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1. Introduction to ViSi-Genie 
 

This user guide provides an introduction to ViSi-Genie, the codeless rapid development tool for designing and 
building graphic user interface on 4D Systems screens. 
 
ViSi-Genie ƛǎ ŀ ōǊŜŀƪǘƘǊƻǳƎƘ ƛƴ ǘƘŜ ǿŀȅ п5 {ȅǎǘŜƳǎΩ ƎǊŀǇƘƛŎ ŘƛǎǇƭŀȅ ƳƻŘǳƭŜǎ ŀǊŜ ǇǊƻƎǊŀƳƳŜŘΣ ƛǘ provides an 
easy method for designing complex Graphics User Interface applications without any coding. It is an 
environment like no other, a code-less programming environment that provides the user with a rapid visual 
ŜȄǇŜǊƛŜƴŎŜΣ ŜƴŀōƭƛƴƎ ŀ ǎƛƳǇƭŜ D¦L ŀǇǇƭƛŎŀǘƛƻƴ ǘƻ ōŜ ΨŘŜǎƛƎƴŜŘΩ ŦǊƻƳ ǎŎǊŀǘŎƘ ƛƴ ƭƛǘŜǊŀƭƭȅ ǎŜŎƻƴŘǎΦ 
 
ViSi-Genie does all the background coding, no 4DGL to learn, it does it all for you.  
 
Pick and choose the relevant objects to place on the display, much like the ViSi environment, yet without 
having to write a single line of code. The full animation of the objects is done under-the-hood, such as pressing 
a button or moving the thumb of the slider. Each object has parameters which can be set, and configurable 
events to animate and drive other objects or communicate with an external host. 
 
Simply place an object on the screen, position and size it to suit, set the parameters such as colour, range, text, 
and finally select the event you wish the object to be associated with, it is that simple. Objects are classified in 
three different groups:  
 
INPUT OJECTS, as a button or a keyboard, OUTPUT OJECTS, as a gauge or a meter, and COMBINED OJECTS or 
INPUT/OUTPUT OBJECTS, as a slider which acts as both an input and an output. 
 
In seconds you can transform a blank display into a fully animated GUI with moving meters, animated press 
and release buttons, and much more. All without writing a single line of code! 
 
ViSi-Genie provides the user with a feature rich rapid development environment, second to none. 
 
This document should be used in conjunction with the ViSi-Genie Reference Manual. 
 
ViSi-Genie is included in the integrated development environment Workshop 4. To install Workshop 4, please 
refer to the document Workshop 4 Installation. 
 

ViSi-Genie is currently only available for the Picaso platform; attempting to build a ViSi-Genie program for 
Goldelox will fail. 
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2. Launch Workshop 4 
 

There is an alias for Workshop 4 on the desktop: 

 

 

 

Launch 4D Workshop by double-clicking on the icon: 
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3.  Create a New Project 
 

Workshop 4 opens and displays the Recent page: 

 

 

To create a new program, there are multiple options: 

 

¶ Click on the top left-most icon New 
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¶ Click on the icon close to Create a New Project on top or, if the settings have been already defined, 

click on the icon close to Create a New Project on bottom: 

  

 

All those options update the main window with the selection of the screen: 

 

 

Select the screen, here the ʈLCD-32PT: 
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The selected screen is displayed: 

 

 

Orientation is portrait by default. 

To set it to landscape, just click on the image of the screen to rotate it: 

 

 

Press Next to proceed: 
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4.  Select ViSi-Genie 
 

The main window now asks for the kind of project: 

 

 

To select ViSi Genie, just click on the blue arrow: 
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The development environment is now displayed: 

 

 

Workshop 4 displays an empty screen, called Form0.  

¶ A project consists of one or more forms.  

¶ A form is like a page on the screen.  

¶ The form includes objects, like sliders, displays or keyboards. 

 

You are ready to start. 
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5.  The Main Screen 
 

The main screen appears: 

 

 

[ŜǘΩǎ ŘŜǘŀƛƭ ǘƘŜ ŘƛŦŦŜǊŜƴǘ ŀǊŜŀǎΦ 

There are six different areas, from left to right, for top to bottom: 

 

1. Menus; 
2. Ribbon with icons; 
3. List of open projects; 
4. Form and WYSIWYG screen where to place the objects; 
5. Object inspector, where properties and events are defined; 
6. Messages about errors, warnings and notices. 
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 Area 1: Menus 5.1.
 

The menus include standard Windows options. Each menu displays a specific ribbon. 

The debugger called Genie Test Executor is located under the Tool menu. 

 
 

 Area 2: Ribbon with Icons 5.2.
 

For the Home menu, the ribbon includes the file related buttons and the objects grouped in panes: 

 

The icons related to the files include New project, Open project, Save project, Save as project, Print project, 

and Build project. 

The objects are grouped in seven panes, with input objects, output objects and composite objects. 

Just click on an object to select it. 

The Build button builds the project and uploads it to the screen. 

 

 Area 3: List of Open Projects 5.3.
 
On top of the What-You-See-Is-What-You-Get (WYSIWYG) screen, the open projects are displayed:  

 

Click on the tab to open it or on the cross to close it. 

 Area 4: Form and WYSIWYG Screen 5.4.
 

The form represents a WYSIWYG screen. 

  

The active form is displayed there, with its objects. Objects are picked from the panes and can be resized and 

moved.  
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Click on an object to select it. 

 Area 5: Object Inspector 5.5.
 

The object inspector provides all the information on the selected object:  

¶ properties, as size and position;  

¶ and events, where actions are defined. 

 
 

 Area 6: Message Window 5.6.
 

The message window displays errors, warnings and notices after the project is built.  

 

Before starting using the Workshop 4, we need to connect the screen and prepare a micro-SD card. 

 

For more information about connecting the screen, please refer to the Workshop 4 User Guide. 

 

The micro-SD card shall be FAT16-formatted. Partition can't exceed 2 GB. 

 

For more information about formatting the micro-SD card, please check the details on chapter Format the 
Micro-SD Card described in the document Workshop 4 Installation. 
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6. A First ViSi-Genie Project 
 

Workshop 4 display an empty screen, called Form0.  

A form is like a page on the screen.  

The form includes objects, like sliders, displays or keyboards. 

A project consists of one or more forms.  

 

The form is empty. 

We are going to build a form with two objets: a track bar that updates a meter. 

 

 Adding Objects 6.1.
 

The track-bar is an input object and the meter is an output object. 

Select the Inputs pane... 

 

ΧǘƘŜƴ ǘƘŜ Track-bar ƻōƧŜŎǘΧ 
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...and then click on the desired location on the form to place it: 

 

 

Now, the same applies for the meter. 

Select the Gauges pane... 

 

 

ΧǘƘŜƴ ǘƘŜ Meter ƻōƧŜŎǘΧ 

 

...and place it on the form. 




















































































