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F²MC-16LX/FX, EasyCODE Integration into Softune Workbench v3 

  

This application note describes the integration and usage of the third-party software EasyCODE with Cypress   

F²MC-16 Family SOFTUNE Workbench. The EasyCODE software can be used in Softune as an editor and 

debugger. You can use existing Projects and templates in combination with Softune and EasyCODE. 
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1 Introduction 

This application note describes the integration and usage of the third-party software EasyCODE with Cypress 
F²MC-16 Family Softune Workbench. 

The EasyCODE software can be used in Softune as an editor and debugger. You can use existing Projects and 
templates in combination with Softune and EasyCODE. 

1.1 Prerequisites 

You will need the following software components to complete the installation and configuration process: 

 Please asks your distributor for the latest Microcontroller DVD 

 EasyCODE software 

  EasyCODE communication module update 

 EasyCODE Website 

(Downloads->Integrations->Softune) 

1.2 EasyCODE 

EasyCODE is a way to program software projects with the help of graphical symbols. The goal of EasyCODE is to 
have a better overview about complex software projects. The structured view of small functions and even big 
programs should help you getting to the point. 

The EasyCODE software uses the widespread structogram technique from the system development. The 
structogram is a graphical way of planning programs and functions. The code blocks are represented by adequate 
drawn blocks.S 

http://www.easycode-software.com/home.html
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Sample code snippet in EasyCODE and in a normal editor: 

  

 
As you can see the function “main” is one big block that contains the sub-blocks. There is one directive Block 
containing the function calls for the Interrupts und Port I/Os. The while-loop is the next big block. It’s “L”-shape 
encloses the code which will be executed, while the loop is running. Inside the while-loop is a for-loop that also has 
an L-shape and also encloses the looped code. The directive-block containing “PDR0++” will not be looped by the 
for-loop, because it is outside of the L-shape, but it will be looped by the while-loop. 

The same code snippet in a normal editor: 

 
The coding process is a bit different in EasyCODE then in a normal environment. First you drag and drop the needed 
code block. Then you customize the block e.g. if-condition and so on. You can nest blocks by dropping them into a 
previously placed block, building the structogram of your application. EasyCODE will save the file as a plain c-file 
which then can be compiled. 

You can open and edit existing source files that you created earlier without EasyCODE. There are no conversions or 
additional information’s needed to start with these source files in EasyCODE.  

But be informed that once edited and saved with EasyCODE your file formatting will not be the same as before. 

  

void main(void) 
{ 

InitIrqLevels(); 
__set_il(7);  /* allow all levels */ 
__EI();   /* globally enable interrupts */ 

 
DDR0 = 0xFF;  /* set parallel port direction register : output */ 
PDR0 = 0xFF;  /* switch off all leds */ 
while(1)  
{ 

for(cnt = 0; cnt < 90000; cnt++);  /* wait */ 
PDR0++;    /* counter... */ 

} 
} 
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2 Installation 

2.1 Softune installation 

Before you can use EasyCODE with Softune you will have to install Softune in a proper way. Start the Setup-Routine 
and proceed to the component selection. Now you have the opportunity to choose the needed software packages. 
For the integration process you will have to select the “Communication module for EasyCODE”. 

 

Proceed with the installation and make sure everything works fine. If you don’t have already installed EasyCODE you 
will have to do this now. 

2.2 EasyCODE installation 

Refer to the EasyCODE manual for additional information on installing the software. For the integration into Softune 
you don’t need a special EasyCODE installation. A standard setup will work fine. 

Next step is the installation of a “Communication module update” which is provided by EasyCODE. You can 
download it from their website: http://www.easycode-software.com/home.html 

Look for a file called “d_int_softune.zip“, under Downloads->Integrations->Softune. Or use this direct link to the file: 
ftp://ftp.bkr.de/EasyCODE/integration/d_int_softune.zip 

Unzip the contents and execute the setup routine. Install the update into your Softune root folder. This is e.g. 
“C:\Softune\”. 

After a successful installation you must have a file called “Easy-cpp.ini” in your Softune root folder, 
“C:\Softune\bin\Easy-cpp.ini”. 

  

http://www.easycode-software.com/home.html
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2.3 Softune configuration 

Start your fresh installed Softune Workbench. You now will have to set up the EasyCODE software as an additional 
tool and as the standard editor. 

Select Setup->Tool and create a new entry, in the tool List, called EasyCODE. To do so fill out the fields like in the 
screenshot.  

Give the tool-profile a recognizable name e.g. EasyCODE. The “Execute Filename” should be the fully qualified path 
to your EasyCODE editor executable, e.g. “C:\Program Files\ EasyCODE\EasyCODE.exe”. The “Option” field holds 
the commands which are passed to the EasyCODE editor, “%D %f” is the correct setting for this. The “Executing 
Directory” is the directory where the Executable editor file is located. This should be the same directory like above, 
but without the filename added. You can simply use the Browse-button to locate the executable and the path. 

Press the “Set”-Button to add and save the Settings you made. 

 

Leave this dialog and continue with the setup of the editor options. 

The next step is the integration of the EasyCODE editor into Softune; this procedure will set the EasyCODE software 
as the standard editor. 

Select Setup->Editor and create a new Editor List entry. Fill out the dialog-fields like shown in the screenshot below. 

1 

2 

3 
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Start with the title, give it a recognizable name like EasyCODE. For the “Executable Filename”, the easiest way is to 
press the Browse-button and browse for the EasyCODE executable in your EasyCODE installation directory, e.g. 
“C:\Program Files\EasyCODE\EasyCODE.exe”. The “Option”-field takes a “%f” which will pass the actual filename to 
the editor. The “Executing Directory” is the directory where the EasyCODE Editor is located. Use the Browse-button 
to get the location. This should be the same directory like above, but without the filename of the EasyCODE directory. 

 
After you made the correct changes you will have to hit the “Set”-Button first, to insert the EasyCODE-Editor 
configuration to the List. After you have clicked the set-button you should be able to select the EasyCODE entry from 
the drop-down to make it your default editor. Quit the dialog to save your changes. 

 

1 

2 
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Last step to enable EasyCODE in the Softune Workbench is to configure the EasyCODE plug-in. Select “Project-
>EasyCODE->option” and add the path to your EasyCODE editor. Press the Browse-button and search for the 
EasyCODE editor executable in the EasyCODE installation dir, e.g. “C:\Program Files\EasyCODE\EasyCODE.exe” 

 
 

The Command-line-options should be filled out correctly by the Workbench. If not double-check the installation of the 
“Communication module for EasyCODE”. 

2.4 EasyCODE configuration 

Before you can use EasyCODE to debug your code you will have to add some configuration entries to the 
EasyCODE configuration. 

Start the “EasyCODE Configuration”-tool, and double click on the “CPP” Entry. Now select Import->Import ini file and 
choose the “Easy-cpp.ini” from your Softune binary folder e.g. “C:\Softune\bin\Easy-cpp.ini”. 

After successfully importing the additional configuration options, press the Save-button and exit the EasyCODE 
configuration. 

Next start the EasyCODE editor once to commit the configuration changes. A popup should show up and inform you 
about the changes you made. 

If you want to use EasyCODE to debug your code you will have to select this in the EasyCODE editor configuration. 
Go to Options->Settings->Debug/DTC and select the “EasyCODE Debug Interface”. 

 
 

Exit the EasyCODE editor. Now you are ready to start working with, your EasyCODE enabled, Softune Workbench. 
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3 Using Softune with EasyCODE 

There are two ways you can use your EasyCODE software out of Softune.  

1. As a simple editor for source files 

2. As a debugging interface 

3.1 Editor mode 

If you followed the application note correctly you have already set up EasyCODE as your default editor. You can now 
open your existing project or template file in the Softune Workbench. Every time you open or double-click a source 
file it will open EasyCODE and display the file. 

You can edit and save the file in EasyCODE. If you want build your project you have to switch back to Softune. 

3.2 Debug mode 

Open the Softune Workbench and open your project. Now start the debug mode of the workbench by selecting one of 
the existing debug-profiles. 

Make sure all EasyCODE windows have been closed before to prevent errors. After that start the EasyCODE editor 
via Project->EasyCODE->Start, in the Softune Workbench. 

 

A new EasyCODE window will open and a message in the output window of the EasyCODE editor should confirm the 
debug mode. 

Now open a source code file in the Softune Workbench, the EasyCODE editor should popup. As you can see a new 
menu has been created called “Add In”. This menu enables you to navigate the Softune simulator out of the 
EasyCODE Software. 

Be informed that a breakpoint which is set in the Softune Workbench will not be shown in the EasyCODE editor. 
However the Debugger will stop at it.  

For more detailed information about EasyCODE refer to the EasyCODE documentation or the manufacturer’s 
website.  

4 Information on the WWW 

Information about Cypress Products can be found on the following Internet pages: 
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Microcontrollers (8-, 16- and 32bit), Graphics Controllers 
Datasheets and Hardware Manuals, Support Tools (Hard- and Software) 

http://www.cypress.com/cypress-microcontrollers 

  

http://www.cypress.com/cypress-microcontrollers
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Worldwide Sales and Design Support 

Cypress maintains a worldwide network of offices, solution centers, manufacturer’s representatives, and distributors. To find 
the office closest to you, visit us at Cypress Locations. 

 

Products 

ARM
®
 Cortex

®
 Microcontrollers cypress.com/arm 

Automotive cypress.com/automotive 

Clocks & Buffers cypress.com/clocks 

Interface cypress.com/interface 

Internet of Things cypress.com/iot 

Memory  cypress.com/memory 

Microcontrollers cypress.com/mcu 

PSoC cypress.com/psoc 

Power Management ICs cypress.com/pmic 

Touch Sensing cypress.com/touch 

USB Controllers cypress.com/usb 

Wireless Connectivity cypress.com/wireless 

 

PSoC® Solutions 

PSoC 1 | PSoC 3 | PSoC 4 | PSoC 5LP | PSoC 6 

Cypress Developer Community 

Forums | WICED IOT Forums | Projects | Videos | Blogs | 
Training | Components 

Technical Support 

cypress.com/support

All other trademarks or registered trademarks referenced herein are the property of their respective owners. 
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