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Welcome

This documentation shows you how ArchestrA Integrated
Development Environment (IDE) can manage InTouch HMI
applications so that you can effectively use the new
functionality introduced by the ArchestrA Symbol Editor.

You can view this document online or you can print it, in part
or whole, by using the print feature in Adobe Acrobat Reader.

This documentation assumes you know how to use Microsoft
Windows, including navigating menus, moving from
application to application, and moving objects on the screen.
If you need help with these tasks, see the Microsoft
documentation.

Documentation Conventions

This documentation uses the following conventions:

Convention Used for
Initial Capitals Paths and file names.
Bold Menus, commands, dialog box names,

and dialog box options.

Monospace Code samples and display text.
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Technical Support

Wonderware Technical Support offers a variety of support
options to answer any questions on Wonderware products
and their implementation.

Before you contact Technical Support, refer to the relevant
section(s) in this documentation for a possible solution to the
problem. If you need to contact technical support for help,
have the following information ready:

o The type and version of the operating system you are
using.

e Details of how to recreate the problem.
o The exact wording of the error messages you saw.

* Any relevant output listing from the Log Viewer or any
other diagnostic applications.

e Details of what you did to try to solve the problem(s) and
your results.

o If known, the Wonderware Technical Support case
number assigned to your problem, if this is an ongoing
problem.

InTouch HMI and ArchestrA Integration Guide



Chapter 1

About InTouch HMI and ArchestrA
Integration

You can manage your InTouch applications with the InTouch
Application Manager or with the ArchestrA IDE.

There are three types of InTouch applications, categorized by
how they are managed or where they were published from:

15 Stand-Alone InTouch applications
@ Managed InTouch applications

@ Published InTouch applications

You can enhance your InTouch applications with graphic
objects, the ArchestrA Symbols.

InTouch HMI and ArchestrA Integration Guide
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Stand-Alone InTouch Applications

Stand-alone InTouch applications are managed by the
InTouch Application Manager.

They appear in the InTouch Application Manager as Stand
“‘:l Alone.
Using the Application Manager, you can:

e Create and manage stand-alone InTouch applications.
o Start WindowMaker to edit InTouch applications
o Start WindowViewer to run InTouch applications.

You can also switch directly between WindowMaker and
WindowViewer to test or run your applications and switch
back to make modifications to your applications.

Network Application Development manages the propagation
of changes from your InTouch application on a development
node to running InTouch applications on target nodes.

Development

Application Manager
(manages InTouch Applications)

STARTS STARTS
WlndowMa_ke_r «— STy WlndowV|eyve_3r
(edits InTouch Applications) (tests InTouch Applications)
AN
Network
Application
Propagation Development

Target Nodes \

Application Manager STARTS— WindowViewer
(manages InTouch Applications) (runs InTouch Applications)
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Communication within the Galaxy

ArchestrA enables the use of a Galaxy-wide name space to
contain and process production-related data. It also allows a
high-level visualization and administration of data access
from various nodes running InTouch in the manufacturing
environment.

InTouch | | ArchestrA

Development
Application Manager
/ \ Bootstrap
&
WinPlatform
WindowMaker - | WindowViewer
Network
I Galaxy Name Space
Application

Development Communication (ArchestrA Attributes)

Propagation /—

]
Target Nodes \ { Bootstrap
&

WinPlatform

Application Manager [ WindowViewer
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Managed InTouch Applications

i,

You can manage your InTouch applications using the
ArchestrA Integrated Development Environment (IDE).
These applications are called “Managed” InTouch
applications.

They appear in InTouch Application Manager as Managed.

You develop an InTouch application on one node of the
Galaxy with WindowMaker. You then deployed it to one or
more target nodes running WindowViewer.

When you use the system platform functionality of the
ArchestrA IDE to manage your InTouch applications, you
can:

e See which InTouch applications are running on what
node.

o Use a central repository for InTouch applications.

o Deploy changes to WindowViewer running on the remote
nodes.

Development

InTouch | | ArchestrA

WindowMaker

. . I Galaxy Name Space
Configuration (ArchestrA Attributes)
&

Communication InTouch Application

& Deployment /"_ Management

'y

Target Nodes

Application Manager WindowViewer
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Published InTouch Applications

After you edit your managed InTouch application, you can
publish it.

| A managed application appears in InTouch Application
@ Manager as Published.

The advantage of published InTouch applications is that they
can be distributed like stand-alone InTouch applications, but
continue to support the functionality of the ArchestrA
Symbols.

However, you can no longer:

o Use ArchestrA IDE to deploy the InTouch applications.

o Edit or add ArchestrA Symbols in the InTouch
applications.

ArchestrA Symbols

In addition to the benefits of managing InTouch applications
within the ArchestrA IDE, you can model your
manufacturing environment by creating graphics with the
ArchestrA Symbol Editor.

The ArchestrA Symbol Editor is fully integrated into the
ArchestrA IDE and supports powerful modelling
possibilities.

You can embed the ArchestrA Symbols into your managed
InTouch applications, which can then be used as published
InTouch applications.

InTouch HMI and ArchestrA Integration Guide
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Comparing Stand-Alone, Managed, and Published
InTouch Applications
Stand-alone, managed, and published InTouch applications
have some differences and some similarities, as described in
the following table:
Stand-alone
InTouch Managed InTouch Published InTouch
Applications Applications Applications
Create Application Application ArchestrA IDE Not possible
Manager . New
application
o Importing
stand-alone
application
o Importing
SmartSymbols
Edit Application WindowMaker WindowMaker WindowMaker
started from the started from started from the
Application within the IDE Application
Manager Manager
Delete Application  Delete folder and Delete Delete folder and
remove from InTouchViewApp remove from
Application template Application
Manager Manager
Support of No Yes for all Yes, but only for
ArchestrA Symbols operations viewing, not for
creating and
editing
Support of DB Yes, function Yes, function Yes, function
Dump and DB within Application  within the IDE within Application
Load Manager Manager
Editing application Yes No Yes
in original
resolution requires
conversion
Management of Network ArchestrA IDE Network
Distributed Application Application
Applications Development Development
(NAD) (NAD)
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Managing InTouch Applications using the ArchestrAIDE ® 15

Stand-alone
InTouch
Applications

Managed InTouch
Applications

Published InTouch
Applications

Configuring how

Configured in

Configured in

Configured in

new InTouch Application WindowMaker Application
application Manager (Netwok Manager (Netwok
versions are Application Application
accepted Development) Development)
Use Fast-Switchto  Yes Yes Yes

test application

Use tag value and  Yes Yes, also requires Yes

tag parameter
retention

configuration of
the local working
directory

Managing InTouch Applications using the
ArchestrA IDE

You can manage your InTouch applications using the IDE.
The following procedure shows you how to do this in a
general way. For more specific information, see Managing
InTouch Applications with the IDE on page 29.

The InTouch functionality in the ArchestrA IDE is handled
by two AutomationObjects:

¢ The InTouchViewApp object represents an InTouch
application at design time and run time.

e The ViewEngine object controls how the InTouch
application is run on the target node in the Galaxy.

InTouch HMI and ArchestrA Integration Guide
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The following diagram shows how InTouch applications are
managed using the ArchestrA IDE:

ArchestrA IDE Development Node
$InTouchViewApp
base template WindowMaker JJ WindowViewer
i |
Derive @

I I
] ]
I |
: Develop, modify and :
$MyInTouchApp | test InTouch |
erived template El) : :
| |
| ]
| |
| |

Close (Check Iny

Application

Open (Check Out) »

g )
@ I
@ Target Node

Application WindowViewer
Manager

Derive

.

MyInTouchApp_001

) Run InTouch
instance

Application in
Deploy » WindowViewer

ol | J

=TT =-=--=-—-=0

To use the IDE to manage your InTouch applications

1

Create a managed InTouch application in the ArchestrA
IDE.

Open it in WindowMaker.

Configure your InTouch application in WindowMaker.
You can switch to WindowViewer to test the application.

Save the InTouch application and close WindowMaker
and WindowViewer.

Determine which nodes to deploy the InTouch application
to.

Deploy the InTouch application to the target nodes in the
Galaxy.

Run the InTouch application in WindowViewer on the
target nodes.

InTouch HMI and ArchestrA Integration Guide
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InTouchViewApp Object

ArchestrA manages your InTouch applications with a specific
type of ArchestrA object called the InTouchViewApp object.

An InTouchViewApp template references one specific
managed InTouch application at design time and cannot be
executed at run time.

You must create an instance of the TouchViewApp template.
This instance can be deployed to a target node. The target
node is the node on which the managed InTouch application
runs in WindowViewer.

To distribute an InTouch application, you create multiple
instances of the same template and deploy them to multiple
nodes.

Optionally, you can:

« Export and import the InTouchViewApp object to
exchange managed InTouch applications across Galaxies.

o Export and import tag dictionary data as .csv files.

o Export and import windows between different types of
InTouch applications.

o Publish the managed InTouch application. The published
InTouch application runs like a stand-alone InTouch
application but can contain ArchestrA Symbols.

o Use the attributes of the deployed InTouchViewApp
object to read from and write to InTouch tags with
ArchestrA attributes.

To use the InTouchViewApp object

1 Derive an InTouchViewApp template from the
$InTouchViewApp base template.

2 Associate the derived template with an InTouch
application by creating a new InTouch application or
importing a stand-alone InTouch application.

Open the application in WindowMaker.

4  Configure the application in WindowMaker and test it in
WindowViewer.

5 Save and close WindowMaker. The InTouchViewApp
template is checked in.

6 Derive instances from the InTouchViewApp template.

7 Deploy these instances to selected target nodes within
the Galaxy.

8 Run Application Manager on the target nodes and run
the managed InTouch applications in WindowViewer.

InTouch HMI and ArchestrA Integration Guide
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Associating a InTouchViewApp Template with an
InTouch Application

After you create a new InTouchViewApp template, you can
associate an InTouchViewApp template with an InTouch
application by:

e Creating a new InTouch application.
o Importing a stand-alone InTouch application.

The InTouchViewApp template does not contain the InTouch
application data itself, such as the tag configuration and
values, but simply references the application.

Editing a Managed InTouch Application

You edit a managed InTouch application with WindowMaker
as you do for a stand-alone InTouch application, except that
you open the editor of the InTouchViewApp template to start
the associated InTouch application in WindowMaker.

When you close WindowMaker after making changes to the
InTouch application, the InTouchViewApp object is
automatically checked in.

Testing a Managed InTouch Application

You can test a managed InTouch application with
WindowViewer as you can with stand-alone InTouch
applications.

When a managed InTouch application is open in
WindowMaker, you can fast-switch to WindowViewer and
then back to WindowMaker again.

If a managed InTouch application contains references to
ArchestrA data, such as galaxy:UDA, then a WinPlatform
object needs to be deployed to the node you are editing the
InTouch application on. Otherwise, the data shows blank
values.

InTouch HMI and ArchestrA Integration Guide
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Deploying the InTouchViewApp Object

After you derive an instance of your InTouchViewApp
template, you can assign it to the target platform under a
ViewEngine object.

You cannot assign multiple InTouchViewApp instances that
have the same parent under one ViewEngine. Instead create
a second ViewEngine instance to host additional
InTouchViewApp instances with the same parent.

@ Deployment

= gl MyGalaxy
----- |2 Unassigned Host
- ﬂ GRPlatfarm
- £at AppEngine_001
—1 [} ViewEngine_001
EEl Packaging_001
Lﬁl Reactorfrray_001
- [B2) TankDemo_001
- [} WiewEngine_002
: - [P Refining_DO1
= :’ TargetPlatform_1
= [} WiewEngine_003
----- Lﬁl Reactorfrray_002
- 2B Refining_00Z

After you deploy the InTouchViewApp object, you can open
the InTouch Application Manager on the target node. The
associated managed InTouch application appears in the list
together with the time stamp of its last deployment in the
Date Modified column.

When you deploy the InTouchViewApp instance to a target
node, the InTouch application is contained in:

o A folder on the development node. This contains the
source for the InTouchViewApp template.

e A folder on the target node from which the InTouch
application runs. This contains an instance copy of the
InTouch application.

Exporting and Importing an InTouchViewApp Object
You can export the InTouchViewApp object. You do this, for
example, to use the managed InTouch application together
with its hosting InTouchViewApp object in other Galaxies.

When you export the object, a package file (.aaPKG) is
created containing information about the object, the
associated managed InTouch application, and any ArchestrA
Symbols the application uses.

When you import an InTouchViewApp object, the ArchestrA
IDE also imports the managed InTouch application.

InTouch HMI and ArchestrA Integration Guide
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Exporting and Importing Tag Data Associated with a
Managed InTouch Application

You can export tag data that is associated with a managed
InTouch application to a .csv file. This is equivalent to the
DB Dump function of the InTouch Application Manager.

You can import the exported tag data from a .csv file back
into a managed InTouch application in the same way as the
DB Load function.

The exported .csv files from a managed InTouch application
and those of a stand-alone InTouch application are fully
interchangeable.

Publishing Managed InTouch Applications

You can publish a managed InTouch application. The
published InTouch application is no longer associated with
the InTouchViewApp template.

The published application cannot be edited within the IDE or
imported into another InTouchViewApp template. In other
words, you cannot manage it with the IDE or republish it.

The published InTouch application can still communicate
with the Galaxy through any embedded ArchestrA Symbol.
You can, for example, write data back to the Galaxy or
visualize Galaxy data.

You can edit the ArchestrA Symbol using basic InTouch
operations such as copying, cutting, pasting, duplicating,
moving, resizing, flipping, rotating, and configuring with
InTouch animation links.

However, the ArchestrA Symbols cannot be modified, nor can
new ArchestrA Symbols be embedded into the InTouch
application. These operations are only allowed with managed
InTouch applications.

You can do this in environments that do not support the
processing requirements of ArchestrA. For example, in
remote plant operations or in small networks.

InTouch HMI and ArchestrA Integration Guide
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Exporting and Importing InTouch Windows between
InTouch Applications

You can export windows from all three InTouch application
types from WindowMaker, but there are some restrictions on
importing exported windows or windows directly from an
InTouch application.

o For stand-alone InTouch applications, you cannot import
any windows from published and managed InTouch
applications that contain ArchestrA Symbols. A warning
message appears, and information on which windows
were not imported is written to the Logger.

If you import windows from managed or published
InTouch application that contain ArchestrA Symbols, the
windows are imported, but the ArchestrA Symbols are
not functional and appear as “Not Found”.

e For managed InTouch applications, you can import any
windows from published, stand-alone, and other
managed InTouch applications. Embedded ArchestrA
Symbols are not imported.

e For published InTouch applications, you can import any
windows from stand-alone InTouch applications.
Embedded ArchestrA Symbols are not imported.

Attributes of the InTouchViewApp Object

You can use the ArchestrA attributes of the InTouchViewApp
object to access the run-time data of the tags of the associated
InTouch application. This is useful for reading and writing
InTouch data directly in the Galaxy name space and provides
the same functionality as the InTouchProxy object.

In this example, a deployed managed InTouch application
uses a real tag TankLevel to report the fill level of a tank and
a discrete tag ValveOut to control the state of a valve.

To read and write the InTouch tags from the InTouchViewApp
object instance

1 Right-click the deployed InTouchViewApp object, and
then click View in Object Viewer. Object Viewer appears.

2 Right-click in the Watch area, and then click Add
Attribute Reference. The Add Attribute Reference dialog
box appears.

InTouch HMI and ArchestrA Integration Guide
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In the Attribute Reference box, type the name of the
InTouchViewApp object followed by a dot and the name of
the InTouch tag you want to read or write. For example,
TankDemo 001.TankLevel.

Click OK. The attribute is added to the Watch area.

Repeat steps 3 and 4 for any other InTouch tags you want
to read or write.

You can now view the InTouch tag value.

FrogrTTCTETT T T
Lasthodified 5232007 112,
InTouchMode q

ConnectionStatus Connected ]
1] 1 K m

AftributeReference | Walue | Quality | Status
iTankDermna_001.TankLevel 54,33 CliGood Ok
TankDemo_00LValweOut false CliGood Ok

7 To write to an InTouch tag value, do the following:

a Double-click it. The Modify Value dialog box appears.

b Type a new value and click OK. The value is written
back to the tag of the running InTouch application.

Differences Between the InTouchViewApp Object
and Other AutomationObjects

The InTouchViewApp object is unlike other
AutomationObjects. You cannot perform some operations you
can normally do with other AutomationObjects.

If you try to configure an InTouchViewApp instance, a
message appears asking if you want to open its parent
template instead. You cannot configure the instance
directly, only the parent template.

If you try to open more than one InTouchViewApp
template for configuration at a time on one node, IDE
prevents you from doing so. Close WindowMaker,
WindowViewer, and Application Manager and retry.
Alternately, you can edit the InTouchViewApp object on a
different node with InTouch WindowMaker.

If you close the IDE while editing an InTouch application
with WindowMaker, WindowMaker prompts you to save
any changes. It then closes and the InTouchViewApp
template is checked in.

If you close the IDE while testing an InTouch application
with WindowViewer, WindowViewer closes.

InTouch HMI and ArchestrA Integration Guide
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If you want to:

e Change the association between the InTouchViewApp
and the InTouch application, create a new derived
InTouchViewApp template instead.

o Use ArchestrA security (Galaxy security) in InTouch,
deploy a WinPlatform instance to the node on which the
deployed managed InTouch application is running.

ViewEngine Object

The ViewEngine is an ArchestrA object that hosts and runs
deployed InTouchViewApp objects.

To deploy an InTouchViewApp instance to a target platform,
you need to assign it to a ViewEngine object first. The
ViewEngine object is then assigned to the target
WinPlatform object.

The ViewEngine fulfils the same functions for the
InTouchViewApp instances as the AppEngine instance does
for the Application Objects. The ViewEngine:

e Sets up and initializes the InTouchViewApp objects when
they are initially deployed and started, so that they can
communicate with other objects in the Galaxy.

e Performs diagnostics on attributes that can be monitored,
alarmed, and historized.

e Historizes data to the Wonderware Historian.

You can use different ViewEngine objects to:

e Historize data to different Wonderware Historians.

o Interact with deployed InTouch applications at different
scan rates. This sets at which frequency InTouch tag data
can interact with the Galaxy name space.

A platform can host multiple ViewEngine objects. Every
InTouchViewApp must be assigned to a ViewEngine.

You cannot create multiple instances of the same
InTouchViewApp template to run under the same
ViewEngine object. But you can run multiple instances of the
same template under different ViewEngine objects.

InTouch HMI and ArchestrA Integration Guide
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ArchestrA Symbols

The ArchestrA IDE includes a Symbol Editor that you can

use to create symbols that visualize production processes and

provide an HMI interface to ArchestrA AutomationObjects.

The following diagram shows you how symbols that are
created with the ArchestrA Symbol Editor can be used in
InTouch applications.

Browsing the

Symbol Toolbox

Embedded
ArchestrA Symbols

@
|

Browsing for

- Object Template with
Symbol

Embedded
ArchestrA
Symbols

Using ArchestrA Symbols
Application Server InTouch WindowMaker
_?(:gﬁ:)ii E = ? Browsing _
o o
Object Templates Browsi
with Symbols rowsing
1)
3
kY
/N
Object Instances /' \
with Symbols // Y
-‘_\“
1’ - n
o Y
v ‘\.‘ Creating Object
\ 3 Instances
I )=

Creating ArchestrA Symbols

ArchestrA Symbols are created with the ArchestrA Symbol
Editor in the IDE.

You can create:

e ArchestrA Symbols in the Graphic Toolbox. These are not

associated with any specific ArchestrA object template or
ArchestrA object instance.

e ArchestrA Symbols contained in a specific ArchestrA
object template or instance.
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Embedding ArchestrA Symbols into InTouch

Windows

ArchestrA Symbols can be embedded into a managed
InTouch application and used.

You can embed an ArchestrA Symbol into a window of a
managed InTouch application from:

The Graphic Toolbox
An ArchestrA object template

An ArchestrA object instance

You embed these objects into InTouch windows by browsing
the Galaxy for symbols or AutomationObjects.

<

:} Galawy Browser - hyGalamy
‘é’ £ %% & | # Fler: [Defaul
(& Template Toolbox
(= g MyGalaxy

= (53] Application
-~ @ $analogDevice
- @ %Boolean
- @ $DiscreteDevice
@ $Double
- @ $FigldReference
o @ $Float
~ @ $Integer
- @ $Sequencer
@ $String
e @ $Switch
o @ $Tark
o @ $lserDefined
= (53] Device Integration

o (@] $InTouchProsxy
- [f] $0PCClient

M

$DDESuiteLinkClient —

| »

-

m

-
$Tank

I-I

TankBody
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Creating New ArchestrA Object Instances

Automatically

If you embed an ArchestrA Symbol from a template, the
InTouch HMI can create an instance of that object and the
symbol instance references the new instance.

The following example shows you how to create a new
ArchestrA object instance automatically.

To create a new ArchestrA object instance automatically

1

Create an ArchestrA object template $Valve1 and open it
in the ArchestrA IDE object editor.

On the Graphics tab, add an ArchestrA Symbol called
ValveSymbol.

Create a derived template of the InTouchViewApp object
and open it in WindowMaker.

Create a new InTouch window and embed the ArchestrA
Symbol ValveSymbol from the ArchestrA object template
$Valvel. WindowMaker prompts you for an instance
name.

Type a name, for example valvel E122 and click OK. The
ArchestrA Symbol is pasted on the InTouch window and
the AutomationObject instance Valvel_E122 is created in
the Galaxy.
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Symbol Change Propagation
Any changes to a source ArchestrA Symbol are propagated to
all embedded ArchestrA Symbols. This affects the ArchestrA
Symbols in WindowMaker and the ArchestrA Symbols
inherited by AutomationObjects.

If a change is made to an ArchestrA Symbol and it is used in
35' an open InTouch window, the Symbol Changed icon appears
in the bottom right corner of the status bar.

When you double-click this icon, the embedded ArchestrA
Symbol is updated with the changes.

The following example shows you how symbol change
propagation works.

To propagate a symbol change

1 Follow the example from Creating New ArchestrA Object
Instances Automatically on page 26.

2 In WindowMaker, open the window that shows the Valve
symbol.

3  Open the ArchestrA Symbol ValveSymbol that is hosted
by the ArchestrA object template $Valvel.

4 Make some changes and click Close and Save. The
changes are propagated to ArchestrA object instance
Valvel_E22. In WindowMaker, the Symbol Changed icon

ﬁ appears.

5 Double-click the icon to accept the changes. The
embedded ArchestrA Symbol is updated.

Symbol Dynamic Size Propagation

You can control the way that size changes of the source
symbol are propagated to its embedded symbols. For
example, a size change is:

» Resizing one of the elements in the source symbol so that
the symbol boundary changes.

o Adding elements to or removing elements from the source
symbol so that the symbol’s boundary changes.

This feature is called dynamic size change propagation and
can be enabled or disabled.

For more information about dynamic size propagation, see
the Creating and Managing ArchestrA Graphics User’s
Guide.
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Managing InTouch Applications
with the IDE

You can use the ArchestrA IDE to:

o Create a new managed InTouch application.

e Import an existing InTouch application to use as a
managed InTouch application.

e Start WindowMaker.

e Submit the changes you make in WindowMaker to a
managed InTouch application.

o Export and import a managed InTouch application
together with its InTouchViewApp object.

o Publish a managed InTouch application.
e Delete a managed InTouch application.

o Import and export tag data used in a managed InTouch
application.

o Export tag data to and import tag data from a .csv file.

You can start the ArchestrA IDE from the InTouch
Application Manager.
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The following graphic shows how applications are imported,
exported, managed, and published.

ArchestrA IDE InTouch WindowMaker

Stand-alone InTouch

| Application
—
Imports™ |
InTouchViewApp
Automation
Template Manages—1 1| Managed InTouch
Application
Exports
(Publishes)—_|
T~

Published InTouch
Application

Imports and Exports

X

.aaPKG File

Managed InTouch | | ArchestrA
Application Symbols

Starting the ArchestrA IDE from Application
Manager

If ArchestrA IDE is installed on the same computer as
InTouch, you can easily start the ArchestrA IDE from the
InTouch Application Manager.

To start the ArchestrA IDE from Application Manager

¢ In the InTouch Application Manager, do one of the
following:

e On the File menu, click ArchestrA IDE.
%—i e Click the ArchestrA IDE icon on the toolbar.
The Connect to Galaxy dialog box appears.
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Creating a Managed InTouch Application

You create a managed InTouch application by creating and
configuring an InTouchViewApp object.

You can also view application version, resolution, and
description information directly from the InTouchViewApp
object.

The InTouch application directory is created as a share:
\\GRNodeName\GalaxyName-$InTouchViewAppObject Name
This directory is managed by the IDE, not by the InTouch
Application Manager.

To create a managed InTouch application
1 Open the ArchestrA IDE.

2 In the Template Toolbox, expand the System toolset.

(&) Template Toolbox - 1 X

= g MyGalaxy -
(5] Application
(5] Device Inkegration
B- m Syskem

i £8% $AppEngine

- 5‘.1 $area

- Lﬁl $InTouchviewapp

- [} $viewEngine

- [§ $winPlatform

F b

3 Derive a template from the $InTouchViewApp base
template. Do the following:

a Right-click the $InTouchViewApp base template, point
to New, and then click Derived Template. A new
derived template appears with a default name.

b Rename it, if needed.

(&) Template Toolbox - 1 X

= g MyGalaxy -
(5] Application
5] Device Inkegration
B- m Syskem

i £8% $AppEngine

- 5‘.1 $area

- [P $InTouchviewtipp

1) $InTouchviewapp_001

- [ $viewEngine

- [§ $winPlatform
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4 Double-click the derived template. The InTouchViewApp

Initialization dialog box appears.

InTouchiewdpp Initialization (=3
Please select the source of the associated InTouch application
@ Create new InTouch application
) Import existing InTouch application

5 Select Create New InTouch Application and click Next. The

next panel appears.

InTouchiewdpp Initialization (=3
Application name:
i1y NewManagedApp
[T InTouchtiew application
Description:
I < Back ” Mexk = ]I Cancel I

6 Type a name for the InTouch application and a

description.

7 Select InTouchView Application to create an InTouch
application that uses only ArchestrA references as an

external data source.

8 Click Next. WindowMaker starts.

To view application version, resolution, and description

1 Open the Template Toolbox.

2 Right-click the InTouchViewApp template, and then click
Application Information. The Application Information

dialog box appears.

Application Information

Application Name:

]

SReactorDemo2007
Description:
This is the new Reactor Demo 2007

ApplicationVersion: 1

Resolution: 1280x1024
Version: 10.0
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Starting WindowMaker from the ArchestrA

IDE

You can edit a managed InTouch application by starting
WindowMaker from within the ArchestrA IDE.

You can start WindowMaker from an InTouchViewApp
template or an instance.

When opening a managed InTouch application created with a
different screen resolution than your current system
resolution, a message appears.

Windowhdaker (=3

The InTouchView Spp application you are trying to edit
l % was developed in the resolution 1280 * 1024,
Your current resolution is 1024* 768, Do youwant to conwvert?

Yes - Will convert the application
Mo - Wil not convert the application
Cancel - Cancels the edit operation

Coo [ e ) [ o ]

o Click Yes to convert the InTouch application to the
current system resolution and open it.

o Click No to open and edit the InTouch application in its
original resolution.

To start WindowMaker from an InTouchViewApp template
1 Open the ArchestrA IDE.

2 Locate the InTouchViewApp template that includes the
managed InTouch application you want to modify.

3 Double-click the InTouchViewApp template.
WindowMaker starts as the object’s default editor and
opens the InTouch application. You are ready to edit the
managed application.

To start WindowMaker from an InTouchViewApp instance
1 Open the ArchestrA IDE.

2 Locate the InTouchViewApp object whose parent hosts
the managed InTouch application you want to modify.
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Double-click the InTouchViewApp object. The
InTouchViewApp Instance Edit dialog box appears.

InTouchtiewdpp Instance Edit

==l

Edit iz allowed only for InTouchviewdpp derived template. Do pou
want to edit Derived Template ?

[] Dan't ask me again.

Mote:

‘fou can always turn this prompt back on from User Information
menu.

[

|

es I Mo

I

Do any of the following:

template in WindowMaker.

Click No to not open the template.
Click Yes to open the associated InTouchViewApp

If you select the Don’t ask me again check box and
click Yes, the next time you open an InTouchViewApp
instance, the managed InTouch application is
automatically opened from the associated

InTouchViewApp template.

You can change this setting using the User
Information dialog box, which you open from the Edit

menu.

Configure User Information
Prompts
[ Ask for Check In Comments
Wam befare launching an editor for a read-only object
Wam for insufficient permissions
‘wiarn before launching an InTouchViewlpp editor

Initial scan state for deployed objects
@ On Scan
_) Off Scan

==
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Submitting Changes for an InTouch

Application

A

After you modify your managed InTouch application, you can
submit the changes for deployment to the target nodes.

After you make changes to a managed InTouch Application,
any derived InTouchViewApp objects appear with the
Pending Changes icon.

This indicates that you must redeploy the changes to the
target nodes, for WindowViewer on those nodes to reflect the
changes.

For more information on how to deploy the changes to the
operator nodes, see Deploying a Managed InTouch
Application on page 70 and Accepting New Application
Versions at the Operator Node on page 73.

To submit the changes for an InTouch application

1 Modify your managed InTouch application in
WindowMaker as you would with a stand-alone InTouch
application.

2 Save your InTouch windows.

3 On the File menu, click Exit. WindowMaker closes and
the focus returns to IDE. The Check In dialog box
appears.

4 Type a comment for check in, if necessary and click OK.
The Check In progress dialog box appears.

5 Click Close.
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Importing an InTouch Application

You can import an existing InTouch application to use as a
managed InTouch application. You do this in two steps:

e Create an InTouchViewApp object to associate with the
imported InTouch application.

o Import the InTouch application.

The imported InTouch application becomes a managed
InTouch application.

The ArchestrA IDE creates a copy of the existing InTouch
application in a folder that it manages. The IDE leaves the
existing InTouch application and location unchanged.

If the version of the InTouch application you are importing is
6.0 or above, a conversion message appears. The application
is converted before it is opened in WindowMaker. InTouch
applications versions before 6.0 cannot be converted.

To import an InTouch application into a Galaxy
1 Open the ArchestrA IDE.

2 In the Template Toolbox, derive a template from the
$InTouchViewApp base template.

3 Open the derived template. The InTouchViewApp
Initialization dialog box appears.

InTouchiewdpp Initialization (=3

Please select the source of the associated InTouch application:

) Create Mew InTouch Application

@ Import Existing InTouch Application

Cancel
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Click Import Existing Application and click Next. The next
panel appears.

InTouchiewdpp Initialization (=3

Application Path:

CiiUsersthwmuseriDocumentsiMy InTouch Applications o
[7]Find applications

Search root:

Find

Mame Path Description

4 I b

< Back et =

Locate the InTouch application. Do any of the following:

e Click the ellipsis button to browse for the folder that
contains the managed InTouch application.

o To search for the application, select the Find
applications check box. Specify a search root for the
search to begin and click Find. Select the InTouch
application from the list.

Click Next. The next panel appears.

InTouchiewdpp Initialization (=3
Application Mame:
Raleigh
InTouchview Application

Description:

Mew InTouch application

I < Back ” Mext = ]I Cancel I

If needed, type a new name in the Application Name box
and a description in the Description box. The name and
description appear in the Application Manager when the
managed InTouch application is deployed.
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8 Click Next. The next panel appears and shows you the
import progress.

InTouchiewdpp Initialization (=3

Import operation completed,

Done

9 Click Done. InTouch WindowMaker is started and you
can edit the InTouch application as a managed InTouch
application.

Importing and Exporting an InTouchViewApp
Object

You can import and export the InTouchViewApp object in the
ArchestrA IDE. The InTouchViewApp object contains all
information for hosting a managed InTouch application and
can be used to exchange a managed InTouch application
between Galaxies.

For more information about importing and exporting
AutomationObjects, see the Wonderware Application Server
documentation.

To import an InTouchViewApp object

1 On the Galaxy menu, point to Import, and then click
Object(s). The Export Automation Object(s) dialog box
appears.

2 Select the ArchestrA package (.aaPKGQG) file that contains
the InTouchViewApp object you want to import and click
Open. The object and its managed InTouch application
are imported.

3 Click Close.

To export an InTouchViewApp object

1 On the Galaxy menu, point to Export, and then click
Object(s). The Import Automation Object(s) dialog box
appears.

2 Select a folder to export to, specify an ArchestrA package
(.aaPKG) file name and click Save. The object and its
managed InTouch application are exported.

3  Click Close.
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Publishing a Managed InTouch Application

You can publish a managed InTouch application from the
InTouchViewApp object that is associated with it.

The export consists of a folder containing information about
the object and the managed InTouch application.

This is different than exporting the InTouchViewApp object
itself. For more information, see Importing and Exporting an
InTouchViewApp Object on page 38.

The published InTouch application cannot be reimported into
an InTouchViewApp object.

To publish a managed InTouch application
1 Open the ArchestrA IDE.

2 Locate the InTouchViewApp object that contains the
managed InTouch application you want to publish.

3 Right-click the object, and then click Publish InTouch
Application. The Browse For Folder dialog box appears.

Browyse Far Falder =3

Publish InTouch Application ko:

Bl Desktop
|H WAL SEE
» 1. Public
4 M Computer
- &3 Floppy Disk Drive (&)
&5, Local Disk ()
- & DVD Drive (D2)
- L ACMEBuUilds (hdew) (23
2 Metwork
: Control Panel
£ Recycle Bin
o Metwork Shortcuts

[ Make New Folder ] [ OF ] [ Cancel ]

4 Specify the folder to publish to the InTouch application
to. Do any of the following:

e Browse to an existing folder.

¢ Click Make New Folder to create a new folder or folder
structure.
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5 Click OK. The Publish InTouch Application progress dialog

box appears.

Publish InTouch Application

Publish InTouch applcation completed

Copying InTouch Application files to kemporary Folder For export, o~
Copying InTouch Application to temporary Folder for export,

Copying Embedded Symbals to temporary Folder For export,

Creating cab file from temporary Folder,

Copying files to output Folder, =
Copying files to output Folder succeeded, Files have been copied to CiiUsersiwwuseri
Publish InTouch Application succeeded., —
$InTouchviewdpp 001:Successful i
4 | i r

Object 1 of 1 completed

Close

When publishing is complete, click Close. A directory
containing the new published InTouch application is
created in the selected folder. You can now copy it to any
run-time node.

Deleting a Managed InTouch Application

You can delete an InTouch application in the ArchestrA IDE
by deleting the associated InTouchViewApp template.

When you do this, the template and the InTouch application
directory associated with that template are deleted
completely.

You can only delete an InTouch application if the associated
InTouchViewApp object does not have any derived instances.

Deleting an InTouchViewApp instance does not delete the
associated InTouch application.

To delete the InTouchViewApp template

1
2

Open the ArchestrA IDE.

Select the InTouchViewApp template that contains the
managed InTouch application you want to delete.

On the Edit menu, click Delete. The Delete dialog box
appears.

Click Yes. The InTouchViewApp template and the
associated InTouch application folder are deleted.
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Exporting and Importing Tag Data

You can export the tag data of a managed InTouch
application to a .csv file. You can import this data into
another managed InTouch application or a stand-alone
InTouch application.

To export tag data from a managed InTouch application
1 Open the ArchestrA IDE.
2 Select the derived InTouchViewApp template that

contains the managed InTouch application from which
you want to export the tag data.

3 On the Galaxy menu, point to Export, and then click DB
Dump. The CSV File to Dump To dialog box appears.

4 Specify a location and file name for the .csv file and click
Save. A confirmation dialog box appears.

5 Select Group output by types if you want the tag data to
be grouped by data types in the .csv file.

6 Click OK. When a success message appears, click OK.

To import tag data from a .csv file to a managed InTouch
application

1 Open the ArchestrA IDE.
2 Select the derived InTouchViewApp template that

contains the managed InTouch application to which you
want to import the tag data.

3 On the Galaxy menu, point to Import, and then click DB
Load. The CSV File to Load From dialog box appears.
4  Select the .csv file and click Open.

During the import, one or more messages may appear
warning you of duplicate names. Select the appropriate
option for each duplicate tag.

5 When a success message appears, click OK.
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Retaining Tag Value and Parameters

When you use multiple managed InTouch applications on one
node, all applications use the same directory. If you configure
tag data or parameters to be retained and you switch
applications, the run-time data is lost.

To configure retention in a managed InTouch application

1 Open the managed InTouch application with
WindowMaker from the IDE.

2 On the Special menu, point to Configure, and then click
WindowViewer. The WindowViewer Properties dialog box
appears.

Click the Managed Application tab.

4 In the Local Working Directory box, type the name of a
unique existing directory. This is the name of the
directory on the target run-time node.
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Using ArchestrA Symbols in
WindowMaker

You can use ArchestrA Symbols created with the ArchestrA
Symbol Editor in the IDE in your managed InTouch
application.

ArchestrA IDE InTouch WindowMaker

InTouchViewApp
Automation
Template

e . Managed InTouch
Manages Applications

Provides / /" / /

InTouch WindowViewer

ArchestrA
ArchestrA Symbol

/ Symbes
Editor
Templates and
Instances

Provides
ArchestrA
Symbol Functionality

Test Application

Managed InTouch
Applications
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You can:

e« Embed ArchestrA Symbols into an InTouch window.
» Resize embedded ArchestrA Symbols.

¢ Add a limited number of InTouch animations to
ArchestrA Symbols.

o Configure the custom properties of embedded ArchestrA
Symbols.

o Start the ArchestrA Symbol Editor.
o Test the ArchestrA Symbols in WindowViewer.

¢ Create a new Instance of the AutomationObject that
hosts the embedded ArchestrA Symbol.

Embedding ArchestrA Symbols into an
InTouch Window

You can embed an ArchestrA Symbol into InTouch windows
of your managed InTouch application.

The ArchestrA Symbol can be part of:
o The Graphic Toolbox.

e An ArchestrA object template.
o An ArchestrA object instance.

You cannot embed an ArchestrA Symbol into windows of
stand-alone InTouch applications. You can publish a
managed InTouch application and use ArchestrA Symbols in
the published application. However, you cannot add new
ArchestrA Symbols or edit existing ones.
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Embedding ArchestrA Symbols from Automation

Templates

L

You can embed an ArchestrA Symbol from an Automation
template that hosts ArchestrA Symbols. At the same time, a
new derived instance of the selected template 1is created.

For information about creating a new instance based on an
ArchestrA Symbol already on the InTouch window, see
Testing ArchestrA Symbols in WindowViewer on page 65.

To embed an ArchestrA Symbol from an Automation template
1 Open WindowMaker.

2 On the Edit menu, click Embed ArchestrA Symbol. The
Galaxy Browser dialog box appears.

3 Click the Template Toolbox icon. The Template Toolbox
list appears on the left.

:j- Galaxy Browser - GEGalaxy
@- £ °: | & | B Fiter: [Defaul M
(& Template Toolbox $TankaArray

- i GEGalaxy

= [G5] Application
...... @ $analogDevice - I

______ 9 fandoad IR IR LRI
------ @ $DiscreteDevice
...... @ $Double

------ @ jFicldReference
...... @ 4Float

...... @ $Integer
...... @ $5tring

...... @ $5witch
...... [* W4 Tankarray
------ @ $UserDefined
[ [§5] Device Integration
(- (5] System

Tankarray_001

4  Select the template that contains the ArchestrA Symbol
you want to embed. The ArchestrA Symbols contained in
the selected template appear on the right.

5 Select the ArchestrA Symbol you want to embed and click
OK. The Galaxy Browser closes and the insertion icon
appears if the pointer is over the InTouch window.
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6 Click in the InTouch window where you want to embed
the ArchestrA Symbol. The Create Instance dialog box

appears.
Create Instance
Instance Mame  Tankdrray_001

7 In the Instance Name box, type a name for the instance.

8 Click OK. An instance is automatically derived from the
template with the name you specify. The symbol is
embedded into the InTouch window.

#H T

@nom ||
@inla | |
@ our

T

@ nomm
@ inlat
@ outhe
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Embedding ArchestrA Symbols from Instances

@—-
o—-

You can embed ArchestrA Symbols from instances that have
ArchestrA Symbols associated with them.

When you embed an ArchestrA Symbol from an instance, the
symbol is associated with that instance.

To embed an ArchestrA Symbol from an instance
1 Open WindowMaker.

2 On the Edit menu, click Embed ArchestrA Symbol. The
Galaxy Browser dialog box appears.

3 Click the Instances icon. The Instances list appears on the
left.

:j- Galaxy Browser - GEGalaxy
® G[E]:B]5 2 e =

£ Instances valve

$

Tagname

@ TarkTemplate
[* ¥v/alve

Walve_001

4 Click on the instance that contains the ArchestrA Symbol
you want to embed. The ArchestrA Symbols associated
with the selected instance appear on the right.

5 Click on the ArchestrA Symbol you want to embed and
click OK. The Galaxy Browser closes and the insertion
icon appears if the pointer is over the InTouch window.

6 Click in the InTouch window where you want to embed
the ArchestrA Symbol. The symbol is embedded into the
InTouch window.
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Embedding ArchestrA Symbols from the Graphic

Toolbox

You can embed ArchestrA Symbols from the Graphic
Toolbox.

To embed an ArchestrA Symbol from the Graphic Toolbox
1 Open WindowMaker.

2 On the Edit menu, click Embed ArchestrA Symbol. The
‘6{'1'\"_ Galaxy Browser dialog box appears.

3 Click the Graphic Toolbox icon. The Graphic Toolbox list

';{f appears on the left.
:j- Galaxy Browser - GEGalaxy
@ %Y E FP Filker: | Defaul R
s Graphic Toolbox Tanks
E-8F GEGalaxy
- _‘, o
Hi
ik ) 1 ﬁ_‘

Tank_001

4 Select the ArchestrA Symbol you want to embed and click
OK. The insertion icon appears if the pointer is over the
InTouch window.

5 Click in the InTouch window where you want to embed
the ArchestrA Symbol. The symbol is embedded into the
InTouch window.
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Resizing Embedded ArchestrA Symbols

After embedding an ArchestrA Symbol into an InTouch
window, you can resize it with its handles or with the width
and height value entry as you would with any other InTouch
object.

However, if the ArchestrA Symbol contains at least one
rotated element, you can only resize the ArchestrA Symbol
proportionally.

You cannot resize the embedded ArchestrA Symbol smaller
than its minimum size. The minimum size may be
determined by the pen width of a contained element.

You can reset the embedded ArchestrA Symbol to its original
size when it was created in the ArchestrA Symbol Editor.

To resize an embedded ArchestrA Symbol
1 Select the ArchestrA Symbol so that the handles appear.

2 Do one of the following:
e Drag the one of the handles to resize the ArchestrA
Symbol to the new size.

o Enter width and height in the W and H boxes on the
status bar.

To resize an embedded ArchestrA Symbol to its original size

¢ Right-click the embedded ArchestrA Symbol you want to
change to its original size, point to ArchestrA Graphic, and
then click Symbol - Original Size. The embedded
ArchestrA Symbol is changed to its original size.
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Configuring ArchestrA Symbols in

WindowMaker

You can configure embedded ArchestrA Symbols in
WindowMaker by:

Standard editing, such as copying, cutting, pasting,
duplicating, resizing, moving, and deleting.

Setting up WindowMaker animation links.
Connecting an ArchestrA Symbol with InTouch tags.
Selecting an alternate instance of the same parent.
Selecting an alternate symbol of the same instance.

Enabling or disabling dynamic size propagation.

Configuring WindowMaker Animation Links of an
ArchestrA Symbol

You configure WindowMaker animation links of an
embedded ArchestrA Symbol in the same way as any other
InTouch object. You can only configure animation links that
are external to the embedded ArchestrA Symbol, such as:

Object size
Object location
Visibility

Enablement

The animation links configured in WindowMaker are
independent from those configured in the ArchestrA Symbol
Editor. They do not inherit the settings of the ArchestrA
Symbol and take precedence when run in WindowViewer.
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To configure WindowMaker animation links of an embedded
ArchestrA Symbol

1 Select the embedded ArchestrA Symbol.

2 On the Special menu, click Animation Links. The Animation
Links dialog box appears.

Object type: mche.strA Graphic Frew Link Mext Link -m
Marme: UszerDefined_001.GreenT ank
~ Touch Links  Line Color ~ Fill Color ~ Text Color

Uszer Inputs Discrete Discrete Discrete
Discrete #nalog Analog Analog
Analog Dizcrete Alam Dizcrete Alam Dizcrete Alarm

Stiing Analog Alarm Analog Alarm Analog Alarm

Sliders ~ Object Size ~ Location ~ Percent Fill

Vertical [ Height | ||C1[ vertical | Yertical
Horizontal F1[ widh | |[[[E][ Horizontal | Horizontal

Touch Pushbuttons |~ Miscellaneous ~Walue Display

Dizcrete Walue El igibility Dizcrete

Action Blink. Analog
Shawe Windows Orientation String
Hide Window | || D
- Taalip

3 Make any changes as you would to any other InTouch
object.

4 Click OK.
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Connecting ArchestrA Symbols to InTouch Tags

You can connect ArchestrA Symbols to InTouch tags by

overriding the custom properties of an embedded ArchestrA
Symbol.

Custom properties expose the properties of an ArchestrA
Symbol to InTouch. Custom properties may or may not be
used internally by the animations of the ArchestrA Symbol.

Connecting ArchestrA Symbols with InTouch Tags

ArchestrA Symbol Editor

SYMBOI3

Symbol1 S0

Element1 CustomProperty1

CustomProperty2

CustomProperty3

i N t/'o/;
\

InTouch WindowMaker

Embed ArchestrA Symbol

InTouch Tags

tag3
Symboll tag2
tagl
Element1 CustomProperty1
CustomProperty2
CustomProperty3

Uses InTouch
Tag as Reference
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When you embed an ArchestrA Symbol into an InTouch
window, the references in the animation links are converted,
as shown in the following table:

ArchestrA Symbol Embedded ArchestrA Symbol
Object.Extension galaxy:Object. Extension
intouch:Tagname Tagname

For more information about custom properties, see the
Creating and Managing ArchestrA Graphics User’s Guide.

To connect an ArchestrA Symbol to an InTouch tag

1 Right-click the embedded ArchestrA Symbol in the
InTouch window, point to ArchestrA Graphic, and then
click Edit Custom Properties. The Edit Custom Properties
dialog box appears.

# Edit Custam Properties

Custom Properties b Templ
4 1ef1 »

MName & Default Yalue
Galaxy: D, T Data Type Integer
Default ¥alue : Galamy:UD.|
Visibility 3) Public [Property can be

Frivate [Froperty iz hidd

Description

2 Select the custom property you want to connect to an
InTouch tag. The configuration for the selected custom
property appears in the right pane.

3 In the Default Value box, do one of the following:

o Type the name of the InTouch tag.

o Click the browse button and select a tag from the
Select Tag dialog box.

4 To restore the original value of the custom property, click
Restore.

5 Click OK. Any animation in the ArchestrA Symbol that is
configured with the selected custom property now uses
the InTouch tag value during processing.
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Example of Connecting ArchestrA Symbols to
InTouch Tags

This example shows you how to connect a tank symbol with a
percent vertical fill animation created by the ArchestrA
Symbol Editor to an InTouch tag.

You do this in three main steps:

e Create a sample Tank as an ArchestrA Symbol.
o Create the InTouch application.
e Derive and view the sample tank in WindowViewer.

For more details on the individual steps, see the Creating
and Managing ArchestrA Graphics User’s Guide.

To create a sample Tank as ArchestrA Symbol

1 Inthe IDE, create a new symbol called “Tank” and open it
in the ArchestrA Symbol Editor.

2 Paste a rectangle on the canvas. Change its appearance
as needed.

3 Create a colored polygon element that represents a
cutout of the tank to show the tank level.

4 Click on the canvas. On the Special menu, click Custom
Properties. The Edit Custom Properties dialog box appears.

5 Add a custom property called Level.
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6 Configure the property details. Do the following:
e In the Data Type list, click Float.

e In the Default Value box, type 0.

#7 Edit Custom Properties

Custom Properties + - Level Tank
- 4 1oft » L

Mame &

(@Level

Status

Default Yalue

0.0 Data Type |Float - R
Default ¥alue 3 0.0 - |_|
¥isibility @ Public {Property can be seen when symbol is embedded)

Private {Property is hidden when symbal is embedded)

Description

The property has a constant Float value of '0.0°,

@

[0]4 ] | Cancel

7  Click OK.

8 Double-click on the polygon element that represents the
tank level. The Edit Animations dialog box appears.

9 Add a % Vertical Fill animation.

10 In the Analog box in the right pane, type the name of the
custom property. In this example, it is Level.

% Edit Animations

Animations +. - |78 % Fill Vertical
E].} -L [ 4 1ofi »
Visualization Expression Or Reference
% Fill Wertical Enabled Izl fnalog Levell
Yalue
at Min Fill 0
A Mag Fill 100
Fill
Min 0
[T 100
Colors

11 Click OK to close the Edit Animations dialog box.

12 Click Close and Save to close the ArchestrA Symbol
Editor.
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To create the InTouch application

1 In the ArchestrA IDE, create a new managed InTouch
application. For more information, see Creating a
Managed InTouch Application on page 31.

2 Open the managed InTouch application in
WindowMaker.

Create a new window called TankDisplay.

4 Open the Tagname Dictionary and create a new real
InTouch tag named TankLevel.

5 Click the Embed ArchestrA Symbol icon. The Galaxy
Browser dialog box appears.

6 Select the Tank symbol and click OK.

7 Click in the window at the new location to embed the
symbol. The Tank symbol is embedded into the window.

TankDisplay
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8

10

11
12

13

Right-click the embedded ArchestrA Symbol, point to
ArchestrA Graphic “Tank”, and then click Edit Custom
Properties. The Edit Custom Properties dialog box appears.

7 Edit Custorn Properties

Custom Properties + Level
' q 11 »

Mame & Default Yalue

Level TankLevel Data Type Float

Default ¥alue i TankLewvel

Visibility Fublic [Property can be seen

Frivate [Property is hidden wi

Description

Select the custom property Level.

In the Default Value box, type TankLevel. You can also
click the ellipsis button to browse for TankLevel using
the Select Tag dialog box.

Click OK.

Paste a slider on the window and configure it with the
local InTouch tag TankLevel.

Save the changes and close WindowMaker. The managed
InTouch application is automatically checked in.

To derive and test the sample tank

1

In the ArchestrA IDE, derive an instance of the managed
InTouch application and deploy it together with a
WinPlatform and a ViewEngine instance.

Open the InTouch Application Manager and start the
listed application in WindowViewer. The tank and the
slider appear on the window in WindowViewer.
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3 You can move the slider to change the tank level.

g InTouch - Windowhiewer - WDOCIASNSARCHESTRA-GEGALAXY-IM]
File Logic Special

TankDisplay

1000 —g———
&0.0
£0.0

400

200
a0
TankLevel

Selecting Alternate Instances from the Same
Parent

You can redirect all references in the ArchestrA Symbol to an
alternate instance. The appearance of the ArchestrA Symbol
does not change, except possibly for its size, as it is not
possible to edit inherited ArchestrA Symbols.

You cannot use this function with ArchestrA Symbols that
originate from the Graphic Toolbox, as they are not
associated with any object.

To select an alternate instance from the same parent

1 Right-click the embedded ArchestrA Symbol, point to
ArchestrA Graphic, and then click Select Alternate
Instance. The Galaxy Browser dialog box appears. It shows
all other instances that have the same parent.

:j- Galaxy Browser - GEGalaxy

& 2 e

Instances

Tagname

1" B Tankarray_002

2 Select an alternate instance from the list and click OK.
The references of the ArchestrA Symbol are updated to
point at the new alternate instance.
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Selecting Alternate Symbols of the Same

Instance

You can replace an embedded ArchestrA Symbol with
another ArchestrA Symbol belonging to the same instance.

You cannot use this function with ArchestrA Symbols that
originate from the Graphic Toolbox, as they are not
associated with any object.

To select an alternate ArchestrA Symbol from the same

instance

1 Right-click the embedded ArchestrA Symbol, point to
ArchestrA Graphic, and then click Select Alternate Symbol.
The Galaxy Browser dialog box appears.

:j- Galaxy Browser - GEGalaxy
[ 3 £: | F Filker: |Defaul .

§E Instances TankaArray_002

Tagname 3 .
[* X Tankarray_002 o
ARIR IR —

LE

Tankarray Tankarrayz

2 Select an alternate symbol in the right pane and click OK.

3 If the alternate symbol is a different size than the
original symbol, a message appears prompting if you
want to keep the size of the currently embedded
ArchestrA Symbol. Do any of the following:

o Click Yes to keep the current size of the selected
ArchestrA Symbol.

e Click No to update the size of the selected ArchestrA
Symbol to the size of the new ArchestrA Symbol.

In both cases, the embedded ArchestrA Symbol is
updated with the new alternate ArchestrA Symbol.
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Substituting Strings in ArchestrA Symbols

You can substitute all strings in an embedded ArchestrA
Symbol with alternate strings.

To substitute all strings in an embedded ArchestrA Symbol
1 Select the embedded ArchestrA Symbol.
2 On the Special menu, point to Substitute, and then click

Substitute Strings. The Substitute Strings dialog box
appears.

3 Type new strings in the corresponding boxes and click OK.
The strings in the embedded ArchestrA Symbol are
substituted by the new alternate strings.

Substituting References in ArchestrA Symbols

You can substitute all references in an embedded ArchestrA
Symbol with alternate references.

To substitute all references in an embedded ArchestrA Symbol
1 Select the embedded ArchestrA Symbol.

2 On the Special menu, click Substitute Tags. The Substitute
Tags dialog box appears.

3 Type new references in the corresponding boxes and click
OK. The references in the embedded ArchestrA Symbol
are substituted by the new alternate references.

InTouch HMI and ArchestrA Integration Guide



Configuring ArchestrA Symbols in WindowMaker o 61

Enabling or Disabling Dynamic Size Change
Propagation of Embedded ArchestrA Symbols

You can enable or disable the dynamic size change
propagation of embedded ArchestrA Symbols.

If the dynamic size change propagation is enabled, any
change to the absolute anchor point position of the source
symbol:

o Leaves the anchor points of its embedded symbols
unchanged.

*  Moves the embedded symbol position accordingly.

If the dynamic size change propagation is disabled, any
change to the absolute anchor point position of the source
symbol:

»  Moves the anchor points of its embedded symbols
accordingly.

o Leaves the embedded symbol position unchanged.

For more information about dynamic size propagation, see
the Creating and Managing ArchestrA Graphics User’s
Guide.

To enable or disable dynamic size change propagation of an
embedded symbol

¢ Right-click the embedded ArchestrA Symbol, point to
ArchestrA Graphic, and then check or uncheck Dynamic
Size Change.
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Editing ArchestrA Symbols in the ArchestrA
Symbol Editor

You can edit embedded ArchestrA Symbols using the
ArchestrA Symbol Editor that is integrated in the ArchestrA
IDE. You do this by:

1 Opening the embedded ArchestrA Symbol in ArchestrA
Symbol Editor, modifying the symbol, and then saving it.
The ArchestrA Symbol is updated in the template,
instance or in the Graphic Toolbox.

For more information, see Editing an Embedded
ArchestrA Symbol on page 62.

2 Accepting the changes in WindowMaker by clicking on
iﬁ the Symbol Changed icon in the right bottom corner of
the status bar. The changes are then propagated to
WindowMaker.

For more information, see Accepting Symbol Changes in
WindowMaker on page 64.

Editing an Embedded ArchestrA Symbol

You can easily edit an embedded ArchestrA Symbol from
within InTouch WindowMaker.

If the source symbol or its embedded symbols are used by
other managed InTouch applications, the changes are
propagated to the embedded symbols and the InTouch
applications.

Any changes you make to the ArchestrA Symbol are not
propagated to the embedded ArchestrA Symbols
automatically. For more information, see Accepting Symbol
Changes in WindowMaker on page 64.
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To edit embedded ArchestrA Symbols using the ArchestrA
Symbol Editor

1

Right-click the embedded ArchestrA Symbol, point to
ArchestrA Graphic, and then click Edit Symbol. The

ArchestrA Symbol Editor with the ArchestrA Symbol
appears.

T SanvArrayTenATias2

(=
Graphic  Edit View Arrange | Format | Special Help
e soveanicie i B 09 . G 0 £ B o - @3]
M| prial 12 B

| l l l l

Tool:
®./ +0oco
RINESFIRE
NREYSY )
= =l EIEE]

25 EmbeddedSymboly
4 Tank 011

Description

Ready _ 211,71 w0 H0

Edit the ArchestrA Symbol. For more information, see

the Creating and Managing ArchestrA Graphics User’s
Guide.

Click Close and Save. The changes are saved and the
ArchestrA Symbol Editor closes.

If the ArchestrA object is hosted by an instance or
template, save and close the object editor in the IDE.
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Accepting Symbol Changes in WindowMaker

If an ArchestrA Symbol changes and you are currently using
it in an InTouch window in WindowMaker, you can
immediately accept the change in WindowMaker.

If you do not accept the change immediately, the symbol is
updated in WindowMaker when the window is closed and
opened again.

The symbol is also updated if you switch to WindowViewer to
test the application or if you open the application in
WindowViewer on a target node.

To immediately accept symbol changes in WindowMaker

@ For opened InTouch windows that contain embedded
ArchestrA Symbols, do one of the following:
e Double-click the Symbol Changed icon in the bottom
35' right corner of the status bar.

¢ Close the InTouch window containing the embedded
ArchestrA Symbol and open it again.

In both cases, the changes made to the ArchestrA Symbol

are reflected in the embedded symbol in the InTouch
window.

Accepting Symbol Changes in WindowViewer

If an ArchestrA Symbol changes and you are currently
testing it in WindowViewer, you can accept the change in
WindowViewer.

For more information about testing embedded ArchestrA
Symbols, see Testing ArchestrA Symbols in WindowViewer
on page 65.

To accept symbol changes in WindowViewer when testing

¢ Do one of the following:
o Fast-switch to WindowMaker and then back to
WindowViewer.
e Close the InTouch window and open it again. This
only works if the Always load windows from disk option
is checked in the WindowViewer Properties dialog box.

In both cases, the changes made to the ArchestrA Symbol
are reflected in the embedded ArchestrA Symbol in the
InTouch window.
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Testing ArchestrA Symbols in WindowViewer

You can test the embedded ArchestrA Symbol in an InTouch
window without having to derive an InTouchViewApp
instance. You can test an embedded ArchestrA Symbol if you
previously:

Created an ArchestrA Symbol in the Graphic Toolbox, in
an automation template or automation instance.

Created a managed InTouch application.

Embedded the ArchestrA Symbol in the managed
InTouch application.

Developing and Testing ArchestrA Symbols

ArchestrA Symbol Editor

Modify
ArchestrA
Symbol and
Save

Create
ArchestrA

Symbol

WindowMaker

Embed

ArchestrA ChAacncgeepst in
Symbol into WindowMaker
InTouch i
(optional)

Window

/

WindowViewer

Test ArchestrA
Symbol in
WindowViewer

Fast Switch to
WindowMaker

Fast Switch to
WindowViewer
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To test embedded ArchestrA Symbols in WindowViewer

1

In WindowMaker, click Runtime to switch to
WindowViewer.

Test the animations, behavior, and appearance of the
embedded symbol as you would in a normal run-time
environment.

You can fast-switch back to WindowMaker to make
changes to the way the ArchestrA Symbol is embedded.

To change and test embedded ArchestrA Symbols in
WindowViewer

1

Make changes to the ArchestrA Symbol in the ArchestrA
Symbol Editor.

Save the changes.

If WindowViewer is open, then after a short while, a
message appears in WindowViewer prompting you to
accept the changes. Click Yes.

If WindowViewer is closed, then you can fast-switch from
WindowMaker to WindowViewer to see your changes. It
1s faster to close WindowViewer and to re-open
WindowViewer than to wait for the changes to propagate
to the open WindowViewer session.
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Creating New Automation Instances

You can quickly create a new instance of the
AutomationObject that hosts an embedded ArchestrA

Symbol. This way, you do not need to switch to the ArchestrA
IDE and derive an instance.

The new instance is unassigned, so you need to assign and
deploy it in the ArchestrA IDE before you can use it.

You can only create new Automation instances for ArchestrA
Symbols hosted by templates or instances. ArchestrA
Symbols in the Graphic Toolbox do not have this
functionality.

To create a new Automation instance

1 Right-click the embedded ArchestrA Symbol, point to
ArchestrA Graphic, and then click New Instance. The
Create Instance box dialog box appears.

Create Instance

Instance Mame  Tankdrray_001

2 In the Instance Name box, type a name for the instance.

3 Click OK. An instance is automatically derived from the
template with the name you specify.
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Chapter 4

Using Managed InTouch
Applications at Run Time

You can run managed InTouch applications on remote nodes
by deploying InTouchViewApp instances to those nodes.

You can also deploy changes of the InTouch application and
contained ArchestrA Symbols to these nodes and select
whether to accept or decline the changes for each node.
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The following graphic shows how managed InTouch
applications are deployed to run-time nodes.

ArchestrA IDE

InTouchViewApp
Automation
Template

Derive

Derive

InTouchViewApp InTouchViewApp
Automation Automation
Instance Instance

Create
Application Directories on
Operator Nodes When Deployed

InTouch InTouch
WindowViewer WindowViewer
on Node 1 L/ on Node 2 \
Managed InTouch Managed InTouch
Application Application

Start WindowViewer on
Operator Nodes

InTouch InTouch
Application Manager on Node 1 Application Manager on Node 2

Deploying a Managed InTouch Application

You can deploy a managed InTouch application from the
ArchestrA IDE to the local node or a remote node. After you
deploy the application, you can run it in WindowViewer on
the remote nodes.
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Deploying a InTouchViewApp Object for the First

Time

G

The first time you deploy an InTouchViewApp object, the
associated InTouch application is copied to the node of the
platform that hosts the object. This is called the operator
node.

To deploy a managed InTouch application
1 Open the ArchestrA IDE.

2 Select the instance of the InTouchViewApp for which you
want to deploy the managed InTouch application.

3 On the Object menu, click Deploy. The Deploy dialog box
appears.

4 Click OK. The complete InTouch application is copied to
the operator node.

Deploying Changes to a Managed InTouch
Application

You can change a managed InTouch application by:

e Changing the references, content, or size of an ArchestrA
Symbol that is used in a managed InTouch application.

o Changing the managed InTouch application itself by
opening WindowMaker from the InTouchViewApp
template.

In both cases, when you save the changes, the changes are
propagated from the updated template to the derived
instances. These appear with the Pending Changes icon.

The changes are not immediately reflected in a running
WindowViewer session. The operator of each node can select
to accept or decline the changes. For more information, see
Accepting New Application Versions at the Operator Node on
page 73.

To deploy changes to a managed InTouch application
1 Open the ArchestrA IDE.

2 Select the instance of the InTouchViewApp for which you
want to deploy the changes of a managed InTouch
application.

3 On the Object menu, click Deploy. The Deploy dialog box
appears.

4 Click OK. The changes are copied to the operator node.
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Starting a Managed InTouch Application

From the operator node, you can start Application Manager
and select the managed InTouch application you want to run.

You can also set the resolution in Application Manager to run
the managed InTouch application in different resolutions.

To start the managed InTouch application

1

On the node the InTouchViewApp object is deployed to,
start the InTouch Application Manager.

In the application list, select the managed InTouch
application you want to run in WindowViewer.

Click the WindowViewer icon. The application starts in
WindowViewer after a short while.

To set the dynamic resolution conversion settings

1
2

Open the InTouch Application Manager.

On the Tools menu, click Node Properties. The Node
Properties dialog box appears.

Click the Resolution tab.

Select the Allow WindowViewer to dynamically change
resolution check box.

If Allow WindowViewer to dynamically change resolution is
unchecked, the managed application runs with the
resolution in which it was developed.

Configure how you want to run the application. Do any of

the following:

o Click Use application resolution to run the managed
application at the same resolution as it was developed
in.

e Click Convert to screen video resolution to convert the
managed application so that it can run with the
screen resolution.

o Click Custom resolution to convert the managed
application to a specified resolution.

Click OK.
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Accepting New Application Versions at the
Operator Node

If the managed InTouch application is changed and its
associated InTouchViewApp instance is deployed, you can
select to accept or decline the changes at the run-time node.

A message appears prompting you if you want to accept the
changes to the managed InTouch application:

e When you start WindowViewer from the InTouch
Application Manager.

o While WindowViewer is running.

Windowtiewer 3

i 1 The application has changed.
"' There are same changes which require Window'iewer to restart,
Do you want to restart now?

Depending on the nature of the change, you may be prompted
to restart the WindowViewer application, or just reload it.
You can also set the behavior of WindowViewer for
application changes, such as:

o  How WindowViewer accepts or rejects these changes.

e How frequently WindowViewer should remind you to
reload or restart WindowViewer when changes are
pending.

To accept new application versions at the operator node

@ Click Yes. The changes to the managed InTouch
application are copied to the operator node and
WindowViewer restarts or reloads.

To set the behavior of WindowViewer for application changes

1 Open the managed InTouch application in
WindowMaker.

2 On the Special menu, point to Configure, and then click
WindowViewer. The WindowViewer Properties dialog box
appears.
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3 Click the Managed Application tab.

Windowhiewer Properties (=3

General | “Window Configuration | Home 'Windows | Managed Application

Deployed Updates

Local working directory: ZITAPPDATAX Archestid M anageddpp

Reminder interval [sec) 1800
Script timeout [meec): ]
Change Mode

lgnore changes
Bestart Window!fiewer
Prompt uzer to restart Window!fiewer
Load changes into ‘Windowhiewer
@ Prompt uzer to load changes into Window!fiewer

Festore Defaults

[ QK ]| Cancel | Apply

4 In the Change Mode area, configure how WindowViewer
responds when changes are deployed. Do any of the
following:

Click Ignore Changes to have WindowViewer ignore
any deployed changes. You can manually configure
the RestartWindowViewer() and
ReloadWindowViewer() script functions to accept the
changes depending on the $ApplicationChanged
system tag.

Click Restart WindowViewer to have WindowViewer
restart automatically.

Click Prompt user to restart WindowViewer to have
WindowViewer prompt you to restart WindowViewer.

Click Load changes into WindowViewer to have
WindowViewer load the changes automatically.

Click Prompt user to load changes into WindowViewer
to have WindowViewer prompt you to load changes
into WindowViewer.
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5 In the Reminder Interval (sec) box, type how often, in
seconds, the user is reminded to load or restart the
changes into WindowViewer. This option is only available
when the applicable change mode has been set. Set the
interval to O to not remind the user again.

6 Click OK.

To set the default behavior for WindowViewer

1 Open the managed InTouch application in
WindowMaker.

2 On the Special menu, point to Configure, and then click
WindowViewer. The WindowViewer Properties dialog box
appears.

Click the Managed Application tab.

4 Click Restore Defaults. The settings are reset to their
default values.

5 Click OK.

Running ArchestrA Scripts in Embedded
ArchestrA Symbols

When you run a managed InTouch application in
WindowViewer, any ArchestrA scripts associated with
elements or symbol scripts themselves run as expected.

However, some scripts contained in symbols can run for a
long time and stop you from interacting with other InTouch
elements.

To prevent this, you can set a script time-out that is
applicable for all scripts in the managed InTouch application.
A script timeout stops script execution and returns the
control to the operator.

By default, scripts time out after 5 seconds.

To set the script time-out
1 Open a managed InTouch application in WindowMaker.

2 On the Special menu, click Configure, and then
WindowViewer. The WindowViewer Properties dialog box
appears.
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3

4

5

Click the Managed Application tab.

Windowhiewer Properties (=3

| General I ‘window Configuration I Home W'indows| Managed Application

Deployed Updates

Local working directory: ZITAPPDATAX Archestid M anageddpp

Reminder interval [sec) 1800

Script timeout [meec): ]

Change Mode
() lgnore changes
) Bestart Windowiiewer
() Prampt user to restart Windowiewer
7 Load changes into Window\iewer
@ Prampt user ta load changes into Windowiewer

Festore Defaults

[ QK ][ Cancel ] Apply

In the Script timeout (msec) box, type a value in
milliseconds.

Click OK.
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Deploying the InTouchViewApp Object in a
Terminal Services Environment

You can run managed InTouch applications in a Terminal
Services environment. The main advantage of this
architecture is that you can run multiple InTouch
applications on one computer at the same time.

To do this, you must:

¢ Use InTouch Terminal Services Edition.

» Deploy each InTouchViewApp instance with its own
ViewEngine host.

e Run each managed InTouch application in its own

terminal services client session.

Managed InTouch Applications
in @ Terminal Services Environment

Galaxy and Development Node

ﬁ;thes”A $InTouchViewAppl

$InTouchViewApp2

e

-l
-
-l
-

WindowMaker

Derive InTouchViewApp1 |

[ InTouchViewApp?2 |
\
\ N\
\ N\
Deploy Deploy

N\
Terminal Server \ \

WindowViewer running

InTouchViewApp1
ArchestrA A InTouch
Platform (Terminal
WindowViewer running services)
InTouchViewApp2
A
A
Visualization Visualization
Client1 Client2

InTouch HMI and ArchestrA Integration Guide



78 @ Chapter 4 Using Managed InTouch Applications at Run Time

InTouch HMI and ArchestrA Integration Guide



79

A

about
InTouchViewApp object 17
managed InTouch applications 12
published InTouch applications 13
stand-alone InTouch applications 10
ViewEngine object 23

alternate instances 58

alternate symbols 59

animation links, configuring for an

ArchestrA Symbol 50

application management, with the
ArchestrA IDE 15

Application Manager, starting the
ArchestrA IDE 30

application versions, accepting at the
run-time node 73

applications, types 9, 14

ArchestrA IDE
application management 15
starting from Application Manager 30
starting WindowMaker from 33

Index

configuring animation links 50
configuring in WindowMaker 50
connecting to InTouch tags 52, 54
creating 24

editing 62

editing in the ArchestrA Symbol
Editor 62

embedding from automation
templates 45

embedding from instances 47

embedding from the Graphic
Toolbox 48

embedding into an InTouch window 25,
44

resizing 49
running ArchestrA scripts 75

selecting alternate symbols of the same
instance 59

size propagation 27
substituting references 60
substituting strings 60
testing in WindowViewer 65

attributes, InTouchViewApp object 21

automation templates, embedding
ArchestrA Symbols from 45

AutomationObjects, InTouchViewApp
object 22

ArchestrA Symbols
accepting changes in WindowMaker 64
accepting changes in WindowViewer 64
change propagation 27, 61

InTouch HMI and ArchestrA Integration Guide



80 ® Index

C
change propagation, ArchestrA
Symbols 27

changes, submitting for an InTouch
application 35

communications, Galaxy 11
creating
ArchestrA Symbols 24
automation instances 67
managed InTouch application 31
object instances 26

D

deleting, managed InTouch
application 40

deploying
changes for a managed InTouch
application 71
InTouchViewApp object 19, 71

InTouchViewApp object in a Terminal
Services environment 77

managed InTouch application 70
documentation conventions 7
dynamic size change propagation 27, 61

E
editing
ArchestrA Symbols in the ArchestrA
Symbol Editor 62
embedded ArchestrA Symbol 62
managed InTouch application 18
exporting
InTouch windows 21
InTouchViewApp object 19, 38
tag data 20, 41

G

Galaxy, communications 11

Graphic Toolbox, embedding ArchestrA
Symbols from 48

I

importing
InTouch application 36
InTouch windows 21
InTouchViewApp object 19, 38
tag data 20, 41

instances
creating 67
embedding ArchestrA Symbols from 47

selecting alternate from the same
parent 58

InTouch application

associating with an InTouchViewApp
template 18

importing 36
submitting changes 35

InTouch tags, connecting to ArchestrA
Symbols 52, 54

InTouchViewApp object
about 17
attributes 21
deploying 19
deploying for the first time 71

deploying in a Terminal Services
environment 77

differences from other
AutomationObjects 22

importing and exporting 38
InTouchViewApp template, associating
with an InTouch application 18

M

managed InTouch applications
about 12

compared to other types of
applications 14

creating 31

deleting 40

deploying 70

deploying changes 71

editing 18

exporting and importing tag data 20
publishing 20, 39

starting 72

testing 18

O

object instances, creating
automatically 26

P

parameters, retaining 42
published InTouch applications, about 13

publishing, managed InTouch
applications 20, 39

InTouch HMI and ArchestrA Integration Guide



Index @ 81

R

resizing, ArchestrA Symbols 49
retaining

parameters 42

tag values 42

run-time node, accepting new application
versions 73

S
scripts, running in ArchestrA
Symbols 75
size change propagation 27, 61
stand-alone InTouch applications
about 10

compared to other types of
applications 14
starting, managed InTouch
application 72
substituting references for ArchestrA
Symbols 60

substituting strings for ArchestrA
Symbols 60

T

tag data, exporting and importing 41
tag values, retaining 42
testing

ArchestrA Symbols in
WindowViewer 65

managed InTouch application 18

\

ViewEngine object, about 23

w
WindowMaker

accepting ArchestrA Symbol
changes 64

configuring ArchestrA Symbols in 50

starting from the ArchestrA IDE 33
windows

embedding ArchestrA Symbols into 25,

44

exporting and importing between

InTouch applications 21
WindowViewer, accepting ArchestrA

Symbol changes 64

InTouch HMI and ArchestrA Integration Guide



82 ® Index

InTouch HMI and ArchestrA Integration Guide



	Contents
	Welcome
	Documentation Conventions
	Technical Support

	About InTouch HMI and ArchestrA Integration
	Stand-Alone InTouch Applications
	Communication within the Galaxy

	Managed InTouch Applications
	Published InTouch Applications
	ArchestrA Symbols
	Comparing Stand-Alone, Managed, and Published InTouch Applications
	Managing InTouch Applications using the ArchestrA IDE
	InTouchViewApp Object
	Associating a InTouchViewApp Template with an InTouch Application
	Editing a Managed InTouch Application
	Testing a Managed InTouch Application
	Deploying the InTouchViewApp Object
	Exporting and Importing an InTouchViewApp Object
	Exporting and Importing Tag Data Associated with a Managed InTouch Application
	Publishing Managed InTouch Applications
	Exporting and Importing InTouch Windows between InTouch Applications
	Attributes of the InTouchViewApp Object
	Differences Between the InTouchViewApp Object and Other AutomationObjects

	ViewEngine Object

	ArchestrA Symbols
	Creating ArchestrA Symbols
	Embedding ArchestrA Symbols into InTouch Windows
	Creating New ArchestrA Object Instances Automatically
	Symbol Change Propagation
	Symbol Dynamic Size Propagation


	Managing InTouch Applications with the IDE
	Starting the ArchestrA IDE from Application Manager
	Creating a Managed InTouch Application
	Starting WindowMaker from the ArchestrA IDE
	Submitting Changes for an InTouch Application
	Importing an InTouch Application
	Importing and Exporting an InTouchViewApp Object
	Publishing a Managed InTouch Application
	Deleting a Managed InTouch Application
	Exporting and Importing Tag Data
	Retaining Tag Value and Parameters

	Using ArchestrA Symbols in WindowMaker
	Embedding ArchestrA Symbols into an InTouch Window
	Embedding ArchestrA Symbols from Automation Templates
	Embedding ArchestrA Symbols from Instances
	Embedding ArchestrA Symbols from the Graphic Toolbox

	Resizing Embedded ArchestrA Symbols
	Configuring ArchestrA Symbols in WindowMaker
	Configuring WindowMaker Animation Links of an ArchestrA Symbol
	Connecting ArchestrA Symbols to InTouch Tags
	Example of Connecting ArchestrA Symbols to InTouch Tags
	Selecting Alternate Instances from the Same Parent
	Selecting Alternate Symbols of the Same Instance
	Substituting Strings in ArchestrA Symbols
	Substituting References in ArchestrA Symbols
	Enabling or Disabling Dynamic Size Change Propagation of Embedded ArchestrA Symbols

	Editing ArchestrA Symbols in the ArchestrA Symbol Editor
	Editing an Embedded ArchestrA Symbol
	Accepting Symbol Changes in WindowMaker
	Accepting Symbol Changes in WindowViewer

	Testing ArchestrA Symbols in WindowViewer
	Creating New Automation Instances

	Using Managed InTouch Applications at Run Time
	Deploying a Managed InTouch Application
	Deploying a InTouchViewApp Object for the First Time
	Deploying Changes to a Managed InTouch Application

	Starting a Managed InTouch Application
	Accepting New Application Versions at the Operator Node
	Running ArchestrA Scripts in Embedded ArchestrA Symbols
	Deploying the InTouchViewApp Object in a Terminal Services Environment

	Index


<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /All
  /Binding /Left
  /CalGrayProfile (Dot Gain 20%)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Warning
  /CompatibilityLevel 1.4
  /CompressObjects /Tags
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJDFFile false
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.0000
  /ColorConversionStrategy /LeaveColorUnchanged
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams false
  /MaxSubsetPct 100
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo true
  /PreserveFlatness true
  /PreserveHalftoneInfo false
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
    /AgencyFB-Bold
    /AgencyFB-Reg
    /Arial-Black
    /Arial-BoldItalicMT
    /Arial-BoldMT
    /Arial-ItalicMT
    /ArialMT
    /ArialNarrow
    /ArialNarrow-Bold
    /ArialNarrow-BoldItalic
    /ArialNarrow-Italic
    /ArialRoundedMTBold
    /BlackadderITC-Regular
    /BodoniMT
    /BodoniMTBlack
    /BodoniMTBlack-Italic
    /BodoniMT-Bold
    /BodoniMT-BoldItalic
    /BodoniMTCondensed
    /BodoniMTCondensed-Bold
    /BodoniMTCondensed-BoldItalic
    /BodoniMTCondensed-Italic
    /BodoniMT-Italic
    /BookAntiqua
    /BookAntiqua-Bold
    /BookAntiqua-BoldItalic
    /BookAntiqua-Italic
    /BookmanOldStyle
    /BookmanOldStyle-Bold
    /BookmanOldStyle-BoldItalic
    /BookmanOldStyle-Italic
    /BookshelfSymbolSeven
    /BradleyHandITC
    /CalisMTBol
    /CalistoMT
    /CalistoMT-BoldItalic
    /CalistoMT-Italic
    /Castellar
    /CenturyGothic
    /CenturyGothic-Bold
    /CenturyGothic-BoldItalic
    /CenturyGothic-Italic
    /CenturySchoolbook
    /CenturySchoolbook-Bold
    /CenturySchoolbook-BoldItalic
    /CenturySchoolbook-Italic
    /ComicSansMS
    /ComicSansMS-Bold
    /CopperplateGothic-Bold
    /CopperplateGothic-Light
    /CourierNewPS-BoldItalicMT
    /CourierNewPS-BoldMT
    /CourierNewPS-ItalicMT
    /CourierNewPSMT
    /CurlzMT
    /EdwardianScriptITC
    /Elephant-Italic
    /Elephant-Regular
    /EngraversMT
    /ErasITC-Bold
    /ErasITC-Demi
    /ErasITC-Light
    /ErasITC-Medium
    /EstrangeloEdessa
    /FelixTitlingMT
    /ForteMT
    /FranklinGothic-Book
    /FranklinGothic-BookItalic
    /FranklinGothic-Demi
    /FranklinGothic-DemiCond
    /FranklinGothic-DemiItalic
    /FranklinGothic-Heavy
    /FranklinGothic-HeavyItalic
    /FranklinGothic-Medium
    /FranklinGothic-MediumCond
    /FranklinGothic-MediumItalic
    /FrenchScriptMT
    /Garamond
    /Garamond-Bold
    /Garamond-Italic
    /Gautami
    /Georgia
    /Georgia-Bold
    /Georgia-BoldItalic
    /Georgia-Italic
    /Gigi-Regular
    /GillSansMT
    /GillSansMT-Bold
    /GillSansMT-BoldItalic
    /GillSansMT-Condensed
    /GillSansMT-ExtraCondensedBold
    /GillSansMT-Italic
    /GillSans-UltraBold
    /GillSans-UltraBoldCondensed
    /GloucesterMT-ExtraCondensed
    /GoudyOldStyleT-Bold
    /GoudyOldStyleT-Italic
    /GoudyOldStyleT-Regular
    /GoudyStout
    /Haettenschweiler
    /Impact
    /ImprintMT-Shadow
    /Kartika
    /Latha
    /LucidaConsole
    /LucidaSans
    /LucidaSans-Demi
    /LucidaSans-DemiItalic
    /LucidaSans-Italic
    /LucidaSans-Typewriter
    /LucidaSans-TypewriterBold
    /LucidaSans-TypewriterBoldOblique
    /LucidaSans-TypewriterOblique
    /LucidaSansUnicode
    /MaiandraGD-Regular
    /Mangal-Regular
    /MapInfoCartographic
    /Map-Symbols
    /MicrosoftSansSerif
    /MonotypeCorsiva
    /MSOutlook
    /MSReferenceSansSerif
    /MSReferenceSpecialty
    /MVBoli
    /OCRAExtended
    /PalaceScriptMT
    /PalatinoLinotype-Bold
    /PalatinoLinotype-BoldItalic
    /PalatinoLinotype-Italic
    /PalatinoLinotype-Roman
    /Papyrus-Regular
    /Perpetua
    /Perpetua-Bold
    /Perpetua-BoldItalic
    /Perpetua-Italic
    /PerpetuaTitlingMT-Bold
    /PerpetuaTitlingMT-Light
    /Pristina-Regular
    /Raavi
    /RageItalic
    /Rockwell
    /Rockwell-Bold
    /Rockwell-BoldItalic
    /Rockwell-Condensed
    /Rockwell-CondensedBold
    /Rockwell-ExtraBold
    /Rockwell-Italic
    /ScriptMTBold
    /Shruti
    /Sylfaen
    /SymbolMT
    /Tahoma
    /Tahoma-Bold
    /TimesNewRomanPS-BoldItalicMT
    /TimesNewRomanPS-BoldMT
    /TimesNewRomanPS-ItalicMT
    /TimesNewRomanPSMT
    /Trebuchet-BoldItalic
    /TrebuchetMS
    /TrebuchetMS-Bold
    /TrebuchetMS-Italic
    /Tunga-Regular
    /TwCenMT-Bold
    /TwCenMT-BoldItalic
    /TwCenMT-Condensed
    /TwCenMT-CondensedBold
    /TwCenMT-CondensedExtraBold
    /TwCenMT-Italic
    /TwCenMT-Regular
    /Verdana
    /Verdana-Bold
    /Verdana-BoldItalic
    /Verdana-Italic
    /Vrinda
    /Webdings
    /Wingdings2
    /Wingdings3
    /Wingdings-Regular
    /ZWAdobeF
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 300
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 300
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /ColorImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /CropGrayImages true
  /GrayImageMinResolution 300
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 300
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /GrayImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /CropMonoImages true
  /MonoImageMinResolution 1200
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile ()
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName ()
  /PDFXTrapped /False

  /Description <<
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000500044004600206587686353ef901a8fc7684c976262535370673a548c002000700072006f006f00660065007200208fdb884c9ad88d2891cf62535370300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef653ef5728684c9762537088686a5f548c002000700072006f006f00660065007200204e0a73725f979ad854c18cea7684521753706548679c300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /DAN <>
    /DEU <>
    /ESP <>
    /FRA <>
    /ITA <>
    /JPN <>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020b370c2a4d06cd0d10020d504b9b0d1300020bc0f0020ad50c815ae30c5d0c11c0020ace0d488c9c8b85c0020c778c1c4d560002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken voor kwaliteitsafdrukken op desktopprinters en proofers. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)
    /NOR <>
    /PTB <>
    /SUO <>
    /SVE <>
    /ENU (Use these settings to create Adobe PDF documents for quality printing on desktop printers and proofers.  Created PDF documents can be opened with Acrobat and Adobe Reader 5.0 and later.)
  >>
  /Namespace [
    (Adobe)
    (Common)
    (1.0)
  ]
  /OtherNamespaces [
    <<
      /AsReaderSpreads false
      /CropImagesToFrames true
      /ErrorControl /WarnAndContinue
      /FlattenerIgnoreSpreadOverrides false
      /IncludeGuidesGrids false
      /IncludeNonPrinting false
      /IncludeSlug false
      /Namespace [
        (Adobe)
        (InDesign)
        (4.0)
      ]
      /OmitPlacedBitmaps false
      /OmitPlacedEPS false
      /OmitPlacedPDF false
      /SimulateOverprint /Legacy
    >>
    <<
      /AddBleedMarks false
      /AddColorBars false
      /AddCropMarks false
      /AddPageInfo false
      /AddRegMarks false
      /ConvertColors /NoConversion
      /DestinationProfileName ()
      /DestinationProfileSelector /NA
      /Downsample16BitImages true
      /FlattenerPreset <<
        /PresetSelector /MediumResolution
      >>
      /FormElements false
      /GenerateStructure true
      /IncludeBookmarks false
      /IncludeHyperlinks false
      /IncludeInteractive false
      /IncludeLayers false
      /IncludeProfiles true
      /MultimediaHandling /UseObjectSettings
      /Namespace [
        (Adobe)
        (CreativeSuite)
        (2.0)
      ]
      /PDFXOutputIntentProfileSelector /NA
      /PreserveEditing true
      /UntaggedCMYKHandling /LeaveUntagged
      /UntaggedRGBHandling /LeaveUntagged
      /UseDocumentBleed false
    >>
  ]
>> setdistillerparams
<<
  /HWResolution [2400 2400]
  /PageSize [612.000 792.000]
>> setpagedevice


