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Let the magic begin!

Up until this point we have just created a fixed image with a little bit of text.
We could have done the same thing with a simple paint program.

The real power of PanelPro lies in the concept of active images. These
images get layered on top of the fixed image that we have already
created as our background. These active images are under control of the
computer, your mouse, and the layout itself. This control is two way. Your
mouse clicks can control not only the images, but the layout items that
are represented by the images. Likewise, any changes on your layout can
be used to change the images here on the screen.

Not only can the mouse, screen, and layout interact directly with each other,
but the computer can run simple or even complex logic and scripts in the
background to connect and control them in complex ways that allow us to
control signals, interlocking, and routes. Some folks are even running
their trains automatically. (not my style <g>) We will see how some of
that works in later presentations. For now we will start out by simply
controlling four turnouts on two passing sidings.
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Animation

Instead of simply selecting a single icon for our 'Active' images we
will select between multiple icon images, each representative of a
different state of the layout. The switching between these images
creates a simple animation of the panel.

To start out we will 'animate' the turnout levers and the turnout
images themselves. Obviously the latter was not something that
the classic 1940's CTC panel could to for the track layout
diagram, but beginning users seem to appreciate being able to
follow the routes easily on the panel. After all most users of our
panel will not get days or weeks of orientation like the actual
operators would have.

We will forgo the animated track images when we get into more
prototypical operations, so enjoy it while you may.
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| Layout Simulator

Layout Simulator

To simulate a layout connection
without any actual hardware JMRI has
a selection called 'LocoNet Simulator"

File |Edit| Tools Roster Panels LocoNet Debug Help

PanelPro 2.1.6, part of the JMRI o - TO make lt easy for USETS
Rtip i SL s B e of all system to follow
these clinics, first change
the 'Layout connection:'
in 'Preferences...' to
LocoNet Simulator.

Connected via LocoMet LocoBuffer-LISE on fdevittyl ISBEO

Java version 1.6.0 {(en_US)

LocoMet monitor Logix Table DecoderPro service programmer
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| Layout Simulator

Layout Simulator

To simulate a layout connection
without any actual hardware JMRI has
a selection called 'LocoNet Simulator"

Help

Layout connection:

LocoMNet Simulator — To make it €easy for users
Tenz LIUSH =

LocoMet LocoBuffer-USB B of all System tO follow
LocoNet PR2 | these clinics, first change
Loconet PR3 — the 'Layout connection:'
LocoNet Intellibox sanmE in 'Preferences...' to

LocoNet Server .

LocoMetOverTep LbServer E — LOCONet Slmulator.
FormatiComprehensive -

Then save the changes
[ ]Show Advanced Preferences and restart the System.

Save
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Animation

Open our panel from the
first clinic and re-save it
with a new name. This will
allow us to back track easily
to the original image when
we want to do something
differently.



Animation

= Open our panel from the
first clinic and re-save it
with a new name. This will
allow us to back track easily
to the original image when
we want to do something
differently.

= The first animation we will
add will be some levers for
-/

00 0.0 00 00 controlling our turnouts.

aCel 070 el o%0
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:'1 Panel Editor Climic 2
Edit Marker Help

R S s T A B e Animation

<_J¥xp | = Open our panel from the
Set panel name first clinic and re-save it
Pick background image... Wlth da nNew name. ThlS will
| | allow us to back track easily

to the original image when
we want to do something
differently.

Add icon: Change icon...

Add right-hand furnout: li
Add left-hand turnout: |[ |
Add sensor: |[ || cChange icon...
Add signal head: Ii Change icon...

Add memaory:

Change icog...

Change icon..,

The first animation we will
add will be some levers for
controlling our turnouts.

= Bring up the editor window
and select 'Change icon..."'
next to one of the 'Add ...
turnout' selections.

Add reporter:

Add RPS reporter:

Add multi-sensor...

Add Fast clock:
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Edit Marker Help

R S P e S A Animation

o Jwl ] = Note: There is actually no
Set panel name difference between the 'Add
Pick background image... right—hand turnout' and 'Add

left-hand turnout' entries.

Add text: || |
——— They were both included in
the earliest versions of
Add right-hand furnout: ange icon...

PanelPro in order to make it

Add left-hand turnout: || Change icon... quicker to select between
Add sensor: Change icon... imageS. Now that many new
Add signal head: || Change icon... funCtlonS have been added
T into the editor we may see
T - one of these disappear to

make room for something
new. I will only use the first
selection for each entry to
Add Fast tlack reinforce the concept that
4 they are equal.

Add RPS reporter:

Add multi-sensor...
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Closed:

Thrown: '_\_'
—_

Inconsistent: b4

J—
Ad Unknown: 7

Active Images

—Select new file, then click on icon to change An i m ati O n
File Help ,_\

= This brings up a similar
-<¢+—— window to the one for
single icons that we saw in
the first clinic. Note
however that there are now
4 icons shown. These are

Add right-hand| o [=] [flesources
o= ] files

Add |eft-hand 1

Add sens

the four images used to
animate a turnout. 'Closed'

File Preview:

Add signal head: | Change icon...

Add memaory:

|
=1

Add reporter:

Add RPS reporter:

Add multi-sensor...

Add Fast clock:

Il | ¥

(normal) and 'Thrown'
(reverse) are the usual two
images. 'Inconsistent’ is
used when a turnout is
moving between positions,
and 'Unknown' is used
when the program has not
yet determined any status.
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[ Panel Editor Climc 2 =kl
Edit Marker Help 'EY Change RH turnout icons [2) &[]
Select new file, then click on icon to change

Animation

s alialn Closed: |_\\_
— = We see default images that
Thrown:| 1\ | <@ look like simplified turnouts.

= However, these images may
neonsisent ] X be anything that is in a bit
- mapped image format. (.gif,

Ad Unknown: 7 )
: Jpg, .png)

Add right-han{| ¥ 3 resources 4]
[ vellowPowerLED. gif

1
T
1

Add left-hand [y GreenPowerLED.aif
[ RedPowerLED.gif L
Add sen [ clock2.gif
[y README
Add signal ¢ CJicons |

|: o= cornwall

o= markers
o CJuUss
[ > £ e

[y README
[ coPvinG
o= [] sensor

1]

File Preview:

ml CTOTR. |
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File Help

[ 1]

Panel Editor Chimc'? _
[EY Change RH turnout icons =70 x|

Active Images

=kl

Select new file, then click on icon to change

Ag

Closed:
I-l\"—|
Thrown: '_\_'
—
[
Inconsistent: o
- -
-
Unknown: 7
= -

Add right-han

9 [ resources

[y vellowPowerLED. gif

Add left-hand [y GreenPowerLED.aif
[ RedPowerLED.gif
Add sen [ clock2.gif
[y README
Add signal ¢ CJicons

|
|

o= cornwall
o= markers
o CJuUss

o (T plate]

[y README
[ coPvinG
o= [] sensor

/

AN

1]

File Preview:

ml CTOTR. |

Animation

We see default images that
look like simplified turnouts.
However, these images may
be anything that is in a bit
mapped image format. (.gif,

JPg, .png)
Drill down through

'resources' -- 'icons' - 'USS' -
'‘plate’.
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[ Panel Editor Climc'2 [P e = _
Edit Marker Help 'EY Change HH turnout icons [= o)X
Select new file, then click on icon to change

Closed: '_\_

Animation

= We see default images that

File Help

Thiown:| T\ look like simplified turnouts.
L R However, these images may
[] el be anything that is in a bit
= Unknown: e =2 mapped image format. (.gif,
Add right-han ¢ [ plate] = JPY, png)
¢ [dlevers

Add left-hand [y switch-mWggaif = Drill down through
o S - 'resources' -- 'icons' - 'USS' -
[y switch-inconsistent.gif N Ip]_atel .

acitiil ik |j| code-inconsistant.gif N
[ ST « --'levers'. Here we find all of

[ [ Finconsistent.gif our lmageS for aﬂlmatlng a
[y switch-off.gif 1
B switch-on.gif eVeI‘.
|j| l-unknown. gif
[ lvertical.qif
|j| codae-unknown. gif
B code-press.gif
[y -right.gif
File Preview:
| BAE=|

1
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[ Panel Editor Climc'2 [P e = _
Edit Marker Help 'EY Change HH turnout icons [= o)X
Select new file, then click on icon to change

Closed: '_\_

Animation

= We see default images that

File Help

Thiown: |\ look like simplified turnouts.
[ Inconsistent: '_X HOwever.’ these lmages may
[] - be anything that is in a bit
- Unknown: | 7 mapped image format. (.gif,
Add right-han ¢ C plate = JPY, png)
Add left-hang r Ijlgesrfuitch-mid.gif = Drill down thl"OU.gh
Add sef %e.. ~ 'resources' -- 'icons' - 'USS' -
Add signa DY swich-inconsigai plate’.
[} code-inconsistent. =
[ %fffniﬂ:mgif = --'levers'. Here we find all of

1/

D [-inconsistent.gif

oo our images for animating a
B swichonat lever.

|j| l-unknown.gif
gl-verﬂcal-aif = Highlight 'lI-left.gif’

code-unknown.gif
D code-press.gif
[ -right.aif

o ]
File Preview: s
(=)

[

1]
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it Panel Editor Clinic2 - F e | -
Edit Marker Help (B} Change RH turnout icons | = | o][x]
Select new file, then click on icon to change

Closed: '_\_
Thrown: '_\_|
|

Animation

= We see default images that
look like simplified turnouts.

File Help

[
[

[y README

|j| lFtransparent.qif
D [-inconsistent.gif
[y switch-off.gif

D switch-on.gif

|j| l-unknown.gif

[y lvertical.qif

|j| code-unknown.gif
D code-press.gif
[ -right.aif

File Preview: @

2

1]

| = However, these images may
Inconsistent: X . . . .
[ = be anything that is in a bit
= D mapped image format. (.gif,
Add right-han| ¢ [ plate - .‘]pg’ .png)
- [ levers .
Add left-hand [y switch-mid.gif = DI‘lll dOWIl thI‘Ollgh
— Qsta - 'resources' -- 'icons' - 'USS' -
[} switch-inconsistent gif Ip]_atel .
SO0 BilHR D code-inconsistent.gif =

-- 'levers'. Here we find all of
our images for animating a
lever.

Highlight 'l-left.gif’

Note: preview image appears
at the bottom of the window.
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|' Selecting the images

| Panel Editor Clhinic 2
Edit Marker Help £ Change RH turnouticons [—|[8][x]
Select new file, then click on icon to change

Animation

j.Eletisln Closed: B
D = Click on the desired icon to
Thrown: |\ _ T~ change its default image.
L A o 'Closed:' is 'Normal' (N on the
[ e plate) so we chose the 'l' (left)
A Unknown: :"? . lmage'
Add right-han ¢ [ plate -
¢ [ levers L
Add left-hand % lsT::tc:IfW_
Add sen [ Finactive.gif

|j| switch-inconsistent.gif
D code-inconsistent.gif
[ [y README
D Fransparent.qif
[ D l-inconsistent.gif
[y switch-off.gif
D switch-on.gif
D [-unknown. gif
[y l-vertical.qif
D code-unknown.gif
D code-press.gif
[ Fright.aif

Q
File Preview: -
LT — &)

Add signa

1]
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[ Panel Editor Climc 2 [P e =
Edit Marker Help 'EY Change HH turnout icons [= o)X
Select new file, then click on icon to change

Animation

= (Click on the desired icon to

Thrown: | | | change its default image.
\ 'Closed:' is 'Normal' (N on the

i
I: Inconsistent: | X _ plate) so we chose the 'T (left)
A Unknown:| 7 image.

File Help Closed:

S, R 2 = 'Thrown:'is 'Reverse' (R on
Add left-han] [ switch-mid.gi the plate) so we chose the 'r'
Add sen %::i:i:zeglf — (rlght) image.
o

[ [y README
D [-transparent.qif
[ |j| l-inconsistent.qif
[y switch-off.gif
|j| switch-on.gif
D [-unknown.gif
[y 1vertical.qif

[ code-unknown.gif ~
i cnde-press.gif/

[ F-right.aif

1]

File Preview:
el =)
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[ Panel Editor Climc'2 [P e = _
Edit Marker Help 'EY Change HH turnout icons [= o)X
Select new file, then click on icon to change

Animation

Flle Help Closed: \’::';h
= = Click on the desired icon to
Thiown: | change its default image.

'Closed:' is 'Normal' (N on the
plate) so we chose the 'l' (left)

A Unknown: l_'_? \ lmage'
Add right-han ¢ [ plate - = 'Thl"OWl’l:I 1S 'Reverse’ (R on

7 [ levers

Inconsistent: a
X

Add left-han] [ swich-mid.gif the plate) so we chose the 'r'
Add sen % ::::cgt:ZE.gif B (rlght) lmage'
Add si |j| switch-inconsistent.gif | . |
S [y code-inconsistent.gif = = Il’lCOIlSlStel’lt: means that a

[ gf::*ni“;jmgif command has been sent, but
[ [ Fincansistent.gif B the turnout has not yet
S oot responded with a new
%::::Eu;fglf position, thus t ‘X',

D code-unknown.gif
|j| code-press. gif
[ Fright.aif

File Preview:
L —— X

o
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, 'E} Change RH turnout icons = o) . .
i Select new file, then click on icon to change An|mat|on
File Help A E Q@ . . .
= Click on the desired icon to
Thiown: | change its default image.
L 'Closed:' is 'Normal' (N on the
i neonsistent:|  gg plate) so we chose the 'l' (left)
A Unknown: @ image'
Add right-han % O plate 4] = 'Thrown:'is 'Reverse' (R on
Add left-hand T A enmican the plate) so we chose the 't
Adieen e - (right) image.
-lnactve. gl
switch-inconsistent.gif .
Add signa ) swlehrineonsisterts = 'Inconsistent:' means that a
Oy g %\
[ %fjjﬂiﬁgzem command has been sent, but
[ |j| I-incnnsisten.t.gif B the turnout haS IlOt yet
D) swiervotgi responded with a new
Bswnch-nn.glf . 1N
Dl-unknuwn.gif pOSlthIl, thU_S the X .
[y 1vertical.qif
o st = 'Unknown:' means that as yet
[ Fright git L — PanelPro has no information.
File Preview: P‘
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-";."‘i:—li'ama:litnr Clinic 2
Edit Marker Help

R S T - Control

o |l | = Now that we have our lever
set panel name animation images selected we
Plck background image... need to enter the correct
o | | hardware information for our
Add icon: Change icon... SYStem.
Add right-hand turnout: Change icon...
Add left-hand turnout: || || Change icon...

Add sensor: Change icon...
Add signal head: | Change icon...

Add memaory:

|
Add reporter:

Add RPS reporter:

Add multi-sensor...

Add Fast clock:
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| Naming conventions

Naming conventions
There are many systems supported by JMRI.

C C/MRI serial

Internal, e.g. objects with no associated hardware
L LocoNet

N NCE (also Wangrow currently)

R RPS system

X XpressNet

There are many others not listed here. We have selected LocoNet Simulator
so we will use the 'L' for LocoNet.
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| Naming conventions

Naming conventions

There are lots of things that might need names:
B Blocks (track segments)
H signal Heads
L Lights (a type of output)
M Memories
S input Sensors
T Turnouts
X logiX

There are others not listed here. At this point in the clinics we are using our
levers directly connected to turnouts, so we will use “T” for the item type.



T

System Name Format

A system name is formed from a single letter representing the hardware system,
followed by a single letter indicating the item type, followed by a system and
type specific string. The string is meant to be related to the hardware
addressing, but is otherwise unconstrained.

Examples:

g LT23 - LocoNet Turnout number 23.
o CS12 - The 12th C/MRI Sensor (input line).

Note that there is no assumption of any pattern to the names; they don't have to
be assigned in any given order, nor are they restricted to a single system.
However they may not be assigned arbitrarily; they do need to match up with
the actual hardware connected to your system. Each system name is used to
establish the hardware connection from an item to your layout. (except for
items that only exist internally to PanelPro, such as 'I' or 'M'.)
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Active Images

Edit Marker Help

- File Help

x: |0 | ¥: o

Set panel name

Pick background image...

Add text: ||

Add icon: Change icon...

Add right-hand turnout: i Change icon...

Add left-hand turnout: ||

|| Change icon...

Add sensaor;

Change icon...

Add signal head:

Add memaory:

Change icon...

1
Add reporter: | |

Add RPS reporter:

Add multi-sensor...

Add Fast clock:

Control

Now that we have our lever
animation images selected we
need to enter the correct
hardware information for our
system.
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:’1 Panel Editor Climc2
Edit Marker Help

[

File Help
o Jvp | = Now that we have our lever
Set panel name animation images selected we
Pick background image... need to enter the correct
el | hardware information for our
Add icon: Change icon... system.
Add right-hand turnout: | [LTI[ gg_Change icon... = Using the information we just
Add left-hand turnout: |[_ || Change icon... ——— Covered, we will assign the
| — first lever to LT1. (LocoNet

Turnout #1) By using the
LocoNet Simulator we can
— assign any numbers we wish.
]

Add signal head: Change icon...

Add memory:

Add reporter:

Add RPS reporter:

Add multi-sensor...

Add Fast clock:
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| s Panel Editor Clinic 2 = e
Edit Marker Help

R = Control

File Help
o Jvp | = Now that we have our lever
Set panel name animation images selected we
Pick background image... need to enter the correct
el | hardware information for our
Add icon: Change icon... SYStem.
Add right-hand tur.%t: LT1 Change icon... U Using the information we just
Add left-hand turnout: ¥™N___ || Change icon... covered, we will aSSign the
e first lever to LT1. (LocoNet
N Turnout #1) By using the

Add signal head: Change .
: N\ LocoNet Simulator we can

\ assign any numbers we wish.
= Click 'Add right-hand turnout'

Add memory:
Add reporter:

Add RPS reporter:

Add multi-sensor...

Add Fast clock:




e Control

= Now that we have our lever
animation images selected we
need to enter the correct
hardware information for our
system.

Using the information we just
covered, we will assign the
first lever to LT1. (LocoNet
Turnout #1) By using the
LocoNet Simulator we can
assign any numbers we wish.

Click 'Add right-hand turnout'

%o 020/ o00 i i
B obh oy The new animated icon for

\ &

o/ &/ LT1 appears at (0, 0)

b

._,;\\I - : \'s
.,ﬂ@_lr ',,%J’
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Control

= Click and drag the new item
— down onto the panel.
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Eit Marker Help

e

e Control

Click and drag the new item
down onto the panel.

The new lever position.




e Control

Click and drag the new item
down onto the panel.

The new lever position.

Click on the image to send out a
command to the layout and tell
PanelPro which image to use.
The '?' is now replaced with a
lever because it is no longer
‘unknown'.



e Control

Click and drag the new item
down onto the panel.

The new lever position.

Click on the image to send out a
command to the layout and tell
PanelPro which image to use.
The '?' is now replaced with a
lever because it is no longer
‘unknown'.

As soon as the item was added it
was live. If you had a layout
connection with LT1 it would
now respond to mouse clicks.
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Click and drag the new item
down onto the panel.

The new lever position.

Click on the image to send out a
command to the layout and tell
PanelPro which image to use.
The '?' is now replaced with a
lever because it is no longer
‘unknown'.

As soon as the item was added it
was live. If you had a layout
connection with LT1 it would
now respond to mouse clicks.

Hover your mouse over the icon
and it will pop up a small window
with its system information.
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Edit Mark

1 m- - Panel Editor Clinic 2 Editor e e | ContrOI

File Help
xo ]yl | = Now enter LT2, LT3, and LT4 in
Set panel name the same way that we jU_St did for
T LT1. The images will not change
ck background image... . :
so we just edit the system
Add text:_ || | number and click 'Add...." for
Addicon: || Change icon each one. They will all stack up
Add right-hand turnout: | [LT1 Change icon... at (0, O) Wlth the laSt one added
Add left-hand turnout: |7| Change icon... on tOp

Add sensor: Change icon...
Add signal head: Change icon...

Add memory:

|
|

Add reporter:

Add RPS reporter:

Add multi-sensor...

Add Fast clock:
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= Now enter LT2, LT3, and LT4 in
the same way that we just did for
LT1. The images will not change
so we just edit the system
number and click 'Add...." for

] each one. They will all stack up

g at (0, 0) with the last one added

\ on top.

] = Move them off the stack onto
n their plates. (remember LT4

moves first) If in doubt, hover
your mouse to see each system
ID.
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= Control

= Now enter LT2, LT3, and LT4 in
the same way that we just did for
LT1. The images will not change
so we just edit the system
number and click 'Add...." for
each one. They will all stack up
at (0, 0) with the last one added

: on top.
] = Move them off the stack onto
n their plates. (remember LT4
- OQU O---.C‘ ' moves first) If in doubt, hover
your mouse to see each system
T 1 27 @f ’Lﬁf \ ID.
ODO OOO OOO OOO + \ - Notice that the plate numbers do
g, not need to match the system
\@r @; C e/ IDs. In this case the plate is #11

and the system hardware ID is
LT4 to match the real hardware.
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= (Click on each of the new icons to
let the system update the
images.
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= (Click on each of the new icons to
let the system update the
images.

= Qur lever positions are now
known and shown by PanelPro.

e
-
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E".i Panel Editor Climc 2
Edit Marker Help

LocoNet Trafhic
Help

Requesting Switch at 2 to Closed (output On)
Requesting Switch at 2 to Closed (output Off)
Fequesting Switch at 3 to Closed (output On)
Fequesting Switch at 3 to Closed (output O
Fequesting Switch at 4 to Closed (output Sn)
Fequesting Switch at 4 to Closed (output O

Clear screen Freeze screen |[ | Show raw data [ | Show stamps
Choose log file Start logging Stop logging
Add Message
—

Click on each of the new icons to
let the system update the
images.

Our lever positions are now
known and shown by PanelPro.

A quick look at the LocoNet
Traffic monitor window shows us
that commands were sent to the
layout as we clicked the icons. If
there is matching hardware, our
turnouts will have all moved to
the mainline position.
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Eﬂ; Panel Editor Climc'2
Edit Marker Help

Control

psliEE])
= Click on each of the new icons to
Set panel name let the system update the

o | ¥ o

Requesti .
Requeasti
Fequestin

Delete this pané

Requestir PicN\background image... Images.
Request!r N
st Add text: | = Our lever positions are now

e \"3\&“ e known and shown by PanelPro.

Cle nestamps
Add right-hand turnout: | [LT4 \, Change icon... = A quick look at the LocoNet
S Add left-hand turnout: | CN& icon... — Traff].C monltor Wlnd_OW ShOWS U.S
AN that commands were sent to the
Add sensor: Change icon..\ . .
. layout as we clicked the icons. If
Add signalhead: |[ || cChangs icon.. there is matching hardware, our
Add memory: turnouts Wl].]. have all moved to
Y . the mainline position.
Add RPS reporter: = Save your work often as you
Add multi-sensor... develop a new panel. It may

prevent much weeping, wailing,
and gnashing of teeth. A new
name lets you go back easily.

Add Fast clock:
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osooooooc-

O:)O OOQ OOO OOO '

'1.

"@I’ @J’ h'h%f"

Track Animation

Some folks prefer to just use a

— static track drawing like the

prototype. We will be doing that
in the next clinic section. Others
prefer to take full advantage of
the graphical capabilities of the
computer to animate the diagram
to follow the turnout positions.
The choice is yours. Icons are
available to do it either way. You
could forgo this panel altogether
and use a blank gray panel with
toggle switch images if you
wanted to. If the available JMRI
images don't suit your fancy,
then simply create your own.
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B File Help

Active Images

rack Animation

Panel ‘Editor Chnic 2
' Change RH turnout icons
Select new file, then click on icon to change

]
i

A

2

e

| IFI ITI

Closed: I-\_

Thrown: '_\_'
—_

Inconsistent:

Unknown: 7

Track Animation

= Drill down through
'resources' -- 'icons' - 'USS' -
'track’'.

Add right-har

Add left-han

Add sei

Add signa

9 [ resources
[y vellowPowerLED. gif
E| GreenPowerLED. if
[y RedPowerLED.aif
[ clock2.gif
[y README
o Jicons

o= ] cornwall
o= ] markers
o CJuss

o= [ baflground

¢ Cfrack]

P e N PP

[ »

[4]

q I

File Preview:
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:"5 Panel Editor Climc 2
Edit Marker Help
Select new file, then click on icon to change

Track Animation
'F"E Al Closed: |_\\_

— = Drill down through
Thrown: L 'resources' -- 'icons' - 'USS' -
'track’'.

|: I istent: X
I: nconsistent:

= --'turnout' - 'left' -- 'east’'.
A Unknown: | 7 Here we find all of our

Add right-hat % Ctrack images for animating an

o= ] block

Add left-han o 7 diamond | eastbound left hand turnout.
[ copPying /
o= crossaover
o 3 turnout
o= [ wye
o [ 1eft
¢ [|east L
E| os-l-e-thrown. gif
[y README
B os-l-e-closed. gif
D 0s-l-e-inconsisten
|_j east1.gif
D 05-le-unknown. gil

[ »
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Select new file, then click on icon to change

Track Animation

| File Help Closed: -\
— = Drill down through
Thrown: | T\ 'resources' -- 'icons' - 'USS' -
i — 'track’.
Inconsistent: 4
L . = - 'turnout' - 'left' -- 'east'.
A Unknown:| 7 Here we find all of our
Add right-han ¥ ] sast e images for animating an
Add lefthant S o eastbound left hand turnout.
[ os-F-e-closed gif . .
e [ os-t-e-inconsisten™ = Highlight the 'os-l-e-closed'
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Edit Marker Help ¥ Change RH turnout icons [ [o][X] . .
Select new file, then click on icon to change TraCk An I m atlon
File Help
Closed: l-\_ ]
— = Drill down through
Thrown: |\ _ 'resources' -- 'icons' - 'USS' -
L — 'track’.
Inconsistent: pd
L _ = --'turnout’ - 'left’ -- 'east’.
A g Here we find all of our
Add right-han ? T east M images for animating an
Add lefthant S o eastbound left hand turnout.
[ os-re-closedr] .
e %aa—l—e-mwnsisten_ = Highlight the 'os-l-e-closed'
e D E:jf-nali:knnwn.gi1 3 lma‘ge‘
[ [ COPYING ] _ _ . .
| —h = Note the 'File Prieview:' will
> s / show the selected image. The
o= ] ge = . . . . . .
. — y; white image is a bit difficult
File Preview: to see against the pale gray

window background.
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rack Animation

Select new file, then click on icon to change I TraCk Animation

B File Help _
Hosed j‘\ = Click on the desired icon to

Thrown: '_\_‘ \ Change the default.

i
I: Inconsistent: X
A

Unknown: 7

Add right-han|

[ ¥

¢ [ east

Add left-hand [} os-l-e-thrawn. gif

[ README

Add sen B 05-lI-e-closed. gif
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| File Help

Closed:

= (Click on the desired icon to
change the default.

Thrown:

g = In like manner change all the
Inconsistent: Other .CODS.
: // i

Add right-han| Unknown:

Add left-hand 97 east o
|j| o5-l-e-thrown. gif
Add sen D README
|j| os-l-e-closed.gif
D os-l-e-inconsistent.gif
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Track Animation

= (Click on the desired icon to
change the default.

I m

File Help

X: |0 | ¥: |0 |

Set panel name

Pick background Image.. = In like manner change all the
other icons.

Add text: || |

Add icon: Change icon... = Now enter our System ID.
Add right-hand turnout: | [LT1 an — (LT].) ThlS 1S one area Where
Add left-hand turnout: Change icon... ] the Pane]‘ Edltor ]'S eaSler to

use than the Layout Editor.
We can have as many
duplicate system IDs on one
Add memory: [ | panel as we require. Because
I the Layout Editor is building
tables from its entries it does
S not allow you to add multiple
items with the same ID.

Add sensor: Change icon...
Add signal head: Change icon...

Add reporter:

Add RPS reporter:

[ [«]

Add Fast clock:
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Track Animation

= Click on 'Add ... turnout' to
place the icon onto our track
diagram.

File Help

X: |0 | ¥: |0 |

Set panel name

Pick background image...
Add text: || /

P

Add icon: Cha con...
Add right-hand turno u LT1 Change icon...

Add left-hand turnout: li Change icon...

Add sensor: Ii Change icon...

Add signal head: |[ || Change icon... ]

Add memory: li —
]

[»]

Add reporter:

Add RPS reporter:

[ [«]

Add multi-sensor...

Add Fast clock:




Active Images

:'g Panel Editor Climc'2

Edit Marker Help ET Change AT tarmout cons =0 T k Ani ti
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Panel Editor Clinic 2 Editor

File Help

= Click on 'Add ... turnout' to
place the icon onto our track
Set panel name diagram.

Pick background image...

X |0 | ¥: o |

= [ T3 is also a left hand east

Add text: || | . . .
turnout, so add it at this time
Add icon: Change icon...
as well.
Add right-hand turnout: | |LT3 ange icon... o

Add left-hand turnout: Change icon...
Add sensor: Change icon...
Add signal head: Change icon...

Add memory:

]
]

Add reporter:

Add RPS reporter:

[ [«]

Add multi-sensor...

Add Fast clock:
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Y Paneleditor cime2 L =EX
Edit Marker Help "By Change AH turnout icons = o =)

Select new file, then click on icon to change TraCk An I m atlon
Closed: )
Flle_Help e = Click on 'Add ... turnout' to
place the icon onto our track
Thrown: d
lagram.
K Inconsistent = LT3 is also a left hand east
turnout, so add it at this time
Ad :
Unknown: aS We]_]_.
Add right-hang T e —
Add left-hand B ns-r—w—incnnsister_ = Now bI‘lIlg' up the ].COI].
— S e selection window and change
Dus-r—w—clnsed.gif the SeleCtIOIlS tO the I‘lght
Add signal [ os-rw-thrawn. gif : :
O\ Beriniraanal hand west facing images.
I: o= [ mediumschematics =
o= ] smallschematics | 4
[ [ coPYING
o= [ misc N
& [ CTCGhanals il
(] I [ [
File Previaw:
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Edit Marker Help FYChange A tarnoutcone oo X
Select new file, then click on icon to change

Panel Editor Clinic 2 Editor

Track Animation

= Click on 'Add ... turnout' to
place the icon onto our track
diagram.

= [ T3 is also a left hand east
turnout, so add it at this time
as well.

File Help

xo Jwl |

Set panel name

Pick background image...

Add text:

Add icon: Change icon...

Add right-hand turnout] |[LT4 | Change icon...

Add left-hand turnout: || || Owqugeicon.. | | = Now bl"ing up the icon
N . .
Addsensor: ][ [ changaicon SN selection window and change

_ i \ the selections to the right

Add signal head: ange icon... hand_ WeSt fa_cu‘lg 1mages,
Add memory: li
|

\ Add LT2 and LT4 which are

both west facing right hand.

[»]

i 'Il'/'

Add reporter:

Add RPS reporter:

B

Add multi-sensor...

Add Fast clock:
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Track Animation

N\

Click on 'Add ... turnout' to
place the icon onto our track
diagram.

LT3 is also a left hand east
turnout, so add it at this time
as well.

Now bring up the icon
selection window and change
the selections to the right
hand west facing images.

Add LT2 and LT4 which are
both west facing right hand.

We now have all 4 turnout
images stacked up ready to
move into position.
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Track Animation

L]

[»]

B

Remember to pause your
mouse over the image to see
which one is on top so you
will know where to place it.
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Track Animation

= Remember to pause your
mouse over the image to see
which one is on top so you
will know where to place it.

L = Move each turnout into final
" position. Fine tune if needed
using the 'set x & y' option.

[»]

B
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= Track Animation
= Remember to pause your
mouse over the image to see

which one is on top so you
will know where to place it.

= Move each turnout into final
position. Fine tune if needed
using the 'set x & y' option.

= If you click on the track

__ image or the lever image you
will see that they not only
control the layout, but they
are tied to each other.
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O Disable
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Track Animation

Remember to pause your
mouse over the image to see
which one is on top so you
will know where to place it.

Move each turnout into final
position. Fine tune if needed
using the 'set x & y' option.

If you click on the track
image or the lever image you
will see that they not only
control the layout, but they
are tied to each other.

If you don't like the idea of
clicking on the track images
you may disable the clicking.
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Active Images

File Help
X: |0 | ¥ |0 |
Set panel name
Pick background image...
L
Add text: || |
Add icon: Change icon...
Add right-hand turnout; | |LT4 || Change icon... 1S
Add left-hand turnout: | | Change icon...
Add sensor: Change icon...
Add signal head: Change icon...
Add memory: :
Add reporter: |
Add RPS reporter: -
(-
Add multi-sensor...
Add Fast clock:

ixed Images

Fixed Images

= We can pretty up our image

ith some fixed icons of
various track pieces.
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Fixed Images

- = We can pretty up our image
T iz with some fixed icons of
[) GreenPowsrLED g various track pieces.

[ [y RedPowerLED.aif
[ clock2.gif

(]| Dresone = Navigate the 'Change Icon'
¥ icons selection down to 'block’.

Ad o= ] cornwall
o= ] markers
Add right-han § = uss
o= [ plate
/1

Add left-hand [} README
[y coPYING

Add sen o= 7 sensar
o= ] backgraund

Add signal % Cdtrack

o (3 plock]

|: o= 7 diamaond
[ coPving

|: o= ] crossover

File Preview:

File Help

N\
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Add multi-sensor...

Add Fast clock:
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File Help

1
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Edd right-han
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Add sen

Add signal

I
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o block

|__°“| crossing-dark. gif

[y README
[ wlock.gif
[ b-45.qif

[ b-45-shart.gif

[ bap.oif

[ b-shart.ai

B crossing.gif
[ b-45-dark.qgif

[ b-dark.gif
o= ] diamond
[ coPyiNG
o= Jcrossaver
o= ] turnout
o= ] mediumschematics
o= ] smallschematics
[ coPyiNG
o= ] misc
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File Preview:

TR TET W TR e T e I

Add multi-sensor...

Add Fast clock:

Fixed Images

We can pretty up our image
with some fixed icons of
various track pieces.

Navigate the 'Change Icon'
selection down to 'block’.

We can start by adding some
gaps around the turnouts. We
will need about a dozen gap
images for that.
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Edit Marker Help

Fixed Images

= We can pretty up our image
with some fixed icons of
various track pieces.

File Help

X: |0 | ¥ |0 |

Set panel name

Pick background image...

= Navigate the 'Change Icon'
— selection down to 'block’.

Add text:

Add icon: Change icon...

Change icon... = We can start by adding some
gaps around the turnouts. We
will need about a dozen gap

Add right-hand turnout:

Add lefi-nand turnout: | |
Add sensor: Change icon...

:~\ images for that.

Add signal head: Change icon...
Add memory: = C].].Ck IAdd ].COI].:I 12 tlmeS.
Add reporter:

[0

Add RPS reporter:

Add multi-sensor...

Add Fast clock:
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Fixed Images

We can pretty up our image
with some fixed icons of
various track pieces.

Navigate the 'Change Icon'
selection down to 'block’.

We can start by adding some
gaps around the turnouts. We
will need about a dozen gap
images for that.

Click 'Add icon:' 12 times.

That gives us a pile of block
gap images to move around.
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Fixed Images

We can pretty up our image
with some fixed icons of
various track pieces.

Navigate the 'Change Icon'
selection down to 'block’.

We can start by adding some
gaps around the turnouts. We
will need about a dozen gap
images for that.

Click 'Add icon:' 12 times.

That gives us a pile of block
gap images to move around.

Much better. We can also add
in block images at each end.



Active Images

Prototype panels may include
plant numbers and names in

the track diagram to help the
dispatcher identify locations.
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7 Fixed Images
o |yfo |

3ot panel name L = Prototype panels may include
] plant numbers and names in
the track diagram to help the

Add text: ||| | . . . .
\ dispatcher identify locations.

Add icon: Change icon...

Add right-hand turnout: |[LT4 || Change icon... "\' Use the 'Add text;' OPtiOIl to

Add left-hand turnout: Change icon...

Add sensor: Change icon...
Add signal head: Change icon...

Add memory:

Pick background image...

place numbers and names on
the panel.

]
]

Add reporter:

Add RPS reporter:

Add multi-sensor...

[ I«

Add Fast clock:
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Fixed Images

Prototype panels may include
plant numbers and names in

the track diagram to help the
dispatcher identify locations.

Use the 'Add text;' option to
place numbers and names on
the panel.

Remember, the default text is
black so be sure to change
the color and size before
moving them. (black on dark
gray makes them hard to
locate later)
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| Fixed Images

Prototype panels may include
plant numbers and names in

the track diagram to help the
dispatcher identify locations.

Use the 'Add text;' option to
place numbers and names on
the panel.

Remember, the default text is
black so be sure to change
the color and size before
moving them. (black on dark
gray makes them hard to
locate later)

Enough text for this simple
panel.



71 Animated Lights

= The next thing to add to our
panel are some indicator

SATRTL | “EREEUDER / lamps. For starters we will
just tie them directly to the

turnout commands.
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Active Images

e

Bl Change HH turnout icons =
Select new file, then click on icon to change

Closed:

Thrown:

Inconsistent:

Unknown:

==

9 [ resources
[y vellowPowerLED. gif
D GreenPowerLED. gif
[y RedPowerLED.aif
[ clock2.gif
[y README

- [Jicons
o= cornwall
o= markers
o CJuss
o= ] plate
[y README

q] I [ [

File Praviaw:

Animated Lights

The next thing to add to our
panel are some indicator
lamps. For starters we will
just tie them directly to the
turnout commands.

Navigate to the 'icons' - 'USS'
- 'sensor' folder, so named
because sensors often use
lamps as indicators.
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L'J Change RH turnout icons [

Select new file, then click on icon to nhange

Closed:

Thrown:

Inconsistent:

Unknown:

Active Images

x |

- |j|5en5ur

& [ blink
|j| s-unknown. gif
[ white-off.gif

white-an.gif
Dywhitz-on it g

[ »

':"l ‘Panel Editor Clinic 2 i | 3 1

_ Animated Lights

D red-on.gif

[ README

D blue-on.gif

|j| green-an.qif

D green-off.gif

|j| red-off.qif

[ dark.qif

|j| amber-on.gif

[ s-inconsistent.gif

File Preview:

The next thing to add to our
panel are some indicator
lamps. For starters we will
just tie them directly to the
turnout commands.

Navigate to the 'icons' - 'USS'
- 'sensor' folder, so named
because sensors often use
lamps as indicators.

This brings us to a selection
of lamp jewels, both lighted
and dark.
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Edit Marker Help

L"_] Change RH turnout icons [0 "

- Animated Lights

Closed: = The next thing to add to our
mown | @ panel are some indicator

‘ lamps. For starters we will
inconsistent: | \ just tie them directly to the

Unknown: | (@) turnout commands.

] sensor ' . .
T ik \ Navigate to the 'icons' - 'USS'
= Sunkaoun i - 'sensor' folder, so named
3 whie-on oi because sensors often use
S lamps as indicators.
D blue-on.gif . . .
%g.-een-m.gif This brings us to a selection
green-off.gif . .
O recottai of lamp jewels, both lighted
() darkgif and dark.
D amber-an.qif
o el . First select a jewel that will
dgimw—;ﬁ-gif be lit when closed, (normal)
o= acKgraun -
0 P 1 and dark when thrown. (rev)

File Preview: @
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Edit Har Panel Editor Clinic 2 Editor — . .
Animated Lights
o |yfo |
Set panel name = Do as we have previously,

g / and add a lamp icon for each
turnout, LT1, LT2, LT3, and
LT4.

Add text: |[cATSKILL | ~

Add icon: Change icon...

Add right-hand turnout:

Change icon...

Add left-hand turnout: Change icon...
Add sensor: Change icon... -
Add signal head: Change icon...

Add memory:

[»]

Add reporter:

Add RPS reporter:

Add multi-sensor...

Add Fast clock:

o= ] background

o T trarcl
q] Il [ [

File Preview: @
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Animated Lights

Do as we have previously,
and add a lamp icon for each
turnout, LT1, LT2, LT3, and
LT4.

Move the lamp icons onto the
'N' side of the switch plates.
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Animated Lights

Do as we have previously,
and add a lamp icon for each
turnout, LT1, LT2, LT3, and
LT4.

Move the lamp icons onto the
'N' side of the switch plates.

Notice that the lamp for LT1
is not lit. The icons are active
when created, and LT1 is
thrown, not closed, so the
'‘thrown' (dark) image is being
displayed.



Edit Marker Help
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Select new file, then click on icon to change
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Closed: @
Thrown: 0

Unknown: @

Active Images

BEER
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o ] =ensor
o= 7 blink

D s-unknown.gif
[ white-off.gif
D white-on.gif
D red-on.gif
[y README
D hlue-an.gif
D green-on.gif
D qreen-off.gif
D red-off.qif
[y dark.gif
O
D s-inconsistent.gif
[ blue-off gif
D amhber-off.qif
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File Preview: @

. Panellights
- Animated Lights

—
T~

Now select the icons for the
'reverse' (thrown) lamps.
Note that the 'Closed:' entry
is the 'dark' lamp, and the
"Thrown:' entry is the 'lighted'
lamp, just opposite of the
green lamp.
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._.=-'..‘-:| File Help
: A .
Set panel name
Pick background image...
Add text: ||CATSKILL |
Add icon: Change icon...
Add right-hand turnout: |[LT1[ < Change icon...

Active Images

cllEal

EEE

Add left-hand turnout:

|

Add sensor:

Add signal head:

|

Change icon...

|

Change icon...

Add memory:

Add reporter:

]
]

Add RPS reporter:

Add multi-sensor...

Add

Fast clock:

]

o= ] backgraund
AT traele

[4]

File Preview: @

- Animated Lights

Now select the icons for the
'reverse' (thrown) lamps.
Note that the 'Closed:' entry
is the 'dark' lamp, and the
"Thrown:' entry is the 'lighted'
lamp, just opposite of the
green lamp.

Again, add a lamp for each
turnout.

T~
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= Now select the icons for the

'reverse' (thrown) lamps.
ARTEUTY | YEREEHBLD Note that the 'Closed:' entry
is the 'dark' lamp, and the
"Thrown:' entry is the 'lighted'
lamp, just opposite of the
green lamp.

k]

[»]

= Again, add a lamp for each
= turnout.

— = Move each of the lamps into
< > e e} position.

[4]




Edit

Marker Help

CATSKILL FREEHOLD

B dma A

\
\

N

RN

Recap

This clinic has shown us how
to use multiple animated
images, all representing
simple turnout commands, to
bring a panel to life while
controlling your layout.
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Recap

This clinic has shown us how
to use multiple animated
images, all representing
simple turnout commands, to
bring a panel to life while
controlling your layout.

In the next clinic we will use
indirect control for our
turnouts. Our panel levers
and lamps will no longer be
tied directly to the commands
sent out to the layout.
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~ . Recap

g

= This clinic has shown us how
to use multiple animated
CATSKILL FREEHOLD images, all representing
simple turnout commands, to
bring a panel to life while
controlling your layout.

[»]

= In the next clinic we will use
indirect control for our

3 turnouts. Our panel levers

= and lamps will no longer be

tied directly to the commands

sent out to the layout.

O G0 G0 O = We will not use them yet, but
lets cover adding a multi-
i position lever. (Multi-Sensor)

[4]
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Multi-Sensor
X: [0 | ¥: [0 |

Set panel name = The Multi-SenSOI‘ 1S a blt
different in that you do not
set the icons until after you
click on the 'Add multi-
sensor..' button.

Pick background image...

Add text: ||CATSKILL |

Add icon: Change icon...

Add right-hand turnout: |[LTI[ || Change icon...
Add left-hand turnout: li Change icon...
Add sensor: Ii Change icon...

Add signal head: li Change icon...

Add memory:

[»]

i \‘I

Add reporter:

]
]

Add RPS reporter:

Add multi-sensor...

Add Fast clock:
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File Help

Multi-Sensor

X |0 | ¥: o |

Set panel name . The Multl-SenSOI‘ ].S a b].t
' different in that you do not
" I set the icons until after you
Teon checks cick: @ Eight ~[&f ¢ Up - Down - click on the 'Add multi-
Sensur:l Set Ican... | Delete | pon... Sensor..' button.
Sensar: I Ghann& icon... o
Sensur:l Set Icon... | Change icon... N - The IMUltl-SenSOI'I defaUItS tO
Add Additional Sensar ta Ican | an a a three pOSltl.OI'l ].ever mOVII'lg
Set icons for inactive, ... ) frOm ].eft tO rlght.
Create and Add Icon Ta Panel hange icon.. N .
e _\ Enter the sensor IDs required
adareporter 1] for each position.

Add RPS reporter:

Add multi-sensor...

Add Fast clock:
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Multi-Sensor

X |0 | ¥: o |

Set panel name

1 Enter MultiSensor - aﬂ ..
Help —
Icon checks click: # Right - Left ¢ Up - Down
Sensar: IISll Sek Icon... | Delete | LI
Sensar: |1512 Set Icon... | Delete | Change icon...
Sensar: |1513 Set Ican... | Delete | Change icon...
Add Additional Sensor ta Ican | hnge icon...
. Set icons for inactive, %N
nGange icon...
Create and Add Icon To Panel \\ 9

Add memory: | | |
Add reporter: qQ

Add RPS reporter:

Add multi-sensor...

Add Fast clock:

[»]

The Multi-Sensor is a bit
different in that you do not
set the icons until after you
click on the 'Add multi-
sensor..' button.

The 'Multi-sensor' defaults to
a three position lever moving
from left to right.

Enter the sensor IDs required
for each position.

If you need more positions,
click on 'Add Additional
Sensor to Icon'. Of course you
will need new icons for the
new position.
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= Once you have all the

) ot s W] PosItions you require you may

el also set the inactive,

Icon checks dlick: f+ Right - Left ( Up - Down undetermined and unknown
Sensar: Iﬁ Sef Icon... | Delete | / icons if you need Something
= == L other than the defaults.

Sensor: [[S13 Set Icon... | Delete |

g

Add Additional Sensor ta Ican

i Seticans For inackiv

Create and Add Icon To Panel
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T “_ Multi-Sensor

= Once you have all the
positions you require you may
also set the inactive,
undetermined and unknown
icons if you need something
5 other than the defaults.

= When you have filled in the
required information click on

r 'Create and Add'. This

. automatically creates the

required table entries to

operate the lever and places

~ A the lever on the panel.
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% Multi-Sensor

Once you have all the
positions you require you may
also set the inactive,
undetermined and unknown
icons if you need something
other than the defaults.

When you have filled in the
required information click on
'Create and Add'. This
automatically creates the
required table entries to
operate the lever and places
the lever on the panel.

These levers are operated by
clicking to one side or the
other of the image.
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= The active click area may be
. ~_ changed to be top and bottom
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E Multi-Sensor

= The active click area may be

changed to be top and bottom
for side facing items.

= We have added in some more
] levers for use later.
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= The active click area may be
changed to be top and bottom
for side facing items.

= We have added in some more
] levers for use later.

] « Now continue with Intro to
PP clinic-3.




