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1 Starting the Programme and Switching the Operation Modes 

1.1       Starting the Program in the Architect Mode 
  

Start the AsixEvo.exe program without any parameters. In the opened window of the architect mode, 
open the relevant application or create a new one using the commands from the File  menu. 

Alternatively, enter the name of the application definitional directory in the start up command of the 
Asix.Evo.exe program.  
  
  

1.2       Starting the Application in the Run Mode  
  

Run the AsixEvo.exe application transferring the name of the application definitional directory and 
the /run switch in the parameters, e.g. 

 AsixEvo / run c: \ asixapp \ EC 

It is recommended to create a shortcut to the application using the shortcut wizard. The Shortcuts 
Builder command in the Tools menu of the architect mode window runs the wizard. 

   
  

1.3       Switching from the Run Mode to Edit Mode 
  

Open the control panel window using the key combination Ctrl-Shift-F1. 

 

Fig. The Control Panel Window - the Work Mode Button Contextual Commands. 

  

Select a new operation mode with the Work Mode  button contextual commands. 
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The Diagrams Edit Mode and the Windows Edit Mode commands switch the currently open diagrams 
or windows to the simplified edit mode. Other changes in the application will not be possible. The 
return to the executive mode will occur at the moment when the editing toolbox window is closed. 

The Architect mode command forces movement to the AsixEvo.exe standard window with full editing 
possibilities. The return to the executive mode will occur at the moment when the Run application 
 command in the main menu of the architect mode window is executed. 

The opening functions for the control panel and the operation mode switching can be integrated into 
the application diagrams by the use of the SwitchWorkMode and ShowControlPanel operator actions. 

    

1.4       Editing Large Windows and Diagrams 
  

For two-monitor application it can be decided to undock the work panels of Properties Window and 
Application Explorer type with the use of the mouse, and to move them to the other monitor. This 
makes free space on the primary monitor. 

An alternative method is to use the Full screen mode command from the main menu. All unnecessary 
elements will be hidden - only an editable window or diagram and simplified panel of universal 
toolbox remain. If the panel covers the screen area of interest, it is enough to press and hold the shift 
- key when the cursor is over that area and the toolbox window will move automatically. 

The standard edit mode will be restored at the moment when the toolbox is closed. 

    

1.5       Operation Test of Diagrams in the Edit Mode 
  

The first diagram operation test is carried out when the diagram is edited. The appearance of the 
objects reflects the current state of the process variables. If the configuration of channels, archives 
and data source parameters has been completed, the actual data will be loaded. The Variable 
Preview panel may also be used to verify or simulate the variable values.  

It is impossible to check everything in the edition mode. Motion animations as well as handling the 
object visibility property are not performed. The interactive functions of objects are not available 
either. Switching to the complete functional test is done by executing the Preview command of the 

context menu or by using the  toolbar button. 

The Variable Preview panel is also available in the diagram test mode. Open the control panel (Ctrl-
Shift-F1) and open the preview panel using the button contextual command called Tools. 

The edit mode will be restored upon the diagram closing or using the Return to Architect button of 

the control panel.  
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1.6       Operation Test of the Application in the Edit Mode 
  

Execute the Run application command in the main menu of the architect mode window of 
AsixEvo.exe. The application start-up windows with loaded default diagrams will be opened. It will be 
possible to test the operation of diagrams, including the switching function for the diagrams inside 
the window panels. 

Alternatively, an edit window may be opened and the Run command from the context menu may be 
executed. The current window will be opened in the test mode, with the default diagrams loaded. 

The architect mode will be restored at moment of closing all the test windows. 
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2 Editing Properties 

2.1       Interactive Editing 
  

Use the button  located in the properties box. The dialogue window will be opened with a set of 
tabs for selecting the property edit mode. 

 

Fig. The Dialogue Window with a Set of Tabs for Selecting the Property Edit Mode. 

  

Select the relevant option and enter a value or select it from the list of available values. 

   
   

2.2       Manual Editing  
  

Start entering a new value. Depending on the property type, the list of possible values compatible 
with the context of use and previously entered value will be displayed. Complete the editing or select 
the value from the list. 
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2.3       Using the Value Entered Previously 
  

Use the button  located in the properties box. A list of previously used values compatible with the 
type of the edited property will be displayed. Select the appropriate value. 

 
 
  

2.4       Changing of the Enumeration Type Property 
  

Double-click on the property box. The value will change sequentially. 

  

 
 
  

2.5       Entering a Reference to the Process Variable 
  

Use the button  located in the properties box. Select a variable in the process variable selection 
window. An alternative method is to start entering from the & symbol. A simple list of variable 
names compatible with the previously entered value will be displayed. Select a variable from the list. 
For the main and controlled variable property, the & symbol must be omitted - start with entering 
the name itself. 

  

    

2.6       Entering a Reference to the Variable Attribute 
  

Start with entering the @ symbol. The list of attribute names compatible with previously entered 
value will be displayed. Select the attribute name from the list. A reference to the attribute through 

the @name notation means reading out of the main variable attribute of the object.   
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2.7       Entering a Reference to a Diagram or Template Property 
  

Start with entering the % symbol. The list of parameter names compatible with previously entered 
value will be displayed. Select a parameter from the list. 

  

2.8       Entering a Reference to the Global Property 
  

Start with entering the ! symbol. The list of global property names compatible with previously 
entered value will be displayed. Select a property name from the list. 

  

   

2.9       Selecting from the Component Selection Window 
  

For some types of properties a selection from values in the item selection window is possible. This 
applies to the colour, picture name and cursor type property. For these properties an additional 
button will appear in the edit box - its appearance depends on the value type. 

 

Fig. A Component Selection Window. 
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3 Editing Windows and Diagrams 

3.1       Creating a Window or Diagram 
  

In the application explorer panel, double click on the Windows or Diagrams  node, or on the node of 
window or diagram group. 

   
    

3.2       Creating a Window or Diagram Group 
  

In the application explorer panel, use the Create Window command of the Windows or Diagrams 
 node context menu. 

  
 

3.3       Changing the Location of the Window, Diagram or Window/Diagram 
Group 

  

In the application explorer panel drag the selected component and drop it at a new location. 

    

 
 
  

3.4       Changing the name of a window, diagram or group 
  

Use the Rename command from the component context menu. Alternatively, open the item for 
edition and change the Window Name  or Diagram Name property. 

 
 

3.5       Creating a Copy of a Window or Diagram 
  

Use the Clone Window or Clone Diagram command from the component context menu. 
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3.6       Opening a Window or Diagram for Editing  
  

In the application explorer panel double click on the node of the selected window or diagram. 

 
 
  

3.7       Changing the Window Appearance 
  

Set the window properties responsible for the window appearance. 

 
 
  

3.8       Adding a Panel into a Window 
  

Open the window for editing. From the context menu of the window select the Add Panel command. 

  

  

3.9       Changing the Location of a Panel 
  

Select the panel using the mouse and drag it to a new location. Alternatively, select the panel and 
change the X  and Y coordinates. 

 
  

3.10  Sticking a Panel to the Selected Edge of a Window 
  

Select a panel and change the Dock Style  property. 

   
  

3.11  Changing the Size of a Panel 
  

Select the panel with a mouse and drag one of the square markers on the selection frame. 
Alternatively, select the panel and change the Width and Height properties.  
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3.12  Adding a Menu to a Window 
  

Enter the name of the previously created menu to the Menu  property of the window. 

   

  

3.13  Creating a New Object 
  

In the Tools panel in the Objects, Favourites  or Last Used sections locate the correct type of object. 
Then drag the object to the appropriate location on the screen. A new object of standard size will be 
created. Then change the size of the object. Alternatively, click on the object name in the toolbox and 
using the mouse select an area on the diagram in which the object is to be created. 

When several object of the same type are to be created, the subsequent objects can be created by 
selecting the name of the object class from the diagram context menu and then selecting the object 
area. 

 
 
  

3.14  Creating a New Vertex Object 
  

At the moment of their creation some objects (e.g. Pipe) are defined by a set of vertexes. In this case, 
instead of selecting a frame, click on all the vertex locations. The sequence of vertex selection is 
terminated by clicking the right mouse button. 

   
  
  

3.15  Selecting the Item for Editing  
  

Click within the component area. In the Properties  panel, the properties definitions of the selected 
component will be shown.  

If the item is invisible, it can be selected from the component list available in the Properties  panel. 
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Fig. The List of Elements Available in the Properties Panel. 

  

If several objects are located within the same screen area, then subsequent clicks select sequentially 
the particular objects. 

   
 
  

3.16  Selecting Many Objects 
  

Using the mouse mark the frame surrounding the objects which are to be selected. The selection 
should be started within the area which is not occupied by any object. When the frame is stretched 
from the left to right side, then all objects will be selected even if partially covered by the frame. 
When the frame is stretched from the right to left side, then only the objects completely covered by 
the frame will be selected. 

An alternative method of selection is to click the following objects to be selected while holding down 
the Ctrl key. 

   
 
  

3.17  Selecting all Objects of the Same Type 
  

Choose one of the objects, and then execute the  Select all the same type command from the context 

menu or use the toolbar  button.  
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3.18  Selecting all Objects 
  

Execute the Select all  command from the context menu or use the toolbar  button (shortcut Ctrl-
A). 

 

  

3.19  Grouping Objects 
  

Sometimes it is advantageous to combine objects in groups. Groups facilitate editing large diagrams. 
Groups also allow common control of the object motion animation. When an object of the group is 
selected, other objects of this group are selected automatically. 

The selected objects may be grouped with the Group  command from the Grouping context menu or  

using the toolbar  button (keyboard shortcut Ctrl-g). A group can be deleted using the Ungroup 
 command (the shortcut Ctrl-u). 

If a single object of the group is to be edited, the objects can be temporarily ungrouped using the 
Ungroup Temporarily command (shortcut Ctrl-t). The objects will be automatically re-grouped when 
the diagram is reopen. The re-grouping may be done also by selecting any object of the group and 
using the Group Again command. 

   
 
 
  

3.20  Copying Objects 
  

Select the objects to be copied and execute the Clone  command from the context menu or use the 

 button (keyboard shortcut Ctrl-d). 

The copy/paste method is an alternative way that allows to copy the objects to another diagram as 
well. Select the objects to be copied. Execute the Copy command from the context menu or use the 

toolbar  button (keyboard shortcut Ctrl-c). Select the diagram on which the objects have to be 

copied and execute the Paste command or use the  button (keyboard shortcut Ctrl-v ). If a 
keyboard shortcut is used, the exact location of objects to be pasted can be pointed by the mouse. 

Instead of the Paste  command, the Paste scaled  command  can be used. In the case of copying 

objects between diagrams of different sizes, the objects will be adequately scaled.   
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3.21  Changing the Position of Objects 
  

Select an object or objects which are to be moved. Press the left mouse button and drag the objects 
to a new location. 

The arrow keys on the keyboard can also be used. Pressing such a button will move the objects by a 
single pixel in the desired direction. If additionally the Shift  key is pressed, the object will be moved 
by 10 pixels.  

Current coordinates of the objects can be tracked in the box displayed in the status bar. 

 

Fig. Coordinates Displayed in the Status Bar. 

  

The position of an object may also be changed by direct setting of the object X and Y properties. 

   
   
  

3.22  Changing the Size of a Single Object 
  

Select the object the size of which is to be changed. Then move the mouse over one of the resizing 
markers on the selection frame. Press the left mouse button and drag the marker to a new location. 
After pressing the mouse button, resizing can also be continued by using the arrow keys, if need be, 
with additional pressing the Shift key. 

The Ctrl-arrow keys combination allows to switch the active marker of position change. 

  

The size of an object may also be changed by direct setting the Width  and Height properties of the 
object. 
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3.23  Changing the Size of an Object Group 
  

Select the object group whose size is to be changed. Then proceed as in the case of a single object.  

The difference in performance, compared to a single object, is that the size change affects directly 
only the selection frame. Objects change their size proportionally to the occupied area. 

When it comes to setting of the same width or height for several objects, then after they were 
selected the value of the Width  or Height  properties have to be changed directly.  

   
  
  

3.24  Editing the Shape of a Vertex Objects 
  

Select an object by double-click. In addition to the standard selection frame the vertex markers will 
also be displayed. Select an appropriate marker with the mouse and drag it to a new location. The 
arrow keys or shift-arrow combination may be used to move the marker. The active marker switching 
is done by ctrl-arrow keys. 

If some vertex is required to be added or removed, the Insert Vertex and Remove Vertex commands 

from the Vertices context menu or from the  button menu may be used.  

 
 
  

3.25  Transforming the Shape of Vertex Objects 
  

For vertex objects the shape transformations involving a vertex symmetrical transformation or 
rotation are available.  

The relevant command from the Vertices  /Vertices transformation context menu or Vertices 

transformation menu of the button may be used. 

   
  

3.26  Adjusting the Size of an Object to the Size of a Picture 
  

Select the object of the Picture  class and execute the Resize to picture  command or use the 
 button. The size of the object will be set in such a way so that the displayed picture is not subject to 
scaling or cropping.  
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3.27  Adjusting the Size of an Object to the Size of a Diagram 
  

Select the object and execute the Adjust to diagram command from the Align to  context menu or 

use the  button. The object will cover the entire diagram area. 

   
   
  

3.28  Undoing of Changes in the Location and Size of Objects and Restoring 
Deleted Objects  

  

The diagram editor stores a multilevel history of the size and position changes for the objects and 
deleted objects. The previous version of the diagram is returned by repeatedly execution of the Undo 

 command  from the contest menu or by using the toolbar  button (keyboard shurtcut Ctrl-z). 

  

3.29  Temporary Hiding the Objects in the Edit Mode 
  

In the case of diagrams with a large number of objects, particularly those overlayed, temporary 
hiding some of the objects may be helpful. 

Select the objects to be hidden. Execute the Selected Objects command from the Hide context menu 

or use the  button.  

Alternatively, select the object to be brought to the front and execute the command Covering 

Objects from the Hide  context menu or use the  button. All objects the position of which 
overlap in any way with the selected object will be hidden. 

To show all of the objects again, use the Unhide All  command from the context menu or click on the 

 button. 

 
 
  

3.30  Locking the Changes of the Object Size and Position 
  

It is possible to prevent against an accidental change of the size or position of the objects when 
editing a diagram. To do this, select the objects and execute the relevant command from the Lock 

context menu or use the  button. 
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To remove the locks, select objects and execute the Unlock command from context menu or use the 

 button. 

  

3.31  Determining the Sequence of the Object Overlaying 
  

The way the mutual overlaying of the objects located within the same area of a diagram is controlled 
by the value of the Layer  property. The objects with a higher number of the layer are displayed on 
the top of other objects. By explicit setting the Layer  property it is possible to control the object 
overlaying. The overlaying method may also be set interactively. 

Select an object or objects and execute one of the commands form the Order context menu or use 

the  button. The overlaying method changes, and the Layer  property of the selected objects will 
change simultaneously. The following keyboard shortcuts can also be used: ctrl-home  brings the 
object to the top, and the crtl-end put the object below all the others.  

 

  

3.32  Aligning the Position of Objects 
  

Select the objects and execute a relevant command form the Align to context menu or use the 
 button. One of the Alt-arrow shortcuts may also be used. Depending on the command or shortcut 
used, the relevant edge of the selected objects will be aligned.  

 
 
  

3.33  Moving the Objects Closer to Each Other 
  

If there is a need to arrange the objects so they adjoin each other, select the objects and a relevant 

command from the Move to  context menu or use the  button. Depending on the command or 
shortcut used, the object at the edge remains unchanged, while the others will be positioned to 
adjoin each other in a corresponding axis. 
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3.34  Justifying the Objects 
  

Sometimes it is necessary to evenly arrange the objects on a diagram. To do this, select the objects 
(at least 3) and execute the Horizontal  or Vertical  command from the Justify  context menu, or use 

the  button. 

The objects located at margins of the diagram will remain unchanged, while the others will be 

arranged in such a way so that the distances between their left (top) edges will be equal.  

  
  

3.35  Overlaying the Objects  
  

Select the objects which are to be put centrally one over the other. Depending on the required 
method of centring the objects, execute the relevant command from the Center context menu or 

from the menu of the  button. 

   
 
  

3.36  Creating a Template from the Diagram Objects 
  

Select the diagram objects, from which the template should be created. Execute the Create template 

command from the Grouping context menu or from the menu of the  button (keyboard 
shortcut Ctrl-p). In the open diagram edit panel change the Diagram Name property, and then 
execute the save operation (shortcut Ctrl-S). 

   
 
  

3.37  Embedding a Template Inside a Diagram 
  

In the Tools panel in the Templates, Favourites  or Last Used sections locate the correct name of the 
template. Then drag the template to the appropriate location on the screen. The template will be 
embedded inside a diagram, and its size will be consistent with the original size. Alternatively, click 
on the object name in the toolbox and with the mouse select the diagram area in which the object is 
to be embedded. The template size and its objects will be scaled accordingly. 
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The original size of the template can be set using the Original template size  command from the 

context menu or by using the toolbar  button. 

For parametrised templates, after its embedment, the embedment parameters should be specified in 
the panel. 

   
  
  

3.38  Disconnecting the Embedded Template from the Source 
  

Select the embedded diagram and execute the Ungroup temporarily command from the Grouping 

 context menu or from the menu of the  button. 

Once disconnected, all the constituent objects of the template will be available for normal editing. 
Subsequent changes to the template definition will not apply to the disconnected objects. 

  

 

 
  

3.39   Group Modification of the Used Variables 
  

In case of individual objects, a simple method for changing the names of the used variables is direct 
modification of the relevant properties of the object. If the change involves replacing the main 
variable name by the same name for many objects, select all the objects in which the change is to be 
made and enter a new name in the Main Variable property box. 

In a general case, the global replacement function may be used. Select the objects in which the 
change is to be made (in particular, use Ctrl-a shortcut to select all objects) and execute the Group 

replacement of variables command from the context menu or use the  button. 
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Fig. "The Group Replacement of Variables" Window. 

  

All the originally used variables are listed in the left column while the new names are listed in the 
right column of the displayed dialogue window.  

The window lists all variables used in the properties defining the variable name directly (e.g. Main 
Variable) and the variables used in the & short notation. 

   
   
  

3.40  Preview of the Properties and Simulation of the Values 
  

Preview of the current variables values or their simulation and manual setting may be helpful when 
editing a diagram. All these functions are performed by the Variable Preview panel which is opened 
by the Preview Variable command from the View menu. Variables can be added to the preview panel 
using the buttons located inside the panel.  

In case of viewing the variables used in the specific objects the function for automatic adding of the 
variables may be used. Select the objects the variables of which are to be shown in the preview panel 
(in particular, use Ctrl-a shortcut to select all objects) and execute the Add  variables to simulation 

command from the context menu or use the  button. 
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3.41  Adding Parameters into a Diagram or Template 
  

Click on the diagram or template area not occupied by the objects or use the  button to cancel 
the selection of objects. The diagram (template) properties will be displayed in the Properties  panel. 
Click on the Parameters row, and then on the + button. 

  

 

Fig. Adding Parameters into the Properties  Panel. 

  

The new parameter definition window will be displayed. 

  

Enter the parameter name and its default value. When the diagram is opened without specifying the 
parameters, default values are used. In particular, when the diagram is opened in the edit mode. 

With the button - in the properties panel the selected parameter can be removed. 
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A new parameter can also be created by referencing to a non-existing parameter. Enter the 
parameter name in the % short notation in any of the object property. If such a parameter does not 
exist, the user will be asked to create one. 
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