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All 

 
 

Purpose 
Provides a concise outline of how to use the UI Designer.    

 
 
 

Pre-requisites 
It is recommended to have read the BioMOBIUS™ User Manual before reading this.  

 

 
Version: 1.0 
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1 BioMOBIUSÊ UI Designer  

 

The BioMOBIUS™ UI Designer is a companion application to the EyesWeb GDE which 
facilit ates the creation of user interfaces to EyesWeb  patches . It provides a 
convenient and rapid way to build user interfaces which allow the manipulation of patch 
parameters and the display of patch outputs. 

 

The BioMOBIUS™ UI Designer takes as its input a patch (an .eywx file).  

 

The UI Designer output is a UI for the patch. The UI may include several pages („sheets‟) of 
user interface components, including:  

 

1. Input controls such as text boxes, radio buttons, sliders, etc.  

2. Outputs such as text output, progress bars, image output, etc.  

3. Static items such as explanatory text, boxes and other shapes.  

 

The core function of the BioMOBIUS™ UI Designer is the binding of the input and output pins 
of the patch to controls and displays on a user interface.  

 

The  UI  Designer Environment  

 

The UI Designer environment consists of three main parts or „panes‟ – the palette , the 
editor pane  and the configuration pane.   

 

These panes are quite simple to use, and are not covered here. For a detailed description of 
the various panes, see the UI Designer User Guide. 

2 Using the Designer  

The figure below shows an image of the designer. 
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Note that the top of the screen says “no patch imported” – this reflects the fact that no patch 
for which a UI is to be created has been selected yet.  

Connect to a Patch  

The first step to using the Design Tool is to open a patch file (.eywx). This is done using the 

„eye‟ button at the right hand end of the toolbar. Select the appropriate patch file, which 
has been created with the GDE. 
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Note : If another patch is currently being used by the UI Designer, this cannot be undone. A 
warning window pops up in this situation. 
 
Having done this, the UI Designer is now connected to a patch file on the EyesWeb UI App 
server, and can be used to create a UI for it.  
 
Note: In this example, the „addme‟ patch takes two strings as inputs and concatenates them, 
displaying the result. 
 
Note that at this stage there is no change in the UI Designer screens, but the top of the 
window shows the name of the patch to which the UI Designer is connected (addme, in the 
screenshot below). 
 

 

Configure the UI Activ ity  

There are a number of ways in which the UI Designer can be configured – these allow you to 
adjust the way in which it interacts with the patch to which it is connected.  
 
Click any empty part of the editor pane, and the configuration pane shows the UI View . This 
includes the settings for the UI as a whole. See the section on the UI view above for details.  
 
For development purposes, where the patch and the UI Designer are running on the same 
machine, the following screenshot shows appropriate settings.  
 

 

Draw the User Interface  

Having connected to the patch, the next step is to select the appropriate elements for the 
user interface to the patch. This is achieved by drawing the user interface, dragging and 
dropping components and static items from the palette and linking them to the input, output 

and parameters pins of the patch to which the UI Designer is 
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connected. 
 
Note: For the simple example shown here, there is a requirement for two text input controls, 
and for one text display, which shows the two inputs concatenated together.  
 

 
 
Select the components that are needed and drag them onto the editor pane. 
 
At this stage, all the control and input/output components you need are visible. The next step 
is to connect these components to the EyesWeb patch.  

Binding a Component to a patch Pin  

To bind a component to the corresponding pin, select the component with the selector (click 
the top left option in the palette to activate the selector). This will ensure that the 
configuration pane is now in compone nt view  – note that this includes a section called 
EyesWeb  with a single field „parameter‟.  
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Click in the parameter  field, and the UI Designer opens a window showing all the available 
input, output and parameter pins of the patch to which the UI Designer is connected.  
 
Select the pin to which you wish the UI Designer component to be bound and click „Okô.  
 
Repeat the process for each component in the UI.  
 
Having bound the components to the patch pins, save your work and then run the UI 
Designer to test it.  
 
Note : Attempts to bind an inappropriate control to a pin can lead to error messages. For 
example, an attempt to bind a slider to a text input pin yields the following error: 

 

 
 

This may also cause the BioMOBIUS™ runtime to crash, as shown below, when you close the 
running UI script by clicking on the button at top right. 
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Running the UI  

At this stage, the UI Designer has created the UI XML script file, which can now be run by the 
UI runtime engine.  
 
Note : Before starting your UI application, the EyesWeb Kernel Runtime Server must be 
running. This is required so that the patch to which your UI application is attached can be 
executed by the EyesWeb kernel. Start the Kernel Runtime Server using the option:  

 
Start->Programs->BioMOBIUSx.x->Start Kernel Runtime Server 

 
Further information on the Kernel Runtime Server is available in the UIDesigner User Guide 
and in the Support section of the BioMOBIUS website. 
 

Select „ToolsĄRun‟ or press F5 to run the UI. The UI runtime shows the UI as it will appear 
to the end user, and you can then test it as appropriate. 
 
Note:  During the development phase it is possible that you will try to run a UI that is 
already running in another window. In this situation, a warning message will appear. 
 
The following error occurs when you attempt to start the UI application and the runtime has 
failed to start: 
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To resolve, check that the EyesWeb Runtime Kernel is running and is configured to point to 
the correct patch location.  

Usability  

Once it is confirmed that the UI functions as planned, time should be invested in making the 
UI as user friendly and attractive as possible.  
 
At this stage, it is appropriate to add guidance text and other static elements to the user 
interface, to concentrate on colour, fonts, backgrounds and so forth.  
 
 
  


