Step by step

A quick guide to create your first IAR Visual State project

This guide briefly describes how to create your very first IAR Visual State project.

For more detailed information, see the IAR Visual State User Guide found under USER

GUIDES in IAR Information Center.

Step by step

This guide will take you through the following step
» Creating your project files in Navigator
» Using Designer to draw a few states and transitions
» Generating code
» Testing your design (validate and verify)
o Validating the design
o Verifying the design
» Documenting your code
e Adding variants to your design
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Introduction

This step-by-step guide will give you an exampléhow to create your very first Visual State
state machine. For this exercise we will creataffic light.

Creating your project files in Navigator

I  OpenlAR Visual State Navigator found in the start menu isll Programs> AR
Systems>I AR Visual State x.x. Navigator is a graphical project management tamhfivhere
you deal with the overall handling of the projeatsl can access and activate the other
components in Visual State.

2 Three windows will be seen: The Workspace browsadaw where you will find your projects
later, the IAR Information Center (HTML) window frowhere you can reach example
applications and guides and the Output window whd#memation about your loaded workspace
will be displayed

3 Onthe top menu opéfile>New.

QWTE Navigator - [index_en.html - HTML Viewer]

D File Edt View Project Tools Window Help
0= &o Address |C:\Prngmm Files (xB6)\IAR Systel
Workspace Browser ==l

A e e e e e e e e et e ey ey

IAR Information Center

4 A window called New will let you hame and create ttorkspace and files associated.
You will get three choices:

- Standard Workspace which creates a workspace with one project andsgatem with
one top level state machine. You will be able tmegour project but the associated files
will be named with default names.

- Blank Workspace which creates a blank workspace with no assocfdesd This is
mostly used when you have an existing project aadtwo add it to a workspace.

- TheWorkspace Wizard which will guide you through a complete setup vehgou can
decide the number of top-level state machines of ggstem and also what to name the
files.

In this exercise we will use the Workspace Wizadva want to name the files separately.

vS-StepByStep-03 2



5 Choose Workspace Wizard and change the File namétkspaceSBS.vnw. Change the
location to a new folder somewhere on your compeadied vsSBS . ClicloK.

New u
Workspace |
% Standard Worlcspace Filename:
ﬁ Blank Workspace IWorkspaceSBS.vnw
qw Wizard
K Location
[ciARwssES J
Information:
Create workspace... -
Workspace generated: =
File: TMNARWsSBS\Workspace SBS vw’
Launch New Wizard:
Create project L
OK | Abort | Apply |

6 A window called Project will let you name the prcj@ame
Leave the location folder as is and clidkxt.

. Change the name to ProjectSBS.

-
Project

SO

ey WorkspaceSBS

Name:

!F‘rojectEBS

Filename:

!F‘rojectSBS.vsp

Location:

iC:\IAH\.vsSES‘-.

Next > Finish J

Abort
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7 A window called Systems is appearing. This willyeti decide if you want to have more than
one system in your project. In this case we widl oee. Mark System1 and rename it to
SystemSBS. Clickext.

r v B
Systems &J
% ProjectSES Number of Systems:
fod * n

28 System 1 W
MName:
|SystemSBS

¢ Back Next > Fish | Aot |

8 A window called Top level state machines will appé#ere you can change name, location and
number of top level state machines. This is themugt state machine in a state hierarchy. The
names should be as below. Cligkish.

[ Top level state machines &r
% pmjedggg Number of Top Level State Machines:
_‘ F-!g|01 . & Name:
ITaneveIStaieMachineSES
Filename:

|To|:uLen'eI StateMachine SBS var

Location:

[ciARwsSBS J

< Back | Mest Finigh Abort
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9 The New Wizard information window will open up adidplay all the information about the

skeleton project created. Cli€kK.

-

Mew Wizard Information

==X

M ew Wizard will generate a skeleton Project with the following specifications:

"Workzpace generated: 1

Froject generated: 1
'ProjectSBS'

Systems generated; 1
‘SyztemSEBS'

Top level state machines generated: 1
'SyztemnSBS. ToplevelStatet achineSBS'

Regions generated: 1
'SyztemSBS. ToplevelStatetd achineSES. Regionl

Files generated; 3

C:hARWESBS WarkspaceSBS. viw
'CAARMsSBSWProjectSBS wep'

'TAARMsSBSAT opLlevelStateMachingSEB S war'

4

Project location:

ProjectSBS . wap

(o |

Abart

A

10 The workspace wizard will now save the files fouyand automatically open the Designer

component.
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Using Designer to create a few states and transitions

You should now have the Designer component operaasiel like this:
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TSN @ SystemSBS ToplevelStateMachinel Regiond - (State machine diagram)
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SBloeomese [ eve0|onnA0QA0 =
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10:08:43 1 Counted state(s)
10:08:43 0 Transition and State Reaction(s)
10:08:42 Saving stereotypes in C:\AR\WwsSBS\ProjectSBS stereatypes

1 General / Find » Undo » Source Control H_‘!

Al >

@55, 1)

[tooss

=

b

It is time to draw your design.
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1 Double click on Regionl area in the System Viewdeiw and the Regionl will open in a new
State machine diagram window. This is where yolistélrt to draw. Marked below is the toolbar
which is also found undénsert.
Insert Format Tools Window Help
° ProjectSBS - visualSTATE Designer
— : System Ctri+1 §
File Edit View Insert Format Tools Window Help ]
E] composite State Chrl+Skift+2
[<<none>> o [~} Submachine State
W |<<Complete model>> | i@ 4 € =~ Transition Ctri+3
e * @ 5ystemSES Toplevelst <~ Curved Transition Chrl+Al+3
=5 ProjectSES : 1 Systemis) N ]
=6 SystemSBS = Orthogonal Transition Ctrl+Skift+3
E@Toplﬁ:isn? eHachine] = ¢ Self Transition Crri+4
) =
> Initial State Ctri+5
= (i) History State Ctrl+AK+5
g #i% Deep History State Chrl+Skift+5
o ® Final State Ctri+6
o @ Join Ctri+7
®
(F} Fork Cri+Al+7
3]
r ® @ Junction Ctri+5kift+7
@ &5 Connector Cri+8
f ) EntryPoint
40 & ExitPoint
EH
O <» Choice
&
B System\iew [ FileView & ﬂDtE Ctrl+2




2 The first thing we want to draw is three stateslsgiising the traffic lights. States are the resting
place between events. In this example the systdinstay in red, green or yellow light until

something happens - like a pedestrian pushingtarbot a timer is going off.

Choose the Simple State in the toolbar and clickherdrawing area once for each state (red,
yellow, green). Rename the states to RED, YELLOW @GREEN by choosing the Select (arrow)

in toolbar and click on the name in the state twice

e SysternSBS. ToplevelStateMachinel .Regionl - (State machine diagram) E@

rs

m

RED

YELLOW

GREEN

3 All systems need a starting point and for this &eento add an Initial State. Add that next to the

RED state.

e Systemn5B5. ToplevelStateMachinel Regionl - (State machine diagram) E@

s

O

m

RED
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It is now time to add the transitions. Select ohthe transitions from the toolbar according to
your taste. Draw a transition by clicking on theree state to the target state. Create transitions
from RED to YELLOW, from YELLOW to GREEN and viceessa. Also draw a transition from
the initial state to the RED state. Your designustimow look something like this:

e System5BS. ToplevelStateMachinel .Regionl - (State machine diagram) El@

-

m

You can think of the “?/” as an “if/then” whereall conditions on the left side are true, the
actions to the right of the “/” will be taken. Theeas of “?/” can, and should be moved to easily
see to which transition they belong. Remember &mgh to the arrow on the toolbar if you still
have the transition tool marked. If you mark a $ition arrow the corresponding “?/” area will be
marked.

vS-StepByStep-03 9
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5 Double click on the transition area “?/" from REDYELLOW state to open up the Edit

Transition window. Start by changing tRéement to Event and then click on the Create New
symbol. This will open the Edit Event window (séetgre below).

- N
° Edit Transition g
Constraint: |<<Cnmp|ete model > = j
Condition./Action LI O I I (Enter search text) ﬂl

A Tri “'l \f\
rigger S ) 3 i,
: i Element: ( ) ¥
Guard Expression I @ & X
|| Positive State Condition 2 E1-{2] specil trigger
|| Negative State Condition
)
Alias:
Comments: -
1 r
| Ok, I Cancel |
2

vS-StepByStep-03
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6 Create an event called Buttonl and click OK. Repadtcreate the event Button2.

r ™y
@ Edit Event |
Name: IBUﬂIOﬂJJ
Constraint: |<<Con1plete model > j
Create: IDeﬁnition LI
Comments: -
] 3
—Parameters
Commands: LI
H
|
|
H
|
e |
2|

7 Now it is time to assign an event to the transitidiake sure thatrigger is marked in the
Condition/Action list, and then double click on tBettonl in the Element list. This will add

Buttonl as a trigger. Clic®K.

| M| Pasitive State Condition
3| Megative State Condition

1

i B
e Edit Transition g
Constraint: |<<Com|:|lete model == ;l
Condition/Action LT B S 4 _l I (Enter search text) ﬁl

L2 Trigger . - _ —
- 1= b Element:

q . Button1{) 3 EL i B X
+[%5| Guard Expression N

E| Spedial trigger
. A triggeress

m. |»]*=

L Button2()

..[53] Event Group &7
4

Alias:
Comments: o
4 3
Puthonl{} oK I Cancel |
|
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8 Go back to the State machine diagram window whetehave been drawing your design.
Double click on the transition from state YELLOWGIREEN and add the Buttonl event to that

9

transition as well. Repeat for the transitions frlGREEN to YELLOW and YELLOW to RED,

but add the Button2 event. Your design should rank something like this:

-

eS}rstemSBS.TopLevelStateMachina‘L.Regionl-(State machine diagram) | = || & || 22 |
O\

Button2() / Button1() /

-

m

RED

¥

‘ YELLOW |

Fy
Button2() / Button1() /

¥

GREEN

It is time to define actions. Click on the trarmitifrom RED to YELLOW again to open up the
Edit Transition. This time mark thction Expression in the Condition/Action list and the
Action Function in the Element list and click on the New symbobfen up the Edit Action

window. Create the action YELLOW_TURN_ON and cliok.
'° Edit Transition @1

Constraint: |<<C0mplete model >

i e M Button1) - =7

: Element: *k\ﬁ
[24] Guard Expression | ) x
[B| Positive State Condition | | |(* Action Function

[#| Negative State Condition

=
|C:ondﬂionfﬂc‘tion [ A S 4 |::Enter search text) /_\ J
!

m

Alias: |

Comments:

vS-StepByStep-03
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v -
@ Euiit Action S
Mame: | YELLOW _TURN_ON
Constraint: |=:=:Cnmp|ete model == j
Comments: o
4 2
[ Timer action function
Type: VS_VOID |
Parameters
|Command5: ﬁi) o ¥
File
| Browse... | |
oK | Cancel |

10 Repeat and create the actions RED_TURN_ON and GREERN_ON as well.
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11 It is now time to add the actions to the transgio@lick on the transition arrow to open up the
Compose Transition, in the Condition/Action listark the Action expression, and then in the
Element list double click on the action you wanati to that specific transition. In this case we

want the YELLOW_TURN_ON to be in the transitionading to the YELLOW state. The
RED_TURN_ON on the transition to the RED state, gmedGREEN_TURN_ON on the
transition to the GREEN state.

vS-StepByStep-03
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eS}fStEFﬂSBS.TDFILE'VEEtEtEMEChiﬂﬂ.REgiDﬂl-I:S-tatE machine diagram) | = || & || £8 |

Button2() /
RED _TURM_ON()

Button2() /
YELLOW TURN_ON()

YELLOW_TURN_ON()

GREEN_TURN_ON()

rs

m

12 The final step here is to add the initial statesition. Double click on the transition line to ope
up the Edit Transition window again. Add the actREED_ON to the transition.

/ RED_TURN_ON()

Note: Double clicking the transition is one way to staredit your transitions. If you want to add

several events or actions at once, you can opeviitee>Element Browser and add the new

events and actions from there as well.

vS-StepByStep-03
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13 It is now time to save this project (File->Savejc and exit the Designer.

14 Click Yes when prompted to reload files in the Navigatore€hthe Do not show this message
again and select Reload files silently if you wighhide the reload details in the future

7' Nawvigator L&J

The following file(z] have been modified outzide of the application:

CAARW=5BS\Project5BS vsp

Relnad | lgnare

W Dionat show this meszage again

¥

" Mewver reload files

* Reload files silenty

b i

15 Congratulations, you have now designed your fietesmachine with IAR Visual State.

Generating code

It is now time to generate the code. At this pgimt should see your WorkspaceSBS in the
Workspace Browser window to the left in Navigator.

1 From the Navigator, pre$®, or Project>Code Gener ate from the menu, ¢ # on the toolbar.

2 A window with all the information on your projeaté its settings will appear. At the bottom of
this window you should have a report of no warniogsrrors when generating the code for the
model.

3 The code generated will need to be integratedyiotw code. Information on how to do this is
available in the IAR Visual State user guide.

Note: If you would like to change settings before cgéeaerating, like change from table based to
readable code, you can do thaPiroj ect>Options>Code generation.
Testing your design (validating and verifying)

Now it is time to test your design. The Validatongponent is used to simulate and analyze your
design and the Verificator component is used taklige logic consistency so you don't have
dead ends, unreachable transitions and conflittagavior of transitions.

vS-StepByStep-03 15
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Validating

1 Open the Validator component by pressing F8 okdit the Validator symbc V) on the
toolbar. You should now have a window like this:

T B
e ProjectSBS [ProjectSBS] - visualSTATE Validator = | =
Fle Edt View Debug Reallink Alfm Window Help
[2s H@ |2 Bemm|[a/ssnwe »n e s @] = |
<<Complete model=> =
—— ———— | | System Setu -

Ot Lo o ] | @ acticn: SIrErEE] || 2 - -
Mame I Location ] Explanation J Action | System ] * ¥

> A SERESET()  Global W SystemsEs

A Buttenl() SystemSBS
2 Butten2() SystemSBS

@ Varisbles == i=]
Narme Value Type | Domain Lo
3 GREEN_T... - Sy
F RED_TUR... - Sy
¥ VELLOW. .., - Sy
o Systems |?H_I-EI_|E2_3_\
3% ToplevelStateMachineSBS (SystemSBS)
=] Regionl
- RED
o YELLOW oo e - "
{3 GREEN = = =
0 <t e Signal Queues \7;17“7@77”7}737!

=1y Signal Quenes
L. SysternSBS (Empty)

alidatar ]Target

x 2 y s g = | "
+ |Opening the workspace TAAR\wsSBS\ProjectSBS vsp' at 10:55:27 + | Element | Location “alidator | Target
Calculating project signature...
Success
= =
a =2
a L1 [» [\.General / RealLink } Trace  Af J 3 g
Ready |RealLink Status: Mo Connection

If not, openWindow>Simulation for a quick arrangement of your windows.

2 To start your simulation, double click on SE_RES&The Event window. This will place your
system in its initial state.

3 Step through your system by double-clicking on ¢ésémthe Validator Events window and see if
it behaves as you expect. In the Systems windowcgousee the resulting state combination. In
the Actions window you can see which actions wengegated by the event.

vS-StepByStep-03 16
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4 There is also a graphical view. On the ValidatonmeselecDebug>Graphical Animation to
step through your system graphically. Resize oosiion the Validator window in order to see
the Designer Simulation Mode window. Double clickthe Regionl in the System View to
open the contents of the region in a separate windo

| File Edit View Debug Realink Alia Window Help
i ) - | T § = | | 3 | o . |
L I A S N e 4 E]
‘ i<<CompIete model>> = |
— e System Satu| -
il OEvants = &= Actiuns == ¥ P =
Name | Location I Explanation I Action |__S,‘£Etem I >4
> A SERESET)  Global P YELLOW_TU... SystemSBS 5 SyslemsES
> Buttonl() SystemSBS
> A Button2()  SystemSBS
o ProjectSBS - visualSTATE Designer (Simulation) =B8] B |
I File Edit View Tools Window Help
A (RDE &aa Q| @ [w o |
Project Browser A o m .
e System5BS. Topl evelStateMachineSBS.Regionl - {State machine diagram)
£ ProjectSBS - 1
=168 SystemSBS
£ TopLevelStateMach /RED_TURN_ON()
1| Regioni
) RED RED
® Syctem: O YELLOW
3% TopLevelStateMachineSBS (SystemSBS) EEIGREEN
g Regionl O el Button2() / Button1() /
RED_TURN_ON() YELLOW TURM ON() &
H YELLOW
Ll <Initial>
Buttan1() /
Button2() /
YELLOW_TURN_ON{) & SN THHI O
GREEN
— 4 1 | 2
Opening the workspace CT:\ARYWsSBS \Project SBS vspl
* Icalculating project signature.. 8 System\iew 4 T
Success 7 ——
Ready \Simulation: idle 100% A
=
2 5
2 [“]¥]\General 4 Reallink ), Trace ;, Afl « | v £
Ready |RealLink Status: Ne Connection A

5 When you double click events in the Events windihe,resulting state combination will be
shown with red borders in your state machine. Blorelers are used for states that were last
active.

6 Exit the Validator once you are done.

vS-StepByStep-03 17



Verifying
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Now let us verify that the system does not havel adgals or other unexpected behavior.

1 After you have closed the Validator and are badkéNavigator, sele@r oject>Verify System
on the menu. As seen on the result, we have ndictsrdr dead ends or other problems that the

Verificator can detect.

Workspace Browser

L=

o WorkspaceSBS.unw - visualSTATE Navigator - [SystemSBS - Verificator] l =y X
5 Fle Edit View Project Tools Window Help _ x
[~ = ) OORH E A Address | filez///C:\IAR\vsSBS\coder\VSCoder.cre = = = 3@ [F || [<<complete model>> =] 4

Yerification of System 'SystermSBS! in 'Full' mode completed

Werify

ST :

563 ProjectSBS : 1 System(e) % SystemSBS

B8 SystemSBS &+ Check for unused elements nd Trace
Bl .:J Validator Workspaces \/ Check for ambiguity
B-|_] Reports ~ Check for conflicting transitions = =
&+ Check for activation of elements 2
&+ Check for dead ends
#+" Check for pported d Options..
~ Check for domain errors
Verfication result log for System "SystemSBS':
Verffication result log for all steps: l
@ WorkspaceView | ] FileView Results A Report I KN} .
& Connecting to visualSTATE license i
| Verifying the system "SystemSBS"

Verficator completed - 0 emoris), 0 waming(s). |E
= =
§ ] General » Code Generation » Verification /£ Doc Custom Com r_J k
Ready

.
Documenting

To create a documentation of your project oBej ect>Document. This will create a document
with all possible information about your system.

Adding variants to your design

A new feature is the variants. Variants are usednyou want to create different variants from
the same model. In this case, what if we want &this model to work on both a pedestrian light

and a street light?

vS-StepByStep-03
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We start out with the previous design in Desigmat an the menu bar you find a small toolbar
for variants. If you click on th O you will be able to add the name of a new variant.

@ ProjectSBS - visualSTATE Designer [E=SS )
| File Edit View Insert Format Tools Window Help

azd(EgR s eelo | AlRDB |8 ac @& a e o]
| ot e | (0 38 9 ks 22 |1 T |

|| [zrone>> ]|

' ‘ A s |.|F‘“ o | 1 |5r“; <<Complete model>> ~ @ A
Project Browser .= — —

® SystemSES - (System Vrew) = |[E[®]
E-f3 ProjectSBS : 1 Systemis) %
=688 SystemSBS [ ToplevelStateMachineSBS i
e TopLevelStateMachine SBS Regiond
(Mo comments)

=

- O GREEN

w3 <lnitial>

O\ffED_TU RN_ON() j‘

RED

A

Button2() / Button() /
RED_TURN_ON() YELLOW TURN OND 4

¥
{ YELLOW ]
&

Button1() /
GREEN_TURN_ON()

Button2() /
YELLOW_TURN_ON()

G SystemView FileView

SBloeonece 200 |(oNnA0ADD0|~

"

14:35:34 4 Counted statels)
to4:3534 5 Transition and State Reaction{s)
14:35:34 Loading the stereotype file T:M\ARWsSB5 \Project SBS stereotypes’...

| »

§ [T+ General / Find ; Undo »,_Source Contral 18| H
|Ready @, f100% A
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2 Create two new variants — Pedestrian and Car.
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F B
e Edit Variants - Create new Variant M

Marme: Pedestrian

Comments:

Action: ij' xr 4

Car

3 We want the pedestrian light to only show red aregiy, while the car/street light to go between
red, yellow and green. There are several ways lefngpthis and shown is one of them. By
double clicking on the state called YELLOW the Extdte opens up. In here | now choose the
Constraint to be “Car” as | only want that stateeezd for the street light. ClidRK.

@ ProjectSES - visualSTATE Designer =8| %

www.iar com/resour
Read in-depth articles fr

| Fle Edt View Insert Format Took Window Help

2 E &R see|o aBDB (e @a @aalms |

EczR=R Rl MOE |
el A
© Ecit State - [VELLOW] === = ‘
= @v O
Name: [Feiow
stem Vi ===
Congai J<<Compiete model> > ] sl £ X
< <Complete model >~ ! — =
Enty |‘"Efﬂd|r§_:edesmm 3 © 5ystemSES TopLevelStateMachineSBs Region! - (Stste machi.. | o || & || 5 |
Reaction: Bx I+ 4 [y ] O\/i{ED TURN_ON() 1 E
—— it o =
J Element = |
RED il
Button2(} / Button1(} /
RED TURN_ON() YELLOW TURN ON() 4
Button () /
Button2() /
YELLOW_TURN_ON() GREEN B0 ONJ)
:‘ — el it ] :
Ales: I
Comments
4 ¥ o

(ST
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4 The YELLOW state will now display the restrictioCar>. Transitions to and from this state will

be under the same

P

restriction.

® SystemSBS. TopLevelStateMachineSBS.Regionl - (State machi.. | o || & |[ 23 |

'y

Button2() /
RED_TURM_OM(}

Button2() /

T

(::)\.f"F{ED_TU RN_ON

YELLOW TURN_ON()

0

Button() /
YELLOW TURM OMN() &

YELLOW
<Car=

Button1() /
GREEM_TURM_OM()

rs

m

5 Time to take care of the Pedestrian crossing. We tmadd the transitions between the RED and
GREEN state. We add trigger “Button1” and ActiorpEsssion “GREEN_TURN_ON” from
RED to GREEN state, and trigger “Button2” and Aotiexpression “RED_TURN_ON" from
GREEN to RED state On both of these transitioesdbnstraint “Pedestrian” is applled

Project Browser

o SystemSBS - (System View)

= % “ProjectSBS : 1 Systemis)

===

5 68 System3BS = =

E-@ “TopLevelStateMachine SBS & Region @ Sy<temsBS. TopLevelStateMachineSBS.Regionl - (State machine diagram)

B ggggé (Mo comments) J

MELLOAL L=
@ tdit Transition =
2 J RED_TURN_ON()
Constraint: ]PEdEstrian I.J
lCondmom‘Action OX I+ 4 J ‘:Eme »_l RED
{2 Trigger ] = = = 0 A
2 Bution20 |Bemert: Derx ! Button2()/ Button() /
-[F] Guard Expression | [=-{#] Action Function RED TURM_ON() YELLOW TURN ON({) & <Padestrian>
[3¥] Positive State Canditon 1= ; ;3; GREEN_TURN_ONQ) : V5_VOID B - L J Button1() /
B Megative State Condition i--g# RED_TURN_ON() : ¥5_VOID
7] Lg% YELLOW_TURN_ONQ : V5_VOIC YEE:?:W ] O
|| Action Expression -
[y
;] Button1() /
Button2() /
YELLOW_TURN_ON() GREEN BURN ON()
o i »
| GREEN o
Alias: |
Comments: ‘
oK Cancel || [ = =
T - I
maT
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6 The complete design will now look like this:

eSystemSBS.TopLeveIStateMachineSBS.Regionl-(State machine diagram) = ===
O\I‘RED_TURN_ON(} E
RED
f
Butt0n2(}f BUttUﬂ1(}J’
RED_TURN_ON{) YELLOW TURN ONO) 4 <Pedestrian>
<Pedestrian> ¥ Buttan() /
Buttan2() / YELLOW GREEN_TURN_ON()
RED_TURN_OMN() <Car=
4 Butten1() /
Button2() / utton
YELLOW_TURN_ON() i CHEENRITRNION)
GREEN
F m 3
22

vS-StepByStep-03



GIAR
SYSTEMS

Save the project and open up Validator. You can dowose which one of the two variants that

you want to validate.
(@ projectses Projectsas] - visualSTATE Validator (= B [t

| Fle Edit Wiew Debug Reallink Al Window Help
e . = | | e | 7 T
|0 | H@ | S |BED (M| & BB« D= 1—;4[-;,:@¢::-|4|
i =1 EE]
o
' | |«<Complete model>> n\
= < <Complete model>> = ——————
i = = = System Satu -
) Sl | © Acons Elel| s :
Pedestrian - - | + &
1l e ocaton A'E_xplan.atlon I Action | System
s
> W% SystemSES
A Buttonl()  SystemSBS
A Button2()  SystemSBS
® Variables o |[&] =
MName I Value | Type I Domain | Lo
¥ GREEN T... - Sy
¥ RED_TUR., - S
P YELLOW .. - Sy
@ sistems == =]
3 Topls hineSBS (Sy BS)
E| Regionl
- RED <[ T | +
-0 YELLOW
g GREEN @ signal Queues =@ =
Loy <Initial> ”
= % Signal Queues
LB SystemSBS (Empty)
‘alidatar Targetl
T (Opening the workspace T\ AR wsSBS\Project SBS vws' at 15:06:29 T Element | Lacation | walidator | Target |
(Calculating project signature....
|Success
= o=
= =
a E\Ganer&l Reallink  Trace » Aftia]] 4 | | o] g
Ready |RealLink Status: No Connection A
4
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8 The parts that are not active will be crossed atifrothe Graphical animation window.
L

© ProjectSES [ProjectsEs] - visualSTATE Validator L=lel s TL
@ ProjectSES - visualSTATE Designer (Simulation) [=l=] % ]
| Fle Edit View Debug Realink At Window Help
g\EEm\EH%\‘KR’H \F\EJ”’\ B | Fle Edit Wiew Took Window Help
2 = 3[R B[ r e [BE][E% 20828 -
_,HJ; IM\@\%DJEIHQQ\@@&IIW%j‘
| N x| Frect Bowee e
car | j} -8 ProjsctSBS : 1 System(s)
™ 3 E-65 SystemSBS
o (=[5 [ @ Adions @@ B ToplevelStateMach
Name |ociion [ Explanation | ‘Action [ System S fooent
> 7 SERESET  Global ¥ YELLOW TU,. SystemSBS O YELow
> AButtonlQ  Systemses S GREEN
> AButton2)  Systemsgs O dotial>
1 Button2() / Button1() / \
RED. TURN_ON() YELLOW TURN ON()
@ Varisbles =
Name [value Type [ Domain
P GREENT.. - p
FPREDTUR.. - N Button1() /
Button2() /
YELLOW,
@ 5ystems === % = YELLOW_TURN_ON) GREEN: TURN O}
R TopLevelStateMachineS BS (SystemSBS)
-3 Regiont ] =
O RED
-0 VELLOW =
O GREEN Qe =ik
-0 <nitl> 5% Signal Queves
85 SystemsBS (Empty)
“ i
 [Bpening the workspace CUAR\WsSBS\Project 58S vws'a 15.1310 % [Etement Location Validator I
(Caleulating roject sgnature.
Success
« m v
i' & Sysemtien [[] Fieview ]|
B 5 Ready Simulation: idle 100% AE
118 [TT57\ cererat { Reaitine rase Tl « | il = =

@ ProjectsES [ProjectSBS] - visualSTATE Validator [=/@] x \l
e T . S— 1d check the webinar calendar or view the recordings.
Sl S\%Em\ﬂ]}“@.\"u"ﬁ\v«b»ﬂl n OH@\!’:H’%’E\H};@ZQ\“ © ProjectSBS - visualSTATE Designer (Simulation) [=[@] = |
[ Az | Fie Edt Vew Tooks Window Heb
[Pedestran 7 |aprma|aalaax[ns 5|
N@— N Project Browser e
= |[&]s ctions =& SystemSBS:
= o q |5 FroieciSBS - 1 Systemis)
Name [ Location | Explanation | Action [ System 568 SyemSES
> 7 SERESET)  Global P GREENTUR... SystemsBS 5 55 TopLevelsiteMach
ZBatton1)  System38S T Regon
> 7 Button2(  SystemSBS g :Efmw / RED_TURN_ON()
© GReen
O dnna>
@ varisbles ENECE]
Name [ value Type [ Domain <Pedestrian>
P GREENT.. - <Pedestrian> Button1( /
PREDTR,, - Button2()/ REEN_TURN_ON()
PVeLlow.. - RED_TURN_ON()
@ systems S @ =]
[ TopLevelStateMachineSBS (SystemSBS)
RO b Q r———
R
O GREEN
O <ritial> © Signal Queues ==
=% Signal Queues
5 System38S Empty)
g "
' [Opering the workspace TAARWSSBS\ProiectSBS vws f 151522 % [Etement Lacation | Validator [ Targ||
(Cleaing poectsgnaure
Sacosss
= 5 ‘ i v
5 <[>T\ General { Reallink J Trace J, Alia]l < | o [[2 & Systembiew [[] FileView |
[Ready [Rel[Ready [Smulation:idle [100% 4
I

When generating code for the different variants gpecify in the Navigator toolbar which

variant you want the code generated for.

o WorkspaceSBS.vnw - visualSTATE Mavigator - [VSCoder.cre - HTML Viewer]

”a File Edit View Project Tools Window Help

[= @] = |

oW =P @ORH %% K|

|l = | x|

Workspace Browser =

|” Address |ﬁ\e:;‘HC:\LAR\VESBS\coder\VSCoder.cre

/\
jc—-rﬁem_“ar -vD
~ —

[=-k| WorkspaceSBS : 1 Project(:

E WVisualSTATE Coder Result File
E-% ProjectSBS - 1 Systi
35 SystemsBS

/
*
*
-
P V.
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Generated by visualSTATE 8.1.1.3026
visualSTATE Project File: <C:\IAR\vsSBSYProjectS5BS5.vsp>
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Disclaimer

Information given in this document is intended deelp for the user. IAR Systems shall not be
held liable for any losses or problems arising fresing the information given in this documeni.

Trademarks etc.

IAR Systems, IAR Embedded Workbench, C-SPY, visTAEE, IAR KickStart Kit, IAR and the IAR Systems
logotype are trademarks or registered trademarkedwy IAR Systems AB. J-Link is a trademark liceshto IAR
Systems AB.

All other trademarks or registered trademarks noeet in this document are the properties of thesipective
owners.
© Copyright 2017 IAR Systems AB.

Part number: vS-StepByStep-3
Third edition: February 2017
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