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The purpose of Quick Start (hereinafter referred to as QS) is to help those who
are taking their first steps in learning MasterSCADA 4D and do not yet have

experience working with this environment.

QS. Lesson 1

Let us consider creating a project that implements device on/off control using
two buttons — Start and Stop. When the Start button is pressed, the device
should turn on. When the Stop button is pressed, the device should turn off.

QS. Lesson 1. Creating a project

QS. Lesson 1. Configuring the system tree

QS. Lesson 1. Creating the logical part of the project

QS. Lesson 1. Creating a control window
QS. Lesson 1. Launch

0S. Lesson 1. Creating a project

To start creating a project, we need to launch the MasterSCADA 4D
development environment,

by running the default Windows application at C:\Program
Files\MPSSoft\MasterSCADA 4D 1.3\

&  MasterSCADA 4D 1.3.RC 1.3.10.33002(1.3.10_RC_20260606.1)

]

New project Open project

Points to start

© MPS Soft 1999 - 2026  v. 1.3.10.33002(1.3.10_RC_20260606.1)

Figure 1
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After launch MasterSCADA 4D we will be prompted to either create a new
project or open an existing one. Let us create a new project.

<

Name Project 1

Storage Firebird
Server type Built-in

Path to storage = C\Users\Public\Documents\V E

Create Cancel

Figure 2

By default, the new project will be assigned the name Project 1. We will leave it
unchanged — this will be our very first project in MasterSCADA 4D.

(= 89  MasterSCADA 4D 1.3.RC: Project 1

A Project Edit View Service Help

B =

Tree

e
<

» B system .
Objects Project

» B i

Help topic

Palette

Windows FB Objects

[} Controls

Figure 3

The development environment interface consists of several items. At the top
of the interface is the toolbar (1). On the left is the project tree (2), and in the
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center are the editors panel and workspace (3). On the right is the properties
panel (4). In the lower right part of the interface is the Mini-map (5). For more
information about the environment interface, see interface description.

After launch, this area displays the start page with icons for opening demo and
training projects. This start page can be closed:

Home page

Figure 4

Project tree consists of three parts.

The first part is the system tree. It defines the physical configuration of your
system, i.e., devices, protocols, and communication channels are specified.

v ﬂ] System
’ E} Security

Objects

) .ﬂg Libraries

Figure 5

The second part is the objects tree. The logical structure of the project is
created in this tree. By default, it contains no child items.
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» ﬂ] System

Bll| Objects
4 D& Libraries

Figure 6

The third part of the tree contains libraries, both those supplied with the
development environment and those created by the user. For more information

about the library tree.

» ﬂ] System

Eil|| Objects

v D& Libraries

v ﬂ Local library
4 EJ Themes

Figure 7

0S. Lesson 1. Configuring the system tree
Let us start building the project by configuring the system tree.

To do this, right-click anywhere in the system tree, and from the context menu

select the device on which our project will run. Select Workstation.
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Fes

T
>
E System Add Workstation

Objects Help Controller

4 Dg Libraries Tree Server

Zoom

Figure 8

A Workstation will be added to the tree, containing its characteristic items:

Services
Archives

Tasks

External channels

IO Protocols

Figure 9 - A Workstation will be added to the tree, containing its characteristic items

For the task at hand, we will need one discrete output to control the device.
Some Workstation devices have built-in inputs/outputs. However, we will use an

external discrete output module connected to the Workstation via a serial port.
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To do this, right-click the Protocols item and from the context menu select the
protocol we will use. In this case, let it be the Modbus TCP protocol.

Bl Workstation 1

System Workstation 1

v E_ﬂ] System

S “—juration = Statistics
- &l we Add Programs »
- DCON

OPC UA
OPC DA

H  Placed in the library Workstation 1 Services

Y Go Protocols

4 Help Parameter
) OPC HDA
Tree Event Alarm . ~
Universal COM port protocol
Zoom Data archive
Modbus TCP
Search Data archive in memory
Y Modbus over TCP
Device Events archive
Modbus RTU

i ApxvE pacnucaHua
Open node Workstation 1 I f IEC61850

Figure 10

As aresult, we get:
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v Eﬂ] System
+ Bl Workstation 1 Di
» 7 HMI
» Services
Archives
Tasks
External channels
v B IO Protocols
4 . Modbus TCP 4~
» Ei Security

Objects

» I-jg Libraries

Figure 11— As a result, we get

The properties panel looks as follows; for more information about properties,
see Modbus TCP protocol properties.
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Properties

Modbus TCP
2 &8

General

Switch execution off |:|

Name Modbus TCP
Full name
Item id
Labels
Comment
Description
Protocol
Enable parallel polli...
Poll devices with th...
Permissions
Access via OPC UA By default
Display when select... By default

Display in journal s... By default

Figure 12

Next, we need to specify the module itself.
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Right-click the Modbus TCP protocol and from the context menu select Add -

ModbusTCP Device - this is the discrete input/output module that we will control.

For more information about ModbusTCP Device.

BEIEE o

M Project Edit View Service

DD ¥D+5kd

- ﬂ System
« Bl Workstation 1 D1
» 1 HMI
L E]] Services
4 B Archives
» EJI Tasks
E]] External channels
- B IO Protocols
4 m Modbus TCP 4~

MasterSCADA 4D 1.3.

Add

Assign data archive

Assign events archive

Placed in the library Modbus TCP
Go

Help

Tree

Zoom

Search

Remove Modbus TCP

Copy Modbus TCP

Cut Modbus TCP

Duplicate Modbus TCP 1 times
Restore to default

Rename

Open in branch bar

Copy path to the item

Figure 13

Del
Ctrl+C
Ctrl+X

Ctrl+D

Programs
ModbusTCP Device
Folder

Window

Event Alarm

Report

In our project we used ModbusTCP Device as an input/output module, so the

required number of channels must be added manually. In the first lesson, we will

add 1channel.
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Add Channel
A& Project Edit View Placed in the library ModbusTCP Device 1 Programs
Base channel

@] ¥ % % u Help Folder DO
Tree Window DO_CON
Zoom Event Alarm AQO_CON
Search Report AlO
Open ModbusTCP Device 1 B ModbusTd.
- Eﬁ System Remove ModbusTCP Device 1 Del

DIO

— Copy ModbusTCP Device 1 Ctrl+C Export Select
+ Bl Workstation 1

» B HMI Cut ModbusTCP Device 1 Ctrl+X

Services Duplicate ModbusTCP Device 1 1 times Ctrl+D Region
Archives Restore to default
Tasks Rename
External cha Open in branch bar
10 Protocold  Copy path to the item Ctrl+l
v m Modbus 1| €hange type
» ﬁ Modbut Break inheritance

|=9 Failure
|=9 Error

Figure 14

The corresponding item will be added to the system tree.
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v ﬂ System
+ Bl Workstation 1 Di
» 7 HMI
Services
Archives
Tasks
External channels
IO Protocols
« [0 Modbus TCP 4~
v. ModbusTCP Device 1 4
EZ Set channel
H> Current channel
» @) o1 R
H> Failure
H) Error
H:? Failure
H) Error

» Ei Security

Figure 15

At this point, configuration of the physical system structure is complete. Let us
proceed to creating the logical part of the project.
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0S. Lesson 1. Creating the logical part of the
project

First, open the objects tree context menu by right-clicking and execute the
Add - Object.

4 ﬂ System
Objects
Add ' Object
’ D& Libraries .

Help , Folder
Zfoom

Search

Tree

Open in branch bar

Copy path to the item

Figure 16

’ ﬂ] System

v Objects
b Object 1

’ D& Libraries

Figure 17

In addition to parameters, an object can contain programs for data processing,
graphic windows, and other items.
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For the task at hand, we will have one control signal. Right-click the object and
from the context menu select Add - Parameter.

4 Eﬂ] System
v Objects

’ Object 1
4 .ﬂg Libraries

Add Tag instance

Appoint to node Programs
Set to the task Object
Assign data archive Base tag
Assign events archive Parameter
Placed in the library Object 1 Folder

Help Window

Figure 18

In the parameter properties window that opens, assign it a name, for example,
Control output and specify the parameter type — BOOL (Boolean).

$ Important! In this example, for simplicity, we will disregard the rule
that the parameter data type must match the channel parameter
data type.

&  Editing

Name Control Output Type BOOL

Initial value | False Save Inherited - Access Read/Write

Simple types Library data types Arrays
Logic Signed integers Date-time
BOOL

BYTE

Unsigned integers Others

UDINT DWORD

Special

UINT LWORD

GINY ULINT WORD

(0]
REF_T LISINT STRING

Apply | Cancel
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Figure 19

As aresult, we get:

;':-'I_il

4 E} Resources
E?u Control Output

Figure 20 — As a result, we get

Now let us create the control program. To do this, use the context panel of the
tree item Object 1. The figure below shows that this panel allows you to add a

program in one of the four languages of the IEC 61131-3 standard. Let us select a
program in the function block diagram language — FBD.

» Eﬂ] System
v Objects

v . Object 1

Add Tag instance
Resource =

Appoint to node Programs FBD program
EZ Control C =

Set to the task Object LD program
4 -ﬂg Libraries : . _
Assign data archive Base tag SFC program
Assign events archive Parameter ST program

Placed in the library Object 1 Folder C# program

Figure 21

The editor window for this language will open.
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¢ HK\N~ 89 MasterSCADA 4D 1.3RC: Project 1

A Project Edit View Service Help roject Run Debug Table
00D 5| RALS 2| (EE | B

= Properties
5 Properi

FBD_program_1

bjec FBD_program_1
ol
» Bl system iy ke

Objects - Lol Lo Lo . General
Name FBD_program_1
- Resources
~ [ Programs
» [ Fe0_program 1 s R s Sl item id

Full name

3| Control Output
» 0y Libraries

Labels

Palette

Windows | FB | Objects Primitives g5 & 000 -

[ Array functions

) Boolean functions

Palette Legend

Objects.Object 1.Resources.Programs.FBD_program_1.Algorithm

Figure 22

On the left and right of the editing area, similar to electrical diagrams, are
terminal blocks. The left terminal block contains input signals, and the right one
contains outputs. To expand or collapse the terminal blocks, click the arrows at
the edges of the editing area.

JE [@& FBD_program_1 X

Objects M Object 1 M FBD_program_1

Figure 23

Let us create two input parameters in the program: Start and Stop. To do this,
right-click anywhere on the input terminal block and from the context menu
select Add - Parameter.
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8 FBD_program_1 X

Objects M Object 1 M FBD_program_1

Parameter

Ctrl+A
anch bar

path to the item Ctrl+L

Figure 24

In the parameter properties window that opens, change its name to Start and
set the type to BOOL.

&  Editing X

Name Start Type BOOL

Initial value | False Access  Input Switching  NONE Save Inherited

Simple types Library data types Arrays
Logic Signed integers Date-time
BOOL

BYTE

Unsigned integers Others
UDINT DWORD
UINT LWORD
ULINT WORD

REF_TO . -
USINT STRING

Apply = Cancel

Figure 25

4?' Start

Figure 26
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Similarly, create the Stop parameter.

&  Editing

Name Stop Type BOOL

Initial value | False Access Input = Switching NONE - Save Inherited

Simple types Library data types Arrays
Logic Signed integers Date-time
BOOL

BYTE

Unsigned integers Others

UDINT DWORD
Special
UINT LWORD

il ULINT WORD

O
REF_T LISINT STRING

Apply = Cancel

Figure 27

Objects M Object 1 FBD_program_1

'1>| Start
'1?' Stop

Figure 28

To form the on/off logic, we will use a standard RS trigger. To insert a function
block onto the diagram, simply drag it from FB into the editor area. In the Palette
find the section Triggers and drag the RS item onto the diagram.
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L= “':S: FBD program_ 1 X

Objects Object 1 FBD_program_1

'==>| Start
'=:>| Stop

Palette

Windows ] Objects Primitives EE @ HHI:I

B Triggers
» ﬂ BaseObjects

Figure 29

Now we need to connect the program inputs to the RS trigger inputs (or, as it is
also said, "link" or "establish a connection’). To do this, left-click above the
parameter name (for example, Start), and, holding the mouse button down, move
the pointer to the parameter you want to link it to (S), and release the mouse
button over it.
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":l: FBD program_1 X

Obijects Object 1 FBD program 1

4>| Start
'i’l Stop

Figure 30

In the same way, link the program input Stop to the trigger input R1. The result:

Objects Object 1 FBD program_1

'4>| Start |—I>B
Bl Stop B

Figure 31— In the same way, link the program input Stop to the trigger input R1. The result

We will return to the program input parameters later; for now, let us create an

output parameter.
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To do this, drag the object parameter Control output to the program output
terminal block — an output program parameter will be created (by default with
the same name), along with alink to it.

» B system

Objects

Bl st oo S, | --o

2| stop B . L L B> Control Output 0+

[
» 7 Resources
g2 Control Output =0
» B Libraries

Figure 32
Finally, link the trigger output Q1 to the output parameter Control output.
Objects Object 1 FBD_program_1

'4>| Start }-DE H> EnO

'4)' Stop )—D@ H) Control Output O

Figure 33

Thus, we have formed the output path from the trigger output Q1 to the
Control output object parameter.

Objects M Object 1 M FBD_program_1

» B system
E D start bg B eno

Ob; ={>|Stop P‘E PN PN PN PN o 5 o o o o o o o o 4 '&Cuntrol}lulput ga{ 5

sources
g2 Control Output =0

» B8 Libraries === o | FEantrol Output
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Figure 34

At this point, control logic formation is complete. Just in case, click the Compile

button and make sure compilation completes successfully.

MasterSCADA 4D 1.3RC: Project 1

= Properties

Algorithm

iy |8

General
Compilation is successful. No errors
Name
Full name

Item id

Labels

Permissions

Palette Mini map

Windows 3 | Objects | Primitives

[ | Triggers
» i

Objects.Object 1.R¢ s.Programs.FBD_program_1.Algorithm

Figure 35

The next step is creating visualization.

0S. Lesson 1. Creating a control window

Let us start by selecting the Add - Window item in the object context menu.

b ﬂ System
v Objects

- {8 Object 1
Appoint to node Object
- B Resour

Add Tag instance

Open Programs

Set to the task Base tag
v El.' Prog £
» BB rB Assign data archive Parameter

B3| contrd  Assign events archive Folder

» B Libraries Placed in the library Object 1 Window

Help Event Alarm

Figure 36

A window will appear for the object and will immediately open in the graphic
interface editor area.
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¢ H K 89 MasterSCADA 4D 1.3RC: Project 1

A Project Edit View Service Help drojec Rul Debug = Table

DD DEF5NERQILE |

= Properties
5  Propertie

Window 1

iy |8

General
Name Window 1
Full name
Item id
Labels
Comment
Description

e —— EETRTSTFIETETECECITY | . .o

FB  Objects B8 |

[J  Controls
. Increment
Dialog

Figure 37

Our task is to place two buttons in this window — Start and Stop — whose
presses will be passed to the corresponding program input parameters, and also

create an indication of the Control output state.

From the Parameters group of the program we created, drag the Start
parameter into the window, holding the right mouse button. From the context
menu that opens, select Create linked control.Button.Bidirectional link.

I= & FBD_program 1 X E\.’Vinrlm-v 1 X

Objects Object 1 M Window 1
» B system
~ B8l objects
Object 1
+ 7 Resources
~ B9 Programs
~ 8| FBD program 1 B Create linked control  » Text
B Local g . | Link Start with »  Textinput coco oo oo
~ 9 Parameters R -t Bidirectional link
}:.‘) EnO Toggle button Incoming link
2 stert b N Radio button Outgoing link
& stop B
B Control Output B4 0
B Primitives
~ 1 Windows

B window1

E% Control Qutput =0
» Bl Libraries

Flag

Drop-down

Figure 38

A button with links already established between the Start parameter and the
button Pressed property will be inserted into the window. When the button is
pressed, the Start parameter will be set to TRUE, and when the button is
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released, this parameter will be set to False. Thus, the Start parameter will reflect

the button state.

Properties

i g8

Relations
Service

Settings

Text

Values

Text

»
‘_

Incoming links

[

Q Objects.Object 1.Resources.Prograr C

QOutgoing links

Q Objects.Object 1.Resources.Prograr "3’

Fixed
Figure 39

Perform the same actions for the Stop parameter.
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":ﬂ FBD_program_1 X E Window 1 X

Obijects Object 1 Window 1
» Bl system
~ @] Objects
~ (8| object 1
~ ] Resources
~ [ Programs
~ &8 FBD program 1
4 Local
v ] Parameters
B> Eno
B stert bom o
2 Stor B &9l
B Control Output B4 O
] Primitives
~ 7 Windows
BH| Window 1
83| Control Output =0

» % Libraries

Figure 40

Now let us implement display of the Control output state. To do this, go to the
Legend of the graphic editor, open the Palette tab, select the Primitives,

category, and drag the Oval element into the window holding the left mouse
button.

¢ H KN~ ~ B9 MasterSCADA 4D 1.3RC: Project 1

A Poject Edit View Service Help Project | Run | Debug | Table

o =D EEIREY < =B ol @®v =

- Properties
/& &8 FBD program_ 1 X | [BBl Window 1 X | | Properti
Scheme
Objects M Object 1 M Window 1
i 18
Keyboard
Keyboard index
Layer
Show grid

Show page grid

N o o N P N o) N P N P - Grid snap
2 start g B9

Grid siz
o stop pE B4 Palette s

B control Output B D

"
Windows | FB | Objects BE B 00 wini map

1N\ —

oy Foaen
[} Geometry l:l N

Rectangle

Figure 41

Let us make the oval color reflect the current output signal state: on or off.
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To do this, drag the object parameter Control output onto the oval
Background fill property.

MasterSCADA 4D 1.3.RC: Project 1

A Project Edit View Service Help t | Run | Debug | Table
RGP @ EElel @v =

E= IR
T8 45 18 |35
—  Properties
¥
Objects M Object 1 Window 1

fy |18
Appearance
Zoom Y
Zoom X

Tooltip

Background fill TRANSPAF

f; : ; E . ;i o

Flash

FB | Objects %g @ DDD Mini map

B} Geometry

B} Panels

» BAE on ki Rectanale

Figure 42
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Properties

2 (8

Appearance
Loom Y
foom X
Tooltip
—» Background fill TRANSPAF

Incoming links -

0 Objects.Object 1.Control Output @ ®

Opacity 100

Flash I:l

Size of the shadow 0
Shadow color - rgb(240,24

Background image

Figure 43

A dialog box will open:
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&  Converter of a link Objects.Object_1.Control_ Output-Oval 1.Background fill

Conversion type

O Direct

@ Point

@ Piecewise linear
@ Step

Direct - source values are transmitted
directly to the receiver.

Point — one input point is converted into
one output point.

Piecewise linear — input interval is
converted into output interval.

Step — input interval is converted into

P A e ot

Apply  Cancel

Figure 44— A dialog box will open

A conversion can be assigned to any link in MasterSCADA 4D. Select point
conversion type. Configure it so that the False value corresponds to white (select
WHITE from the standard colors). To enable the selection buttons, right-click next
to the required Source value in the Target field.

Converter of a link Objects.Object_1.Control Output-Oval 1.Background_fill

Source Receiver Conversion type

- . White - é\ @® Direct

Tan O Point

@ Piecewise linear
@® Step

True

Teal
Thistle
Tomato

Turquoise Direct — source values are transmitted
Violet directly to the receiver.

pdtieat Point — one input point is converted into
White one output point.

WhiteSmoke

Piecewise linear — input interval is
converted into output interval.

Yellow

YellowGreen

Step - input interval is converted into
ket naand

Default value TRANSPARENT

Apply Reset Cancel

Figure 45

For the TRUE value, select green from the palette.
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Converter of a link Objects.Object_1.Control_Output-Oval 1.Background_fill

Source Receiver Conversion type
False . White

True rgb(0,255,0)

& Select a color

. Palette Brightness
Gradient colors @

Gradient color rgb(0,255,0) - ®

l:l Opacity

Preview

Figure 46

Then close the conversion window.

Now let us add a pump image. To do this, select any pump from the pump
library included in the Common, library and drag it into the window.

£& FBD program 1 X [[BEl window 1 X

Objects Object 1 Window 1

Palette

Windows FB Objects ES @ DHD
Vert pump Vert volute pump

Pipeline | I
o o ¥ =p
Isometric pipeline

¥ atie Hor pump Pump side view

Pumps

v ﬂ BaseObjects
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Figure 47

Finally, link the object parameter Control output to the pump Rotation and

Running properties.

B9 MasterSCADA 4D 1.3.RC: Project 1

Edit View Service Help Project | Run | Debug || Table

DD+ PRA @3 |H BT @

— =
JE 8 rBD_program 1 X |EH roperties

Hor pump 1
Objects M Object 1 M Window

&y |8

Parameter

Rim color

Operation

Shutdown Color #AOAOAO
Stream

Stream Color

WHITE

WHITE
Housing c WHITE
Rotation color #00ff00

Rotation

279201 @ |

Figure 48

At this point, visualization formation is complete.

The next step is to assign the startup window. Our project currently has only
one window. However, there can be many such windows, and it is necessary to
specify which one will be the startup window. To do this, right-click this window,
from the context menu select Set as startup window, and specify where the

startup window will run. In our case, there is only one possible option.
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MasterSCADA 4D 1.3.RC: Project 1
A Project Edit Vie Appoint as start window Fornode » | ..,W,Drkﬂ_a?'?_n 1.Screen template 1
Placed in the library Window 7 For role »

O+ o8 | e , Q] ®uw
Zoom
Search
Tree
Open Window 1

Import SVG

program_1 X I8l Window 1 X

Remove Window 1 Del
Copy Window 1 Ctrlvc | Object 1 B Window 1
' % System Cut Window 1 Ctrl+X
v Objects
v Object 1
v B Resources
L B Programs
v E,' Windows
E Window
E% Control Output }D-E =0

) ELE Libraries

Duplicate Window 1 1 times Ctrl+D
Rename F2
Open in branch bar

Copy path to the item Ctrl+L

Encapsulation of links

Figure 49

Thus, we have a functionally complete object containing a control program,
visualization means, and one parameter for linking this object to the external
world. In our case, we need to use this parameter to control the module discrete
output. To do this, left-drag the object parameter Control output to the discrete
output DO 1. A link will be created that passes the value from the Control output
parameter to the discrete output channel.
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- E System
~ Bl workstation1 %%
» E7 Hwm
» [ Services

4 B Archives

» B Tasks

6 External channels

v E 10 Protocols
~ 0 Modbus TCP 4

- :a ModbusTCP Device 1

22| set channel
B> Current channel
» @ po1 ¥
B Failure
= Error
B Failure
B Error
» [ security
Objects
~ &8 object 1
~ ] Resources

» E‘ Programs
4 B‘ Windows

B Control Output }-Dﬁ =0

» .ELE Libraries

Figure 50

At this point, project creationis complete.

0S. Lesson 1. Launch

First, switch to the Runtime tab on the toolbar and click the Compile:

Page 32 of 69


af://h3-8

MASTERSCADA

¢ FH A~ 89 MasterSCADA 4D 1.3.RC: Project 1

A Project Edit View Service Help Project | Run | Debug | Table
Anodes —~ [ [»] (] (e O e @ e e e e

Tree Properties

te . Window 1
<& system
~ Bl Workstation1 “%

» B Hmi .- Compilation result <
0o e Name Window 1
» B services o B

General

» E—7 Archives o N Description: Compilation completed . o o Full name
» B Tasks oc ] Number of errors: 0 ltem id
B External channels o : Number of warnings: 0 it
» B 10 Protocols 5o = Compilation time: 00:00:02 .

Comment
Description
Appearance

~ [} Resources
ol . . ol ol Lol Background fill

» [ Programs L R R -

Opacity

Window1 ~

Tooltip
& Control Output b8 0 O

Flash

» 0y Libraries

Size of the shadow 0

hadow color Bl gb(240,22
Figure 57— First, switch to the Runtime tab on the toolbar and click the Compile

Then, after making sure there are no project errors, start the project in
emulation mode. In this case, no download to the controller will occur; the runtime
will be emulated on the same computer where the project was developed.

¢ K~ 2 MasterSCADA 4D 1.3.RC:: Project 1

A Project Edit View Service He Project | Run | Debug | Table

All nodes i No messages. Click «Verify» to recheck

Tree = Properties
¥

te X Window 1
57 | g

~ (8l system I EEEEEEESERRRRRR W

« B workstation1 5% i L Lo Lo

» HMI . .
- Name Window 1
’ Services o ) ;

General

» Archives Lo i : . Full name
» B Tasks - ;

[} External channels
» [ 10 Protocols

Item id
Labels

» B security o SR . i : s ot
Description

Appearance

. N Background fill
» [ Programs o N

Opacity
Window1 -~ Tooltip
3| control Output b 0 0

» 0y Libraries

Flash

Size of the shadow

Figure 52

If runtime mode is started for the first time, a window will appear offering to
choose for display in runtime mode either the HMI client developed by "IEK

DIGITAL", or the browser assigned as default on the computer.
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(~] Message

Use built-in client in runtime mode?
If not, the browser installed in the system will be used

|:| Save selection

Figure 53

In our case, either choice is acceptable.

B Project 1 (Workstation 1) - X

o
| st _@_‘“

‘ Stop

Figure 54

In the development environment, current values will appear next to parameter

names.
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A Project Edit

MasterSCADA 4D 1.3.RC: Project 1

View Service Help Project | Run | Debug | Table

All nodes No me: Verify» to recheck.

B8 reD_program_ 1 X BBl Window 1 X

Objects M Object 1 M FBD_program_1

Archives

B eno True
B control Output  B9|

Tasks

External channels

10 Protocols

~ 88 Modbus TcP 4~

+ B8 ModbusTCP Device 1 4~

R3] set channel 1 _ ' : Control Output
B current channel
~® po1 W1 %
« &l output B
3| value
[83| sourceTime
3| statuscode B
B railure
) Error
B railure
B Error

» B security

False

Objects

Objects.Object 1.Resources.Programs.FBD_program_1.Algorithm

Figure 55

Properties

&y |8

Layout

X-coordinate

ooo®

Permis:
Display in n. Display

Relations

Refers to

Click the Start button in runtime mode. Control output will take the value

TRUE; this same value will be sent to the module discrete output, the indicator on

the mimic diagram will turn green, and the pump will start rotating.

& [ < )

A Project Edit

| =1

MasterSCADA 4D 1.3.RC: Project 1

View Service Help Table

Project | Run | Debug

All nodes No messages. Click «Verify» to recheck.

BHl| window 1 X ¥

)_program_1 X

Objects M Object 1 M FBD_program_1

B o True
B Control Output 4|
External channels
10 Protocols
~ [88 Modbus TCP 4~
~ B8 ModbusTCP Device 1 4
|83l set channel 1
| current channel
~® o1 40 R
« & output B
K2 Value o "
&3l sourceTime oo N\
K3l statuscode B *‘ﬂ
B Failure .
B Error
B Failure
B Error
» ] Security

Control Output

| B project 1 (Workstation 1)

2026-07-06-13;
Good

False B ‘

Objet bject 1.Resources.Programs.FBD program_1.Parameters

Figure 56

Proper
FBD_program_1
gl E
General
Name FBD _program 1
Full name

Item id

Labels

Click the Stop button. Control output will take the value False, the indicator on

the mimic diagram will turn white, and the pump will stop.
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& [ KA~ 89 MasterSCADA 4D 1.3RC: Project 1

A Project Edit View Service Help Run | Debug | Table

Allnodes  ~ [m] &g U, Li No messages. Click «Verify» to recheck

= Properties

BH| window 1 X
ect 1 M FBD_program_1 AR
¥ [£] Services 57 | pe
» B Archives S B eno True
» B Tasks S I control Output &4 General
[} External channels . . . . . . . . . . . Name FBD_program_1
~ [ 10 Protocols o S Full name
B o 1 L . o
~ B8 ModbusTCP Device 1 4~
i3/ set channel 1 : oo | : : o : Labels
B Current channel 0
@ o1 40 3 (
~ B output B = (rals
R2| Value alse
&2 sourceTime 202
&3l statusCode
B Failure False
| Error
B Failure False
B Error

» Security

Item id

Figure 57

Why does this happen? While the Start button is pressed, the Start parameter
value at the program input equals TRUE. This value is sent to the S trigger input,
setting the trigger output to TRUE (or, as it is also said, "sets the trigger”). After
the button is released, the trigger remains in the same state until the Stop button
is pressed — this will cause TRUE to appear at the R trigger input and, accordingly,
set the trigger output to False (or, as it is said, "reset the trigger").

Now, if your computer is accessible over the network from other devices, open
a browser on another device, enter the IP address of the computer where you
started runtime mode in the address bar, and verify that you can control the
pump identically and in any sequence from any device.

If you have a controller connected to the network, you can download the

program to it.

To do this, stop runtime mode, select the controller in the tree, make sure its IP

address is specified, and instead of the Emulation button, click Connect.

A Project Edit View Service Help Run Debug Table

Alnodes —~ [ [>] (] e No messages. Click «Verify» to recheck.

Figure 58

After that, the project will be downloaded to the controller and started.
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0S. Lesson 2

In Lesson 1 we created a pump control project using two buttons and a visual

display of the pump state. In Lesson 2 we will modify the previously created

project and implement control of the same pump in a separate pop-up window.

We will continue from where Lesson 1 left off. Therefore, if you have not
completed it yet, we strongly recommend performing all the actions described in
it first — it is not difficult. If you have already completed Lesson 1, simply open
that project!

QS. Lesson 2. Configuring a pop-up window
QS. Lesson 2. Launch

0S. Lesson 2. Configuring a pop-up window

First, add another window to Object 1. To do this, right-click to open the
context menu, then select Add - Window:
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A, a]
EREYE 3

]

Edit

Service

d i) =

A  Project View

All nodes

v ﬂ System

v gﬁ Workstation 1
» ) HMI
Services
Archives
Tasks

External channels

IO Protocols

’ B Security

v Objects

v B Resources
b B Programs
v B Windows

B Window1 »~

Add

Open

Appoint to node

Set to the task

Assign data archive

Assign events archive
Assign message window
Assign primary window of the object
Placed in the library Object 1
Help

Tree

Zoom

Search

Security

Remove Object 1

Copy Object 1

Cut Object 1

Duplicate Object 7 1 times

Rename
Open in branch bar
Copy path to the item

Change type

Eg Control Output |-{>E -0 &

4 DQ Libraries

Del
Ctrl+C
Ctri+X
Ctrl+D

F2

Ctrl+L

MASTERSCADA

Tag instance
Programs
Object

Base tag
Parameter
Folder
Window
Event Alarm
Report
PacnucaHue

BACnet schedule

Figure 59

Let the new item be called Control window. To change the name assigned to

the added item by default, you can use the properties panel, or open the context
menu and select Rename, or double-click the item in the tree and enter a new
name using the keyboard in the field that appears:
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v Objects
v Object 1
v B Resources

’ E} Programs
v Ei Windows

BNl Window 1
. Control window
Eg Control Output |—{>ﬁ =0 O

Figure 60

After the window is created, the graphic editor will open automatically:

¢ B~ ~ 89 MasterSCADA 4D 13RC: Project 1

A Project Edit View Service Help Project | Run | Debug || Table

BEENEFEE A EE @

sy R oX = Properties

U= 8| FBD_program_1 X .umm‘.v,‘.mw,v X B Window1 X

Objects Object 1 M Control window
B w = iy k8

Control window

» 7 Sservices - Ll ol Ll Lol Lol Lol Lol Lol @)
» B Archives - a ; 5 5 : : :
» B Tasks
B9 st vt GRRRRIEE s st R iaE s
» B 10 Protocols i = SRR SRR itemid
» B Security B .. oo . . o . .

Objects

Name Control window

Labels

Comment

R
M| Progeams - d0206000033660000C d0206000033660000; d0226G0000: Appearance
~ [ Windows

B8 window1 ~
B conetvinion I I H R
{8l Control output |8 40 o» - R o i s i Tooltip

» B Libraries - - . . - L . - - el .

Backgroun

Objects.Object 1.Resources.Windows.Control window.Scheme 159,204

Figure 61— After the window is created, the graphic editor will open automatically

Move the control and indication items from the main window into it.

To do this, switch to the Window 1 tab, select both buttons and the indicator
with the mouse, and cut these items either by pressing Ctrl+X, or using the Cut

button on the toolbar, or via the context menu of the selected items.
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= "':!: FBD_program_1 X EH Control window X

Obijects Z-order
Rotate

Equalize size

Reflection

Add

Go

Help

Search

Group

Edit

Open 3 item

Remove 3 item Del
Insert Ctrl+V
Copy 3 item Ctrl+C
Cut 3 item Ctrl+X

Duplicate 3 item 1 times Ctrl+D

Restore to default

Open in branch bar

Change type
Figure 62

Now switch to the Control window tab and, either via the Paste, context menu
or by pressing Ctrl+V, paste the cut items there.

A link restoration dialog box will appear:
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@ The elements for which the action was intended contained links to external elements. Edit the text of the links to external elements in order to update the
links.
Set - set checked links; Do no - make insert without restoring lin cel - cancel insert and do not restore links.

Find: Find next

Replace with: Replace D Replace in selected O  Replace all

External element Internal element

5.Programs.FBD_program_1.Parameters.Stop
Programs.FBD_p
Objects.Object 1.Resou Programs.FBD_program_1.Parameters.Start
Objects.Object 1.Resources.Programs.FBD_program_1.Parameters.Start
Objects.Object 1.Control Output

Do not set Cancel

Figure 63 - A link restoration dialog box will appear

Click the Set, then reduce the window size by changing the window size
parameters in properties or by dragging the right border to the left and the

bottom border upward:

"E: FBD_program_1 X E Control window X E Window 1 X

Objects Object 1 Control window

Figure 64

Now we need to make this window open when clicking the pump image.
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To do this, switch to the Window 1 tab, which is the main window. Select the
pump image in the window by left-clicking it. Properties panel switch to event
display mode:

Properties

= = FBD_program_1 X BH control window X B Window 1 X

Objects M Object 1 Window 1

Figure 65

Right-click the Mouse click event. From the context menu select Add, and
from the list of available actions — Open pop-up window:

Call program Properties
¥

Open the window .
[ Mouse click

Close pop-up window

7 |2

Add to trend

Close main window
Open a pop-up window n
) Add
Set the parameter
_ Tree
Generate pulse
-~ Remove Mouse click Del
Show message
_ : Copy Mouse click Ctrl+C
Complete session
) Cut Mouse click Ctrl+X
Change user

Restore to default
Next

Rename F2
Back

Full-screen mode On

Copy path to the item Ctrl+L

Full-screen mode Off
Open a print window
Open address

Open application

Show the status bar
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Figure 66

Expand the detailed parameters of this action. Specify which window will open
on mouse click. To do this, simply drag the required window (in our case, this is
Control window) to the Window action parameter. As a result, the window name

will appear as the value of the Window parameter.

¢ H AN~ 89 MasterSCADA 4D 1.3.RC: Project 1

A Poject Edit View Service Help Project | Run | Debug || Table

B+h YDk Q@& | & e 8 w5 o)

TE 42 18 18

1E [§8) rBD_program 1 X |BE Control window X  |BHl Window
Objects M Object 1 M Window 1 DL
» B HMI
» Services
» B Archives = F| Mouse click
» B Tasks + [} Parameters
[ External channels - 8 Open a pop-up window 1 Ce
» 5 10 Protocols . = Mo o o R&| Window &+ Control 4
» B security . 2 Size change enabled
Objects B N k2 Folding Tiue
ct o K3l Viewtype B Realsiz
~ [ Resources . 0 K&\ Title text  notext
» B Programs iR o o 3 Title background B |
~ [ Windows k2 Title
BB Window1 ~
BBl Control window b8

2| control Output |8 20 O

» By Libraries

Objects.Object 1.Resources.Windows.Window 1.Scheme

Figure 67

Also specify the position of the pop-up window relative to the item:
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Hor pump 1

Window E—D| Control window <==
Size change enabled False
Folding True

View type E RealSize

Title text  no text

Title background E - #FFEOEOFF
Title text color E Black
Permit closing True

Bounds control True

Control duplicates False

Close when main window closes

Category no text

k2
k2
k2
k2
k2
k2
k2
k2
k2
k2
k2
k2
k2

Window position E Element offset

Figure 68 — Also specify the position of the pop-up window relative to the item

Move the Pump item to the left:
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Obijects Object 1 Window 1

Figure 69— Move the Pump item to the left

At this point, configuration of our simple task is complete.

QS. Lesson 2. Launch

First, switch to the Runtime tab and, by clicking the Emulation icon on the

toolbar, check the result.

A Project Edit View Service Help

Alnodes —~ (o]l [»] [[B3] @ &

Figure 70

Emulation mode will start and the built-in HMI client (or browser) will open,
displaying the familiar pump image. Left-click it — a pop-up window with Start,
Stop buttons and a state indicator will open. Click the Start button — the pump
will turn on.
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Project 1 (Workstation 1)

Start

Stop

Figure 71

Click the Stop button — the pump will stop. Everything works as in Lesson 1,
except that the control items are placed in a separate window.
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QS. Lesson 3

In the previous lessons we practiced the object-oriented approach to project
creation, but did not explain why it is needed. Now it is time to look at object-

oriented design in more detail.

QS. Lesson 3. Object-oriented approach to project creation
QS. Lesson 3. Launch
QS. Lesson 3. Library operations

0S. Lesson 3. Object-oriented approach to
project creation

First, let us consider what an object is. In MasterSCADA 4D an object is a
named collection that combines heterogeneous project items and the links

between them.

v Objects
v Object 1
v Ei Resources
v EJ Programs
v . FBD_program_1
’ B Local

v B Parameters

= EnO
2 start joE B
2l Stop B B9
H> Control_Output E—D-| O~
B Primitives
4 B Windows
Eg Control Output |—(>B -0 [

Page 47 of 69


af://h2-12
af://h3-13

MASTERSCADA

Figure 72

An object can contain programs, windows, reports, and other items, including
nested objects. Various parameters of these items can be linked to each other.
The object itself also has parameters — they are intended for linking it to the
"external world", something like a terminal block. The main purpose of this object
organization principle is to simplify replication. A copy of such an object is created
with the entire internal structure preserved, including inter-item links within the
object. The developer will only need to connect the external ones.

Object 1

Parameter 1 )
Parameter 2 Windows

Parameter 3

|

Journal, object and etc.

P

Object 2

Parameter 1
Parameter 2 Windows

|

Parameter 3

Journal, object and etc.

Figure 73

Now let us see how this can be applied in practice.

In the previous lesson we created an object consisting of a window with a pump
image, a window for controlling this pump that opens on mouse click on the pump
image, and a program implementing the pump control logic. The object has one
parameter for linking to the external world — the control output, whose signal is
sent to the physical discrete output of the controller module.

Now let us set the goal of creating a pump station consisting of several pumps.

Rename the previously created object to Pump 1.
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» ] Resources
- Programs
» [{& FBD program_1
b Local
v ] Parameters
B EnO
=D Start B B
Bl stor pA B
B> Control Output B4 O
Primitives
» ] Windows
E% Control Output P:E =<0 &

Figure 74

In the objects tree create another object and name it Pump station.
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- |8} Objects
v Pump 1
v ET Resources

v Programs
v f& FBD program_1
» 1 Local
v 7] Parameters
B EnO
=) start B B
2l stop E B
B> Control Output Bb O
] Primitives

» ET Windows
E% Control Output FOE =0 O

Figure 75

Now left-drag the pump into the pump station. We get a root object Pump
station with a nested object Pump 1.

E Resources
v Pump 1
’ E Resources

E; Control Output |={>§ -0 O

Figure 76

Let's place the Pump 1 object into the Local library using the context menu.
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b % System
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A Purmnp station
E.‘ Resources
- Pump 1
» E.‘ Resou

Eg Contr

- _& Libraries

MASTERSCADA

Add
Open
Appoint to node

Set to the task

. -
HESI

gn data archive

3 ﬂ Local libra

sl

gn events archive

sl

sign message window

Assign primary window of the object
Placed in the library Pump 1 Local library
Help

Tree

Zoom

Search

Security

Remove Pump 1

Copy Pump 1

Cut Pump 1

Duplicate Pump 1

1 times
Rename
Open in branch bar

Change type

Figure 77

Now the pump has become alibrary item.

Next, we will replace the inheritors with instances. To do this, right-click on the
library item Pump 1 to open the context menu, and then select the Convert
Inheritors to Object Instances item.
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b % System
. Objects
- Pump station
E,' Resources
_ Pump 1 |:|1
+ ] Resources
" Er Programs
+ B3 Windows
Eg Control Outps

- .E@ Libraries
- ﬂ Local library
b E.‘ Themes
- ] Objects
' Pump1 "9,

Now the pump in the object tree has become an instance of the library item, as

MASTERSCADA

Add

Open

Assign message window

Assign pnmary window of the object

Go

Help

Tree

Zoom

Search

Security

Remove Pump 1 Del
Ctrd+C
Ctrl+X

Copy Pump 1

Cut Pump 1
Duplicate Pump 1 1 times Ctrl+Dr
Convert inhentors to object instances
Rename

Open in branch bar

Change type

Figure 78

indicated by the special icon next to its name and the tooltip.

Drag the library pump into the pump station. We now have two pumps.
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- Objects
v Pump station
E Resources
b Purpp 1 4
) Pum»2 &

v E,E Libraries
v @ Local libr ary
) B Themes
v Objects
v Pump1 7
b B Resources
E,'% Control Output b@ -0 »

Figure 79

Repeat this procedure once more — the pump station now includes three
pumps, each with one parameter for linking to external items or devices (Control

output), and containing windows and a control program inside.
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v Objects
v Pump station
Ei Resources
v E Pump 1 4
v E? Resources
» Programs
v % Windows
Window 1
Control window

Control Output

Programs
Windows
Window 1
@ Control window
Control Output
ump 3
Resources
Programs
Windows
Window 1

Control window

@ Control Output

Figure 80

All pumps in the objects tree are instances of the library pump. This means that
any change in the library pump will be reflected in all its inheritors, i.e., will be

Page 54 of 69



MASTERSCADA

inherited. For example, expand the library pump tree to the Windows folder

contents and rename Window 1to Pump image:

ﬂ& Libraries
m Local library
EF Themes
Objects
Pump1

E‘ Resources

E]] Programs
Eﬁ Windows

] Pump image
BH Control window |8
E,Z Control Output |—D‘E 0 [

Figure 81

You will see that in the objects tree this window was also renamed:
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v Objects
v Pump station
E] Resources
v Pump 1
v Resources
) E Programs
v % Windows
@ Pump image
E Control window
Control Output
Pump 2 ¥

Resources

» E Programs

v % Windows
@ Pump image
E Control window

E% Control Output

Pump 3

Resources

B Programs
% Windows
@ Pump image
Control window
g Control Output

Figure 82 - You will see that in the objects tree this window was also renamed

That is, any change made to the library type is automatically and immediately
applied to all its instances. Instances cannot be edited locally — their structure
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and properties are fully controlled by the type. This ensures strict data

consistency and guarantees that all instances of the same type will be identical.

Now let us make a few more changes. Open the Pump image window from the
library and make it more compact (close the pump instance window — it cannot
be edited):

. Pump imag

Libraries Local library Pump 1 M Pump image

0;0

190 -

100 0

Figure 83

Add a label reflecting the pump state. To do this, right-drag the Control output
parameter from the library pump (we are now working with the library item), and

from the context menu that opens select Create linked control.Text:
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v R X
JE IRl Pump image X

Libraries M Local library M Pump 1 M Pump image
+ [£] Resources

» Programs
~ [ Windows

Bl Pump image
Bl Control window

I3 Control Output
<0 Libraries

&l Local library

» [ Themes
= Create linked control > Text Incoming link
Pump 1~ . Link Control Output with ~ » Text input
~ ] Resources Button
» 7 Programs Toggle button
« 3 Windows Radio button
EH Pump image Flag

FH control window o8 Drop-down

R2 Control Output |+8 40 O»

Figure 84

It is very common to display one or more main operating parameters next to an
object image. For a valve, this is its position; for a motor with a frequency
converter, it is the frequency, and so on. We will simply display the state. Go to the
properties panel of the Text item, open the converter on the Text parameter link.

Select point conversion, and for the False value specify Stopped, and for the
TRUE value — Running.

Converter of a link Libraries.Local_library.Pump_1.Control_Output-Text 1.Text
Source Receiver Conversion type
False Stopped

True Running

Direct - source values are transmitted
directly to the receiver.

Point — one input point is converted into
one output point.

o8

Bold

Piecewise linear — input interval is
converted into output interval.
Value format F

Multiline

Step — input interval is converted into
Default value | Text ot A

Underlined
Apply Cancel
Text color #505050
Display scrollbar
Horizontal padding
Vertical padding

Values

—-

Incoming links
ér\' Librar cal library.Objects.Pur @ (X)

Format of values

Figure 85

Close the converter by clicking Apply.
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Reduce the window size to match the image:

. Stopped - |

Figure 86 — Reduce the window size to match the image

Add a window in the pump station and name it Mimic diagram:

= Properties
5| Propertie

12 B8l pump image X I8l Mimic diagram X

Objects M Pump station M Mimic diagram
e
» Bl system & k8
v Objects General
~ [ Pump station
~ [ Resources
- Windows

Mimic diagram o Item id

Mimic diagram

Name Mimic diagram

Full name

Labels

Comment

ption

& Local library
» EJ Themes
- Objects

. Pump1 o] y 100
v [ Resources

» £ Programs
e

Appearance a

Background fill Bl ob24522

Figure 87 — Add a window in the pump station and name it Mimic diagram

Set Mimic diagram as the node startup window using the context menu:
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- Pump 1 »~
v E’} Resources
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- EP Windows
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MASTERSCADA

I8 E Pump image X E Mimic diagram X

Appoint as start window

Placed in the library Mimic diagram
Help

Zoom

Search

Tree

Open Mimic diagram
Import SVG

Remove Mimic diagram
Copy Mimic diagram

Cut Mimic diagram
Duplicate Mimic diagram 1
Rename

Open in branch bar

Copy path to the item

times

Objects Pump station M Mimic diagram

Fornode Workstation 1.Screen template 1

For role »

Del
Ctrl+C

Ctrl+X

Ctrl+D

F2

Ctrl+L

Figure 88 — Set Mimic diagram as the node startup window using the context menu

Now drag all pumps into the window one by one:

¥ ¥ @

Figure 89 — Now drag all pumps into the window one by one

Link the outputs of the new pumps to the physical outputs of the I/O modules
(we connected them in Lesson 1). Linking is more convenient when the trees of

the linked items are opened in parallel windows. Right-click the Pump station,
object and from the context menu select Open in branch panel:
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Assign message window

oo Placed in the library Pump station
4 Pump 1 ¢ orary P SLC
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b Pump 2 1 ©p

Tree
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v ELE Libraries
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Zoom

Search
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Copy path to the item Ctrl+L

Figure 90
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4 Pump station
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« [E§ Pump 1 &\

’ E‘ Resources
v B’ Resources

v B Windows EZ Control Output
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» E’ Themes
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g B Programs
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Figure 91

The first pump is already linked. Now link the Control output parameter of the
second and third pumps to the subsequent discrete outputs of the module:
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Branches :
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> Pump station
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External channels -« i Pump 1
- IO Protocols » EJ Resources
v ﬁ Modbus TCP 4= Eg Control Output
- d:;! ModbusTCP Device 1 4, Pump 2 4
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-
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DO3 =~ B2 Control Output

Failure
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2
B
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B

Error
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B Error
» E{ Security
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Figure 92

At this point, our pump station is ready!

0S. Lesson 3. Launch

Start runtime mode. In the browser you will see the pump station we created
with three pumps, each controlled independently of the others. Pumps can be
turned on or off in any sequence. You can also close unnecessary windows and

then open them again, and so on.
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E Project 1

MASTERSCADA

Running

Stopped

Figure 93

Running

0S. Lesson 3. Library operations

While creating this project, we placed the replicable Pump item in the Local
library. The Local library is available only in the project where it was created. If the

library item needs to be available for use in other projects as well, it must be

created in another library — an existing one or a new one. Right-click the Libraries

item and select Add - Library:

Add

Connect library
Help

Tree

Zoom

Search

Open in branch bar

Copy path to the item
T e o=

Figure 94
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Name this library My pumps. Copy the library pump we created from the Local
library and paste it into the My pumps library:

-n=il~j Libraries
ﬂ Local library
) Themes
Objects
E Pump1
] Resources
[ Programs
7 Windows
EEI Pump im
BBl control v Change type

IEB Control Output Hﬁ =0

Remove Pump 1 Del
Insert Ctrl+V
Copy Pump 1 Ctrl+C
Cut Pump 1 Ctrl+X

Duplicate Pump 1 1 times Ctrl+D

Rename F2
Open in branch bar

Copy path to the item Ctrl+L

m My pumps

Figure 95
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All nodes Zoom
Search
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> % System Remove My pumps Del
Insert Ctrl+V

) Objects
v _g Libraries

v E Local libr
: Duplicate My pumps 1 times Ctrl+D
» Ei Theme

Copy My pumps Ctrl+C
Cut My pumps Ctrl+X

- Object: SENEINE >

b Pumj
Al my pumg

Open in branch bar

Copy path to the item Ctri+L

Figure 96

v _g Libraries
- E Local library
> Ej Themes
- Objects
» Pump1
- E My pumps
- Objects
v Pump 1
E? Resources

E% Control Output |—D§ =[]
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Figure 97

Then right-click the library name and select the context menu item Save
changes:

M Project Edit

All nodes

ecurity
Save changes

P ﬂ S}FStEm Remove M} pumps Del

— Insert Ctrl+V
» Objects
Copy My pumps Ctrl+C

v _EIQ Libraries
v E Local libre
» B Themes
- Objects

» & Pumg

Cut My pumps Ctrl+X
Duplicate My pumps 1 times Ctrl+D

Rename F2
Open in branch bar

Copy path to the item Cirl+L
- B8 My pump. PP

v Objects
v Pump 1
’ E? Resources
Ez Control Output }-Dﬁ =»{]

Figure 98 — Then right-click the library name and select the context menu item Save changes

After that, the library will be saved to disk and will be available for connection
from other projects via the Connect library context menu. At the moment it is not
available for connection because it is already connected. To demonstrate this,
delete the My pumps library from the project via the Delete context menu:
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- _g Libraries
v ﬂ Local library
B Themes
- Objects
Pump1 -

- @ My pumps
v Objects
v Pump 1
: Tree
B Resol

EZ Conti

Add
Help

Zoom

Search

Security

Update

Remove My pumps Del
Insert Ctrl+V
Copy My pumps Ctrl+C
Cut My pumps Ctrl+X

Duplicate My pumps 1 times Ctrl+D

Rename F2
Open in branch bar

Copy path to the item Ctrl+L

Figure 99

Now connect it to the project: Right-click, select Connect library, and from the
list of available libraries select My pumps:
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ﬂ Loce
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o

Add

Connect library Controllers
Help Device drivers
= Tree Graphics

o Zoom Industrial
Search Protocols

Open in branch bar BIM Management

Copy path to the item Ctrl+L My pumps

Figure 100

The library has been connected and can now be used.

E@ Libraries
ﬂ Local library

00 my pumps
Objects
Pump 1

Figure 101
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