Connecting the VGA connector on the
Propeller BOE
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You've got your fancy new Propeller Board of Education and you want to start playing with VGA
graphics.
You plug your monitor in, load up some example spin code, hit F10 and.......... Nothing ®

Even though there is a VGA header on the board, it’s not connected by default. This might seem like
a stupid idea. Why have the port but leave it disconnected????

It’s actually a very clever idea.

Let’s say your latest project doesn’t need VGA but it does need lots of spare I/O pins.

If the VGA connector was connected to the prop, you’d have lost 8 pins before you started.

Having the connector on the board, gives people the option to use it if they want to..... which is
exactly what we’re going to do.

It's very easy to connect the port, you just need to use the little jumper wires that came with the
board. If you’ve misplaced your wires (like | have) you can use any solid core jumper wires (like |
have).

First of all, have a look at the board itself. You’ll notice that there is a row of headers down the left
hand side of the breadboard (1). These are labelled PO to P15 and these are the I/O pins from the
propeller chip.
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Just to the left of those headers are another group of headers (2). The pins we’re interested in are
on the left hand strip, labelled VGA going from the top pin labelled R1 down to the pin labelled V

(3). We can ignore the 2 pins below V, they’re for something else (An Xbee module which we don’t
need for this purpose).
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We are going to place our jumper wires into the headers
on both the VGA header strip and the 1/O pin header
strip.

You can choose any of the propeller I/0 pins but for
neatness, I've chosen to use pins P8 to P15.




I’'m going to work downwards just to make life easier so I'll be starting at P15 and ending at P8. Don’t
confuse this as our starting pin when it comes to spin code. I'll explain more about this later.

Then insert a jumper wire into the
next pins down. Keep doing this until
you get to pin P8.

All done. Your board should now look
something like this.

Double check your wiring, make sure
that all the jumpers are in firmly and
that none of the wires have been
crossed over.

Now we have all our jumper wires in place, it’s time to add a monitor and link the board to our PC
ready to get some spin code running.

The example code I've chosen to run can be found here on the Propeller Object Exchange.
First, Download and extract the object to a folder on your computer.
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http://obex.parallax.com/objects/70/

|_ v VGA_Text Demo_-_Archive Date 2008.02.27_ Time 15.09 - || Search VGA_Text Demo - Archive D.. 0O

= Libraries
Documents
Jl Music
|| Pictures
B Videos

) 4 items

The double click the file called “VGA_Text_Demo.spin”
This will load the file into the Propeller Tool.

Once the file has loaded, we need to make a slight change to the code.

Organize - Include in library = Share with = Burn Mew folder = =~ @
-
S Favarites = MName Date modified Type Size
BE Desktop | _README_ bt 27/02/2008 14:09 Text Documnent 1KE
& Downloads al YGA.spin 21/02/2008 13:53 Propeller Source C... 49 KB
5 Recent Places al VGA_Text.spin 27/02/2008 14:08 Propeller Source C... 18 KB
@ VGA_Text_Demo.spin 27/02/2008 14:09 Propeller Source C... 6 KB

Find the line that says text.start(16) (I've highlighted it in the image) and change the number 16 to

number 8.

| Fite-Edit- Run - Help

I GvEA Ted
S ViGA
|

Fropeler Scuce [*.son] -t

| VGA_Text_Damo

ViA_Te_Deso | vBA MRer_Ted Demet |
= Full Sensce

" Condarand

" Summay Docusendsion

"+ VGA Text Demo v1.8 *
"+ HAuthor: Chip Gracey '
"= Copyright (<} 2008 Parallax, Inc

“'s See end of file for terms of use. *

CON

_clkmode = xtall =
Txinfreg = 5_009_pe0

text = “vga_text”

PUB start | 4

“start terfinm
text.start (16)
text.str (string {13,
repoat 14
teut.out( )
repeat § from $9E to SFF
toxt.out (1)
text.str otring (sC.5,"

VGA Text Dema.

Ugpe 1nternal AOM font

repEat
text.str (mtring(5A,12,58,14))
text.hex (ive, 8)

*50.2)

7.13,13,8C.5,7 08) and VAR require only 2.8KE 7,8C.1))

TERMS OF USE: MIT License

Persission is heraby

ranted, free of chargs, to any person cbtaining & copy of this scftuare and sssociated docusentation
files (the "Scftware’), to deal in the Softuara without restriction, including uithout limitation the rights to use. copu.
sodify, merge, publish, distribute, sublicense, and/or sell copies of the Softuare, and to permit percons to uhom the Softuare
is furnished to do so, subject to the following conditions:

The above copyright notice and this peraission notice shall be included in all copies or substantial portions of the Software.

THE SOFTHARE IS PROVIDED “AS IS”, WITHOUT WARAANTY OF ANY KIND, EXPRESS OR IMPLIED. INCLUDING BUT NOT LIMITED TO THE
WARRANTIES OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE AND NONINFRINGEMENT. IN NO EVENT SHALL THE RUTHORS OR
COPYRIGHT HOLDERS BE LIABLE FOR ANY CLATH, DAMAGES OR OTHER LIABILITY, WHETHER IN AN RCTION OF CONTRACT. TORT OR OTHERWISE.
RRISING FROM, OUT OF OR IN CONNECTION WITH THE SOFTHRRE OR THE USE OR OTHER DEALINGS IN THE SOF THARE.

2216 | Modbed | Insest

Original Code

Continued...




PUB start | i

‘start term
text.start (16)
text.str (string (13, WGA Text Demo... ,13,13,sC.5,” DBJ and VAR reguire only 2.BKB “,sC,1))
repeat 14
text.out(” )
repeat i from SBE to SFF
text.out (i)
text.str (string (SC,6, Uses internal ROM font “,sC,2))
repeat
text.str (string (SA,12,358,14))
text.hex (i++, 8)

{

Modified Code
PUB start | i

‘start term
text.start (8)
text.str (string (13, VGA Text Demo...  ,13,13,sC,5," 0BJ and YAR require only 2.6KB ",sC,1}))
repeat 14
text.out (" )
repeat i from S@E to SFF
text.out(i)
text.str (string (SC,6," ses internal ROM font “,sC,2))
repeat
text.str (string(sA,12,5B8,14))
text.hex (i++, 8)

{{

I'll explain why we’ve made this change.....

The original code was written with a different propeller board in mind. On that particular board, the
first pin used for VGA was P16.

We've wired our board up to use pins P8 to P15. The spin code doesn’t need to know about any of
the pins other than the first pin we’ve used for the VGA connector. The propeller then knows that
the other pins must follow P8.

It’s worth noting at this point that you can’t just choose any pins to start from. You must pick a pin
group boundary, i.e PO, P8, P16, P24 etc. You can’t use P4 as the start pin and all the wires must be

consecutive too. You can’t choose PO then P3 then P4 etc.

Once you’ve made the change to the code, hit F10 and watch the end result of your work ©
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VGA Text Demo...
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There you go. You’ve now wired up your VGA port, altered an object and made it work on your own
BOE.

If you have any questions or comments, please visit the Propeller. It’s full of friendly people who are
willing to answer any questions you have, no matter how trivial. http://forums.parallax.com

| can be found on the forums too and I'll be happy to answer any beginners questions. Just look for a
guy called Nurbit.

Have fun with your Prop ©

(I know it says Continued at the end of this page but this is the last page really)
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