
Introduction to FlowCode4

FlowCode4 is a flowchart driven program that 
allows the user to create a microcontroller program 
simply by creating a flowchart.  Tools located in the 
program will compile the flowchart and download 
the hexadecimal  program to the microcontroller 
chip.



Introduction to FlowCode4

The first step in using FlowCode4 is to learn 
how the program works.

Once the software is loaded and the user 
opens the program, the following screen 
appears.



Opening FlowCode4

Each new program opens with a Begin 
and End symbol.



Adding Operational Icons

Different operational icons are 
placed in the flowchart by 
clicking on the desired 
operation, holding down the 
left mouse button, dragging the 
icon to the desired place in the 
flowchart and releasing the left 
mouse button.



Changing Properties

To change the properties of 
the newly added icon, 
double left click on the icon.  
A properties dialogue box 
will appear.

Since the icon will cause an 
output to occur, that must 
be the display name.  The 
name can be changed to 
Output1, Output2, and so 
on.

Click OK.



Changing the Port

When the dialogue box 
opens, the port can be 
changed by clicking on 
the down arrow in the 
Port box and clicking 
on  Port A through Port 
L.

Click OK.



Selecting Output to Single Bit

If a single Bit is to 
be used, select 
Single Bit and the 
bit number of the 
Port, 0 through 7.

Click OK.



Selecting Entire Port

Select Entire Port if all 
eight bit of the port 
are to be used.

Click OK.



Setting Properties for Output Icon

Since this is the 
first Output of the 
program, the 
name is Output 1.  
An output can 
output either a low 
(0) or high (1) 
logic level.  A 0 
(zero) variable 
would output from 
the selected bit a 
low logic level or 0 
volts.



Setting Properties for Output Icon

If a device 
such as an 
LED is set to 
be activated 
on 0, then the 
LED would 
turn on after 
the completion 
of Output1.  



Selection of Components

Some components that will react to 
the Output icon are listed in the 
Outputs drop down list.  By clicking 
on the desired component you can 
select a target for the output in the 
program.  Let’s chose an LED.



Selection of Components

The LED or which ever component that is 
chosen will appear in the Panel area.



Setting Component Properties

By highlighting and 
right clicking on the 
component a 
dialogue opens.



Setting External Properties

Chose Ext Properties



Setting External Properties

When the Edit Component 
Properties dialogue box 
opens, The shape, color, and 
size can be changed.  Notice 
below the color box is a box 
that selects what logic level 
turns on the LED.  This LED is 
set to turn on when a low logic 
level is low from the Output 
icon.



Stepping Through the Program Manually

The program 
can be 
manually 
simulated by 
pressing the 
Step Into 
Program 
button shown 
above.

As the Step 
Into button is 
pressed the 
program 
advances to 
the next 
command.



Stepping Through the Program

Continue to 
press the 
Step Into 
button to 
advance 
through the 
complete 
program.

Any components 
programmed to 
react to the 
program can be 
watched in the 
Panel to observe 
the actions of the 
program.

An OUTPUT 
can either 
activate (turn 
on) a 
component or 
deactivate 
(turn off) a 
component.



Stepping Through the Program

The LED has been 
set to turn on when 
the output to the LED 
is 0.  Notice that the 
OUTPUT icon has 
been programmed so 
that Port A bit 0 (A0) 
is 0 (low).

If the program is intended to first 
turn on a device then turn off the 
device, a second OUTPUT icon 
must be added to the flowchart to 
turn off the device.  An OUTPUT 
command can have two functions.  
One for on and one for off.



After execution of the 
second OUTPUT 
command, the LED 
will turn off.  The LED 
has been 
programmed to turn 
off when Port A Bit 0 
(A0) is1 (high).

Notice that the LED is on 
until after the execution of 
the command.  By pressing 
the Step In button again the 
LED goes off.

Stepping Through the Program



Stepping Through the Program

The LED is 
off after the 
execution of 
the last 
OUTPUT 
command 
and the 
program 
ends.

The second OUTPUT has been 
programmed to send a 1 (high) to 
Port A Bit 0 (A0).  This turns off 
the LED.



Add Looping to the Program

The LOOP command has been 
added to the flowchart.  The 
LOOP command can be 
programmed to loop up to 255 
times or loop until a conditions 
happens, or loop a preset 
number of times

Notice that two loop icon appear when 
the LOOP command is dragged into the 
flowchart.  The top icon begins the loop 
and bottom icon ends the loop.  
Operations, such as the two OUTPUT 
commands must be set between the top 
and bottom LOOP icons.  

Loop While is a continuous loop.



Add Looping to the Program

To set the 
properties of the 
LOOP icon, right 
click on the icon 
and select 
Properties.



Setting Properties for Looping

Since this is a 
loop operation 
the name will be 
LOOP.  Loop 
while is a 
continuous loop.  
Loop until is a 
conditional loop.

Loop count 
allows the user 
to limit the 
number of loops 
by entering a 
number into the 
box.



Setting Properties for Looping

The loop count has been set to 3.  The LED will go 
through the blinking process three time before the 
program ends.  



Using Go/Continue to Execute the Program

The user can select Go/Continue to 
execute the program automatically.  



Using Go/Continue to Execute the Program

The speed that the 
program is executed 
can be controlled by 
clicking on View and 
selecting Project 
Options.



Using Go/Continue to Execute the Program

Choose a speed slow enough for 
the human eye to follow.  5 is 
being used for this example.  
Click OK.



Executing the Program

The Step Into and Go/Continue commands 
allows the user to see if the program is 
performing the way it is intended to operate.  
If the components do not function as 
intended, check the flowchart and the 
property settings of the component or 
components used.



Editing the Program

Icons can be removed from the flowchart by right 
clicking on them and selecting the appropriate 
action.

Cut and Delete will remove the icon.  In the case of 
a LOOP icon Cut and delete will remove The LOOP 
icon and any icons between the first LOOP icon and 
the second LOOP icon.  If a mistake is made when 
trying to remove icons, use the undo tool on the tool 
bar.

Copy-Copy duplicates the icon selected and places 
it below the copied or original icon.  Use Edit>Copy 
or Ctrl V to complete the Copy operation.



Moving Within the Program

Icons can be moved within 
the flowchart by left clicking 
on them and dragging to a 
different location.  The Delay 
icon was moved from above 
the second output to below 
the second output.  The 
ability to move icons aids in 
troubleshooting and saves 
time during the development 
of the flowchart.



Repositioning the Panel Window

By right clicking in the 
blue portion of the Panel 
Window and selecting 
Docking, the Panel will be 
located to the right of the 
flowchart Window.  This 
may be easier to see the 
components during 
execution of the program.



Positioning the Variable and Call Stack Windows

When executing the 
program from 
Run>Go/Continue, two 
windows appear, 
Variables and Call 
Stack.  Reposition these 
windows so they do not 
block the view during 
the execution of the 
program.  


