums and the minimum of the
maximums).

3. The Tag has been linked with a Engineering Unit and set with Dynamic Limits. In this case, the
most restrictive limits will always be considered (both minimum and maximum) between the
Engineering Unit and the Dynamic Limits. For instance, supposing the Engineering Units are
min=10 and max=100 and that the control's Dynamic Limits are min=5 and max=90, the control
will then use
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4. min=10 and max=90 as limits (the maximum of the minimums and the minimum of the

maximums).

Indicator Marker

Marker Color
This is used to set the Marker's back color.

Marker Border Color
This is used to set the color of the Marker's border color.

Marker Offset

This is ued to set the space between the value marker and the object's border.

Marker Dimension
This is used to set the value marker's size.

Indicator Tickmarks

Tickmark Style
This is used to set the object's tickmark style.

Major Tickmark Color
This is used to set the color of the major tickmarks.

Major Tickmark Count
This is used to set the number of major tickmarks on the scale.

Major Tickmark Length

This is used to set the length of the object's major scale tickmarks.

Minor Tickmark Color
This is used to set the color of the minor tickmarks.

Minor Tickmark Count
This is used to set the number of minor tickmarks on the scale.

Minor Tickmark Length

This is used to set the length of the object's minor scale tickmarks.

Major Tickmark Thickness (Advanced)
This is used to set the major tickmark's thickness.
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Major Tickmark Offset (Advanced)
This is used to set the space of the major tickmarks from the object's border.

Show First Major Tickmark (Advanced)
Show/Hides the scale's first major tickmark.

Show Last Major Tickmark (Advanced)
Show/Hides the scale's last major tickmark.

Minor Tickmark Offset (Advanced)

This is used to set the distance between the minor scale tickmarks and the object's border.

Minor Tickmark Thickness (Advanced)
This is used to set the thickness of the minor tickmarks.

Show Minor Tickmarks on Major Tickmarks (Advanced)
This is used to show minor tickmarks in the same position of the major tickmarks.

Indicator Labels

Label Color
This is used to set the color of the scale's label.

Value Label Color
This is used to set the color of the value label.

Engineering Unit Label Color
This is used to select the color of the engineering unit's label text.

Show Labels
Enabling this will show the labels on the value scale.

Show First Label (Advanced)
Enabling this will show the first scale's label.

Show Last Label (Advanced)
Enabling this will show the last scale's label.

Label Text Format (Advanced)

This is used to set the label's text format that for default is {0:0}. If you wish to keep 2 digits after the

colon, for example, this field should be set with {0:0.00}

Label Orientation (Advanced)
This is used to set the orientation of the scale's label.
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e This property is not supported in WebHMI and WebClient (SVG/HTML5)

Label Offset (Advanced)

This is used to set the distance between the scale's labels and the border.

Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

Fonts

Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

e Normal
e Oblique

e ltalic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language
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This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family

e Font Size

e Font Style

e Font Weight
When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NExT 4.1\WebHMIServer\wwwroot\fonts"). The "“fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the
project's "Screen" folder's "<NomeSinottico>.controls" file when deployed.

Label Font
This is used to set the label's text font.

Value Label Font
This is used to set the current value's text font.

Layout

Position X
This is used to set the object's horizontal position in pixels.

Position Y
This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness
This is used to set the container's border thickness.
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Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
This is used to set the object's transparency level.

Visibility
This is used to enable the object’s visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level
This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X
This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y

This is used to set the zoom factor on the y axis after which the object will become visible on screen.

General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

e For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive

When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).
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Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the UI.

Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
When this property is set with the True value, all the listed enabled commands associated to the button
will always be executed. When setting this property with the False value, the commands will only be
executed if all are executable. For example, if the list includes a "Tag Value" command type which sets a
value in a Tag and the "Execute any Enabled Command" is set to False, the command list will only be
executed if the Tag is correctly connected and has Good quality. However, If the property is set at True
and the Tag does not have a Good quality, the rest of the commands will be executed all the same.

Show Tooltip When Disabled
Enabling this property will show the tootip even when the object is disabled.

Force as Dynamic on Client
Enables/Disables the object's animations on Client side.

Use IntelliSense
This is active for default. When disabled, you will need to access variables using "GetVariableValue" and
“"SetVariableValue". This option is deactivated to improve performances when opening screens.

Speech Command
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This is used to assign a speech command to be used at runtime for executing the corresponding action.

Preserve Language Font Settings
This property is used to define a specific Font to be used by the object at runtime for each individual
project language. In this way and according to the language that is activated in the project, the object will
apply the desired Font set here.

One or more languages defined in the project can be added to the edit list and each one can be
customized with its own Font using the following settings:

e Font Family
e Font Size
e Font Style
e Font Weight

In cases where a language is activated but not defined on the object's Language Font List, the object's
Font will remain set with the one already activated.

In addition to being purely aesthetic, this function of this property is to allow you to select the Fonts most
suited to the different languages used in the project. This is because text in one language may appear
longer in another and therefore may need adjusting by using a more appropriate FontFamily or FontSize.

Preserve Style
This is used to preserve the values of the local style property group when the object is updated from the
library.

Preserve code
This is used to preserve basic script code of the local style properties when the object is updated from the
library.

Preserve Colors
This is used to preserve the values of the local color property group when the object is updated from the
library.

Preserve Size
This is used to preserve the values of the local size property group when the object is updated from the
library.

Preserve Commands
This is used to preserve the list of commands when the object is updated from the library.

Preserve Animations
This is used to preserver the list of animations when the object is updated from the library.

Preserve Menu
This is used to preserve the set contextual menu, when the object is updated from the library.

Preserve Expression
This is used to preserve the value conversion expression, when the object is updated from the library.
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Preserve Security
This is used to preserve the values of the security property group when the object is updated from the
library.

Preserve Visibility
This is used to preserve the values of the visibility property group when the object is updated from the
library. As regards to project symbols that are created by the user, this option interacts with the "Visibility
Level", "Zoom Level Visibility X" and "Zoom Level Visibility Y" properties.

Preserve Tag
This is used to preserve the connected tag when the object is updated from the library.

Preserve Text
This is used to preserve the added text string when the object is updated from the library.

User Access

Access Level
This is used to set the object with a hierarchical user access level to allow user interaction with it as set by
the User Password management.

User Access Role
This is used to set the name of the user password group to allow user interaction with this object.

Access Level from Tag
This is used to set the hierarchical user level requested to allow user interaction with this object by
inheriting it from the tag connected to it.

Readable Access Mask
This is used to set the access mask level in read for the object. The object will not be made visible if the
connected user's access mask does not correspond to the one the object has been set with.

Writable Access Area
This is used to set the access mask in write for the object. If the connected user's access mask does not
correspond to the one set in the object, they will not be able to change the tag value.

Animations

Animations
This property gives access to the window containing dynamic animation commands that can be
associated to the object.
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Commands

Commands
This property gives access to the window containing commands that can be associated to this object.

These two property groups are used to access the respective Animations and Commands groups relating
to the selected object.

If you cannot see these properties in the Properties Window, make sure that the
"Easy Mode" function has been deactivated by using the relevant button on the
object's property toolbar.

Potentiometer Knob

Min. Value
This is used to set the minimum value allowed.

Max. Value
This is used to set the maximum value allowed.

Show Label
Show/Hides the value labels on the scale.

Show First Label
This is used to enable/disable the showing of the first label on the scale.

Show Last Label
This is used to enable/disable the showing of the last label on the scale.

Value Format
This is used to set the numerical value format by defining the number of digits and decimal separators.

Label Format
This is used to set a format with which to represent values on the labels.

Label Offset
This is used to set the distance between the labels and the central cursor.

Knob Radius
This is used to set the size of the potentiometer knob.

Use Engineering Unit
This is used to inherit the minimum and maximum limits from the engineering unit relating to the object's
associated Tag.
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2.21. Recipe Viewer

The Recipe Viewer is used to manage Recipe operativity at Runtime. It reports the recipe Data Values in
table format and provides commands to manage the recipe in the toolbar at the bottom.

Recipe Selection Combo-Box
There is a combo-box at the top of the object that allows you to:

e Define a new Recipe index to store on database..
e Select (and therefore call) a Recipe index previously saved on database.

Data Value Grid
There is a grid in the centre part of the object that reports a Recipe Field on each row.
According to the configuration of the 'Editing' property group of each Data Value, a Display or Checkbox
may be used in the Value column for data inputs.

Load Button
This command loads the Recipe index from the Database displaying the values in the grid.

Save Button
This command takes the values in the grid and saves them on database in the Recipe index selected in the
combo-box.

New Button
This command is used to create a new Recipe index with the values currently displayed in the grid.

Remove Button
This command is used to remove the index of the currently selected Recipe from the Database.

Import Button
This command is used to import a Recipe index from a “.csv” file whose structure must be coherent with
that of the recipe.

Export Button
This command exports the Recipe Index selected in the combo-box in a “.csv” file.

Read Button
This button is used to execute a read of the device's data (PLC, ecc.) to update the active Recipe index
fields.
After which a new Recipe can saved with a different index or the currently active one can be saved with
the 'Save' command.

Write Button
This command is used to execute a write of the Recipe index data to the device (PLC, etc.).
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The values written on the PLC are always those present on the Database. This
means that in order to write a Recipe's changed values on the device, these value
will first need to be saved on database using the Save command.

Tag

Tag
This allows you to display and assign a variable to the selected object as described in topic: "Assigning
Tags to objects".

Expression and Reverse Expressions
This allows you to set the expression with Excel 2013 syntax whose result will be displayed in the object.

Movicon.NEXT supports the possibility to specify and assign an individual bit of a tag or an individual
element of an Array tag as explained in topic: "Pointing to Variable Bits and Array Variable Elements"
or to define a formula as described in topic: "other expressions"

Recipe Viewer

Recipe Name
This is used to assign a name to the recipe.

Graphic Buttons
This is used to replace the text in buttons with icons.

Show Button
Enabling any one of these properties will show the corresponding button in the recipe viewer.

Style

Background Color
This is used to set the container's background color.

Text Color
This is used to set the object's text color.

Horizontal Content Alignment

This is used to horizontally align all the contents within the object.

Vertical Content Alignment
This is used to vertically align all the contents within the object.

Disable Anti-Aliasing
This is used to Enable/Disable the Anti-aliasing function.

273



Fonts

Font Size
This is used to set the size of the selected font.

Font Family
This is used to set a font type to use for text.

Font Style
This is used to set the style for the select font. The options are:

e Normal
e Oblique

e talic

Font Weight
This is used to select the thickness of the selected font.

Set Font based on Language
This property is used to define a specific Font to be used by the object at runtime for each of the project's
languages. In this way, the object will apply the desired Font according to which language is activated.

One or more languaged defined in the project can be added to the edit list and each one can be set with
a custom Font regarding the following characteristics of:

e Font Family

Font Size

Font Style
Font Weight

When needing to activate a language that has not been defined in the object's FontSettings list, the
object's Font will remain with the one already active.

The functionality of this property, in addition to being purely aesthetic, is to allow the most suitable Font
for each of the different languages used in the project. For example, text may appear longer in one
language than in another and therefore will need a Font that prevents this from happening by using the
FontFamily or FontSize most suitable for the different languages.

When deploying the project for WebHMI Runtime, you will need to make sure that the Font associated to
the "Font Family" also resides in the target device. To allow the Deploy tool to transfer the Font to the
target device, you will need to:

a) copy the Font's .TTF file in the local WebHMI service's "WebHMIServer\wwwroot\fonts" Folder (e.g.
"C:\Program Files\Progea\Movicon.NExT 4.1\WebHMIServer\wwwroot\fonts"). The "fonts" folder must be
created manually when not present.

b) rename the .TTF file so that it reports the "FontName" in full (matching the property exported in the

project's "Screen" folder's "<NomeSinottico>.controls" file when deployed.
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Layout

Position X

This is used to set the object's horizontal position in pixels.

Position Y

This is used to set the object's vertical position in pixels.

Height
This is used to change the object's height.

Width
This is used to change the object's width.

Border Thickness

This is used to set the container's border thickness.

Margin
This is used to set the object's margins.

Lock Object Position
This locks the object's position on screen.

Visibility

Transparency
This is used to set the object's transparency level.

Visibility
This is used to enable the object's visibility.

Visible on Web Client
This makes the object visible on Web Client.

Visibility Layer Level

This is used to set the mask that determines the object's visibility.

Zoom Level Visibility X

This is used to set the zoom factor on the x axis after which the object will become visible on screen.

Zoom Level Visibility Y

This is used to set the zoom factor on the y axis after which the object will become visible on screen.
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General

This is a list of the general properties which are the same for objects and draws:

ToolTip
This is used to set the text to be displayed when the user keeps the mouse pointer on the control.

For the objects of the "Trend" category, if the property "Fit to window" is set in
the synoptic, it will not be possible to display the Tooltip window on WebHMI.

Menu Activation
This allows you to set the name of the contextual menu that shows when right clicking the object.

Is Interactive
When enabled, this allows you to interact with the object, or part of it (e.g. the text contained within it).

Menu with Left button
This enables the contextual menu to show by also using the left mouse key.

TAB Stop
This makes the object selectable at runtime using the TAB button.

Text Direction
This allows you to set the direction of the text within the object.

Enable Ul
This is enabled for default to allow user interactivity with the object in the Ul.

Is Focusable
Activates / Deactivates focus on the object.

Unit Converter
This is used to set a converter type for the variables associated to the object. If not already done so, set
the Unit Converter resource appropriately before applying this property.

Enable Touch Manipulation
This is used to activate the object's manipulation options while in runtime.

Enable Mouse Over
This is used to enable the "Mouse Over" option to move the mouse on the object during Runtime.

Execute Any Enabled Command
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When this property is set with the True value, all the listed enabled commands associa