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Copyright
© BIXOLON Co., Ltd. All rights reserved.

This user manual and all property of the product are protected under copyright law.

It is strictly prohibited to copy, store, and transmit the whole or any part of the manual
and any property of the product without the prior written approval of BIXOLON Co., Ltd.
The information contained herein is designed only for use with this BIXOLON product.
BIXOLON is not responsible for any direct or indirect damages, arising from or related to
use of this information.

* The BIXOLON logo is the registered trademark of BIXOLON Co., Ltd.
* All other brand or product names are trademarks of their respective companies or
organizations.

BIXOLON Co., Ltd. maintains ongoing efforts to enhance and upgrade the functions and
quality of all our products.

In the following, product specifications and/or user manual content may be changed
without prior notice.

Caution

Some semiconductor devices are easily damaged by static electricity. You should turn
the printer “OFF”, before you connect or remove the cables on the rear side, in order to
guard the printer against the static electricity. If the printer is damaged by the static
electricity, you should turn the printer “OFF".
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1. Operating System (OS) Environment

The following operating systems are supported for usage.

Microsoft Windows Server 2008 (32bit/64bit)
Microsoft Windows Server 2008R2 (64bit)
Microsoft Windows Server 2012 (64bit)
Microsoft Windows Server 2016 (64bit)
Microsoft Windows Server 2019 (64bit)
Microsoft Windows 7 (32bit/64bit)

Microsoft Windows 8 (32bit/64bit)

Microsoft Windows 10 (32bit/64bit)

2. Supported Printers

Label Artist-1I is available for the following BIXOLON printers.

SLP-TX220/TX223, TX420/TX423, TX400/TX403, TX400R/TX403R
SLP-DX220/DX223, DX420/DX423
SLP-DL410/DL413

SLP-T400/T403

SLP-D220/D223, D420/D423
SRP-77011/770I1I/E770I1I
SPP-L3000/L310/L410

XT5-40/43/46

XD3-40d

XD3-40t

XL5-40CT/43CT

XD5-40d/43d

XD5-40t/43t

XM7-20/40R

SRP-S3000

XT3-40/43

BDP-T42/T43/D42/D43, BTP-42/43/46
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3. Before Startup

The latest version of Label Artist-II is available for download at our website.
(www.bixolon.com).
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4. Installation & Uninstallation

4-1 Installation

1) Double-click the file Label Artist-II_Vx.x.x.exe.

X Administrator privilege may be required to run the installation file.

2) Follow the instructions on the screen to complete the installation process.

“Microsoft Visual C++ 2008 SP1 Redistributable Package (x86)” may be
0 required to run the installation file. When a pop-up message is
appeared for the package installation, please click the “install” button.

4-2 Uninstallation

1) Open "Remove Programs" in the Control Panel.

2) Select Label Artist-II and click the "Remove" button to uninstall the Label Artist-II on
your PC.

Ver. 2.10 -7 -
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5-1 <File> Menu

5-1-1 New
1) Select <New/-l> from the <File> tab.

o Printer Driver must be installed in order to use Label Artist-II
application.

2) The dialog windows appears as below to be able to select a printer driver.
Select the printer to use and click <Next>.

| Select Printer

Printer Name Port Mame

BIXOLON SLP-T403 Use002

BIXOLON SLP-DX420 UsBoo1

Test Print

Ver. 2.10 -8 -



3) The <Printing Preferences> window opens as shown below.
Specify the printing options such as label size and click <OK>.

Label Artist-II

Printing Preferences

Options  Advanced Setup Layout

Print Direction
(O No Rotation

(® Rotate 180°

Printing Preferences

Options  Advanced Setup  Layout

Sett

— Print Method
Speed 6 ~| (inch per sec) @® Direct Thermal
Darkness 14 w

Paper Size (Unit : mm) Margins (Unit : mm) Media Type
Width 101.6 Left Right ® Gap

Height 1524 Top bottom O Black mark

Position adjustment

Gap/Black-rmark length :

(O Thermal Transfer

(O Continuous

3.00 mm

Option
Lab

Multiple columns of labels
~ Gap/Black-rmark offset : mim
Columns 1 = Horizontal Gap mm
Tear-offf cutter offset : mm
Cut Paper
e - Intenval : |1 - Compressed Data Transmission []Rewinder
Code Page
[use code page CP437
OK Cancel oK Cancel
*

Printing Preferences

s Advanced Setup Layout
el Shape
(O Rectangle

Corner Radius

5]

Use Code P

Colar
Background Color:
Mot Print
oK Cancel
age

The code page is applied when printing ASCII fonts among printer

fonts.

Font

®

) True Ty

Text Format Position Template Data

ne Font (®) Device Font

Typeface :

ASCII

Ver. 2.10
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4) Once the preferences are set, new label is created.
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Label Artist-IT Paper Width: 101.6 mm Paper Height: 152.4 mm
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5-1-2 Open

1) Select <Open = > from the <File> tab.

Label Artist-II

2) When the “Open” dialog is shown as below, select one of the files saved previously
(*.lafx) and click [Open].

Open

T

» ThisPC » Documents » MylabelArtist

Organize « Mew folder

Lal
[ This PC Mame

) 3D Objects
[ Desktop
Documents
‘- Downloads
J! Music

[&] Pictures
i Videos

‘i Local Disk (C:)

AT R T o

MyLabelArtist.laf

LU 4

v O

Date modified

2021-01-21 2= 1119

X

Search MylabelArtist

=~ [ @

Type

Label Artist-ll.exe

P

Size

File name: ||

- | Label Artist-ll Files (*lafx)

> |

| Open Ivl | Cancel

>

3) The content of the file is shown as below.

& MyLabelArtist.lafx - Label Artist-1l

Text object
BIXOLON

|||‘|| ”l |||IH||| [a1Ee
1234567290 hitpsi/fwww bixolon.com
[=]
3
=
(=]
=
(=]
2
S
e I ——————————————————————————
]

(130

Label Artist

Paper Width: 101.6 mm Paper Height: 152.4 mm

100%
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5-1-3 Save
1) Select <Save > from the <File> tab to save your progress.
2) The dialog window opens as shown below when <Save As> is selected.

Specify the location and name of the file to be saved and click [Save] to save the label
you created.

Gl save As >
4N » ThisPC » Documents » MylabelArtist v | O Search MylLabelArtist 2
Organize - MNew folder S 9
o SATO PV4 Softw: ™ MName Date medified Type Size
@ sw's shared worl  MyLabelAtist.lafx 2021-01-21 2= 1:19 Label Artist-Il.exe
@ OneDrive
3 This PC
) 30 Objects
[ Desktop
=) Documents
- . v £ >
T [y LabelArtist Jafx -
Save as type: | Label Artist-1| Files (*.lafx) ~

» Hide Folders Cancel

Ver. 2.10 -12 -



5-1-4 Print

1) Select <Print“®> from the <File> tab.

Label Artist-II

2) When the [Print Setting] window opens as below, specify the number of copies and

click [Print Label] to start printing.

Print Setting

[Juse database field :
Serial Mumbers :

Printer Inforrmation

Printer Mame :

Record to print :
Ex) 1,3,5-10,20...

[ Print to File Praview

Copies :

Port Name : UsBo0z

Select record of linked database

Record set : All

View Records

1,2,3

BIXOLOMN XT5-40 - BPL-Z

Select Printer

Collate copies

Print Label

1,2,3

Cancel

- Copies: Set the number of copies.

- Use database field: This can be used when printing objects connected to the database,
and sets the number of copies based on the selected field.

- Serial Numbers: Set the printing range when using the auto counter.

Collate copies

0 The collate copies option is used for copies printing. When the option is
checked all label is collated and print repeatedly. When the option is

unchecked each label is printed repeatedly.
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3) If there are any objects linked to the database, specify the record set to print the
content of the database.
- All: all rows are printed.
- Selected: the selected rows are printed.
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5-2 <Edit> Menu

5-2-1 Copy, Cut, Paste, Delete

1) Copy (Ctrl + C) =2
Copy the selected object (e.g. Text, Barcode, Line).

2) Cut (Ctrl + X) &
Cut the selected object (e.g. Text, Barcode, Line).

3) Paste (Ctrl +V) &4
Paste the copied or cut object.

4) Delete &
Delete the selected object.

5-2-2 Undo, Redo

1) Undo (Ctrl +2) &
Undo the last action that you made on the label.

2) Redo (Ctrl +Y) &
Redo the [Undo].

Ver. 2.10 - 15 -
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5-2-3 Order
It indicates the order of drawing the objects. An object may be hidden behind.

1) Bring Forward &
Reorder the selected object and the one that overlaps it.

T

Bmlllw | | NImpmi l B
T | l ||||||||| III‘ E>

g 12345890 o 123454780
2) Send Backward -4

Reorder the selected object and the one that overlaps it.

SHlP~ O =R

O 1234?&(890 0 O 1234??{890 O

3) Move To Front ‘&
Reorder the selected object and the one that overlaps iMove all the selected objects
to the front-most level of any overlapping objects.

EEE EEE

M

1234567890 1234567890
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4) Send To Back ‘4
Move all the selected objects to the rear-most level of any overlapping objects.

o

1234567890 1234567890
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5-2-4 Align

"Align" allows you to line up objects to a specific object.
Use the Ctrl key to select multiple objects. The selected objects are aligned to the last
selected object.

1) Align Left Sides =
Align objects to the left side of the last selected object.

mText ob _ c’r

1234%7890 1234567890
a

O O O

2) Align Right Sides =l
Align objects to the right side of the last selected object.

O
a

1234%7890 1234567890

a a O O

3) Align Top Sides ™
Align objects to the top of the last selected object.

‘BIXOLON:

C O

B ) Nc

(I “
1234%7890

1234 890 D D
) & 0
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4) Align Bottom Sides <
Align objects to the bottom of the last selected object.

‘BIXOLON:

O
a=]
S

m 1 234%7 890 O

5) Center In Horizontal Region
Align the horizontal center of each object to the center of the last selected object.

§B|X(§h|w w“ EBE]WQWENE

6) Center In Vertical Region
Align the vertical center of each object to the center of the last selected object.

"‘BIXOL M E EB'X(EEWW

1 234%7 890
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5-2-5 Snap To Grid/Ruler

1) Snap To Grid
When moving and resizing an object, it changes based on grid.

B i S Rt e e I it el S

_____________________________

2) Snap To Ruler
When moving and resizing an object, it changes based on ruler.

— SERARRTN\ ARRARRTR: AYRRYRTRRN RTRUNTER AN
- Text object

Ver. 2.10 - 20 -
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5-3 <Object> Menu
* Select objects (e.g. Text, Barcode and Line) to design.

5-3-1 Text

1) Select <Text®> from the <Object> tab and drag holding the left mouse button to
create a text box with the default attributes.

2) Double-click on the text object to open a dialog window where you can change its
attributes.

Text Properties >

Text

Link Database

Font  Text Format Position Templte Data

D True Type Font @ Device Font Size :
Typeface : ASCIT il
Style
[]Bold [J1talic Underline
Color

Foreground Caolor; Background Color;

[ Lock [ Mot Print Cancel

Ver. 2.10 - 21 -
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3) Set the font properties.

Device Font
The device font is hardware-resident fonts. It is possible to select as
below types.

ASCII - alphanumeric and code page

0 KS5601 - Korean

BIG5 - Chinese( Traditional)
GB2312 - Chinese( Simplified)
Shift-JIS - Japanese

OCR-A - alphanumeric

OCR-B - alphanumeric

4) Set the text format.

- Single Line: Using single line text.
- Multi-Line: Using multi-line text.

Font Text Format Position Template Data
Type: (®) Single Line () MultiLine
Alignment : Left e
0 When changing the text format, it is possible to switch to multi-line text
object.

Ver. 2.10 - 22 -
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5) Set the position.

Font Text Format Postion Templte Data
Rotation
(®) Mo Rotation (ane () 1a0= (a7e
Position
Object Reference Point : Top Left W
Object Reference Point
o Reference position when moving and resizing due to object rotation

and data change (auto counter, database connection, etc.)
6) Use Template

When the device font is selected, the Template is able to use.
Please refer to 5-5 Template section for more understanding.

Ver. 2.10 - 23 -



7) Use Auto-counter
Check “Use Auto-counter” to open the Auto-Counter Properties window as shown
below. When “Auto-counter” is applied, the text changes to the [Start Value].

Label Artist-II

Font

Text Format Position Template Data

®

Use Auto-counter Configuration
Auto-Counter Properties S5
Start value
1]
Prefix [ Suffix
[T prefix Link Database
[ suffix Link Database

Counter Settings

Stepvalue: 1

Preview

Lo %55 om

[] Apply Last Counting Value

Counter data length :

1

-

|

oK

l

o]

=

Check [Apply Last Counting Value] to change [Start Value] to the next
value of the last counter set after printing.

5-3-2 Multi-line Text

"Multi-line Text" allows to enter text in several lines. 24

®

Ver. 2.10

When changing the text format, it is possible to switch to singe line text

object.
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5-3-3 Barcode

create a barcode with the default attributes.

Label Artist-II

2) Double-click on the text object to open a dialog window where you can change its

attributes.

B | Barcode Properties

Barcode Data
Codabar ”

Code11 1234567880

Codel128

Code128A

Code128B
Code128C vt . [pa3g [=
Code3s Width : ﬂ = mm
Codeb3
DataMatrix
EAM13

EANZ

EAMNS

EANS

G51 DataMatrix

G551 QR Code
(2112201 ICC/EANT 28 Y

Hurman Readable Interface Font  Postion Template Data

Position

Alignment : Center w

Show StartfStop Characters

[ Lock (] Mot Print

Haorizontal Offset

[ Link Database

Height : |12.96

mm

Guard Bar: 0.00

Placement : Below the Barcode e Vertical Offset : 1,59

Gancel

mm

mm

mm

3) Set the barcode type and other attributes.

4) Set the HRI(Human Readable Interface).
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5) Set the GS1 barcode.
The data of GS1 barcode is set in GS1 tab.

Label Artist-II

Hurman Readable Interface Font  Position Templte Data G651
Data Source
Add
Al Data(GTIM):
MO, Al DATA(GTIN)
Delete
After entering Al and data, click the Add button.
You can change the item by double-clicking the item in the list.
Hurman Readable Interface Font Position Template Data G651
Data Source
212020102300001 Add
Al Data(GTIM):
MO, Al DATA[GTIN)
1 12 801023 Delete
21
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6) Use Auto-counter
Check “Use Auto-counter” to open the Auto-Counter Properties window as shown
below. When “Auto-counter” is applied, the text changes to random data.

Auto-Counter Properties &]
Start value
1]
Prefix [ Suffix
[ prefix Link Database
[ suffix Link Database

Counter Settings
Stepvalue: 1 = Counter data length : 1

Preview
1,2,3,4,5, ..

[] Apply Last Counting Value l oK l l Cancel ‘

o Check [Apply Last Counting Value] to change [Start Value] to the next
value of the last counter set after printing.

7) Use Template
When the 1D Barcode is selected, the Template is able to use.
Please refer to 5-5 Template section for more understanding.
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5-3-4 Line

Label Artist-II

1) Select <Line==> from the <Object> tab and drag holding the left mouse button to

draw a line.

2) Drag holding the Shift key to draw a diagonal or straight line.

3) Double-click on the object to open a dialog window where you can change its

attributes.

Line Properties

Line Thickness :

Length :

Type :

Color
Line

Color :

Transparency :

U Lock
] Mot Print

Cancel

4) Set the line type and other attributes and click [OK] to apply the changes.

Ver. 2.10
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5-3-5 Rectangle, Ellipse

1) Select <Rectangle B> or <EIIipse0> from the <Object> tab and drag holding the left
mouse button to draw a shape.

2) Drag holding the Shift key to draw a shape with the same width and height.

3) Double-click on the object to open a dialog window where you can change its
attributes.

Ellipse Properties >
— Color
Line Thickness : = pt Line
Color - I -
Width : | 38.89 mm
Transparency : ' 0 %
Height : | 16.40 mm
Fil
coor
Transparency : ' 0 %
[ ILock
I Mot Print Cancel

4) Set the line type and other attributes and click [OK] to apply the changes.
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5-3-6 Picture

Label Artist-II

1) Select <Picturel=l> from the <Object> tab to open a dialog window where you can
select an image file.

+ Open =3
= . . : I
ol | ;% Documents » MylabelArtist v|¢?|| Search MylabelArtist 2
Organize = MNew folder =~ [0 @
't Favorites Documents library ml ) _
) Arrange by:  Folder «
B Desktop MyLabelArtist
% Downloads Marne Date modified Type
| Recent Places
= lennajpg 8/18/2013 G:24 PM JPEG ima
o Libraries
3 Documents 2
a Music
= Pictures
E Videos
M Computer
€ Network ~ [ m '
Fzaems - [IPEG File (PG, JPEG; JPEJF +|

Coren ) [ G

2) Select an image file, click “Open” and drag holding the left mouse button to place the
image on the screen.

Ver. 2.10
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3) Double-click on the object to open a dialog window where you can change its
attributes.

Picture Properties s
Picture Source
Object Mame: picture01
Picture Source: | Embedded Picture ~ Save Picture...
File Name: [Tl abel Artist-II SDKW_02_Samplettlogo.bmp
HalfToning Rotation
Error Diffusion ~ (®) No Rotation
position (O Rotate 20
Object Reference Point : Top Left v ORotate 270
Picture Dimensions
Widt - - (] Fit to Rectangle
Entire Picture
Lock Aspect Ratio Center
Percentage of Center
I:ll]riginal Size 1000 B
[JLock ot Print Cancel
Picture Source
Object Mame: | picture0l
Picture Source:  [External Picture File w
. . Embedded Picture
File Name: External Picture File
0 - Embedded Picture: When loading pictures, pictures are included in

the label design file and printed without a separate reference when
printing labels.

- External Picture File: The label design file contains the path of the
picture so that when the label is printed, the picture of the path is
referenced and printed.

4) Set the type and other attributes and click [OK] to apply the changes.
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5-3-7 RFID

1) Select <RFID> from the <Object> tab to create RFID object as shown below.

2) Double-click on the object to open a dialog window where you can change its

attributes.
B | RFID Properties >
Tag(Encoder) Type : EPC(class 1) Gen2 w Encoder Settings
Diata Location
[]Link Database
Location : EPC - Electronic Product Code b
[l Use Auto-counter
Start Block : 4 =
Configuration
Tag Data
Data Type : HEX encoded =string -
Data : 1234ABCD
[(JLock ] Not Print Cancel
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3) Click the Encoder Settings button to select an encoder option.

Ver. 2.10

Label Artist-II

B Encoder Settings

RFID Option

Write Power :
Mumber of retries :
Maximum labels of retries :

Security

Access Control : Open

Access Password

0ocooooo

Cancel

RFID objects can be used when using a printer that supports RFID.

RFID supported model

: SLP-T400R/T403R, SLP-TX400R/TX403R, XT5-40NR/43NR/46NR,

XD5-40tR/43tR

- 33 -
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5-3-8 Misc.

Lock: Enable this feature in the dialog window where you can set the attributes of each
object.

- The locked objects cannot be moved or resized.

Not Print: Enable this feature in the dialog window where you can set the attributes of
each object.

- The set objects cannot be printed.

Ver. 2.10 - 34 -



Label Artist-II

5-4 <Database> Menu

5-4-1 Connect Database

1) Select <Connect Database> from the <Database> tab.
Select the type of database to use and click “Next".

Database Setup Wizard @

Selact the type of database fie

@ Microsoft Excel File(*.xls, *.xlsx)

) Microsoft Access File(*.mdb, *.accdb)

) Text File(*.tut)

Delimitation : | Tab

2) Click “Browse” to select a database file as shown below.

Database Setup Wizard e

Browse the file which you use.

C:h\Users\DTMLLUAdminUser\Documents\MyLabelArtist\DB_Data.xls

Select the table that you would ke to read. |Sheet1$ v]
Murnber MName Price i
1 Apple 250
2 Pear 280
3 Qrange 800
4 Noodle 123
5 Dasida 10000
6 Mewspaper 300
7 Tickets 15200
8 Apple 5000
g Pear 3000
10 Orange 20000 ik

e ]

3) Select a table and click “Finish” to link the database when designing a label.

o Make sure to disconnect the current database to use another one.
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5-4-2 Disconnect Database

Select <Disconnect Database> from the <Database> tab to disconnect the database.

5-4-3 Link Database

1) Check “Link Database” in the <Text> or <Barcode> dialog window.

Text Properties x 7 Barcode Properties x
Text Codabar n Barcode Data
Codel1 1234567890
[JLink Database [ Link Database
Code128A
Code128B
Code128C . - ioht
Godel2 wigth: [038 2 behe: [1206 ]
Code93 Guard Bar: | 0.00 o
Font  Text Format Position Template Data DataMatrix
EAN13
() True Type Font (®) Device Font Size : Eﬁmg
Typeface : ASCIT ~ EANS
RS1 Nataldatriv
o The check box is enabled to check when the <Connect Database> is
finished on <Database> menu.

2) Select a field you want to use from the field list.

Link Database Wizard @
Database file
C:\Users\DTMLLUAdminUser\DocumentsiMylLabelArtist\DB_Data.xls
Datz table :  Sheetls
Field list : |Number -
Data format : Sheetls.Number
Number Name Price -
1 Apple 250
2 Pear 280
3 Qrange 800
4 Hoodle 123
3 Dasida 10000
6 Mewspaper 500
7 Tickets 13200
g Appla 5000
9 Pear 3000 -
l [8]4 l l Cancel l

3) When a text object is linked to the database, the following message appears.
[WorkSheetName].[FieldName]
Ex) Sheet1$.Num

4) When a barcode object is linked to the database, a barcode with random data is
created on the screen.
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5-5 Template
* This section explains setting and exporting for BIXOLON Template and BIXOLON XML

Enabled.

5-5-1 Template Selection

1D barcode and device font objects can be used template. Other objects as rectangle,
picture, and line are inserted into template by background image.

| Use Template Prompt: barcode Field length = 01 =

Use Counter 1

1) Use Template
Please check the “Use Template” box and then write prompt and field length.

Prompt?
This text string is transmitted to host(PC) by serial interface in order to
0 give information to host about the declared counter.

In case of “BIXOLON XML Enabled” type, the prompt is used for
variable name.

2) Use Counter
Please check the “Use Counter” box and then adjust the step value. Counter can be

used up to 10 in one template.

0 The “Use Counter” is enable for “BIXOLON Template” type.
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5-5-2 Export Template

1) <File> - <Export> - <Printer Code Template> select

File | Edit Object Database Setting View Help
1 Mew Ctri=M AlAa Al O =]
Open... Ctrl=QO §
4 P s g0 €0 7o 80
7 Save ctri=s oo ineboodwedbo ool
Save As..
< Print... Ctrl+=P -l
Export... P| Printer Code Template
Recent File Save JSOM File
Exit

2) Template exporting
Select template type, transmission type and template name, and then click
“Export...” button as below dialog.
When the exportation is finished, the “Test Printing” button is enabled.

Template Selection
Template Type : [ BIXOLON Template - ]

i@ Send to Printer 71 Send to File

Template name :  Templatel

Printer Information
Printer Mame : BIXOLOM XD3-40d
Port Name : ISBOOT

| Select Printer |

L

Template Type
- BIXOLON Template: Exporting a SLCS-based template form to the

0 printer.

« BIXOLON XML Enabled: Exporting a XML enabled form to the printer.
« BIXOLON XML Enabled supported model T5-40/43/46
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3) Test printing for “BIXOLON Template”
Insert text data into “Value” and quantity, and then click “Print” button.

il -
T e B ____________ u{
Ma. Prompt Value
1 textl testText
2 barcode1 |

Quantity to Print :

b

4) Test printing for “BIXOLON XML Enabled”
Insert text data into “Value” and quantity, and then click “Print” button.

i -

———— ]
Mo, Frompt Value
1 textl testText
2 barcodel |

Quantity to Print :

-

-

Save XML File

e

When “Save XML File” button is clicked, XML document is saved.
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5-6 Save JSON file
* <File> - <Export> - <Save JSON file> menu can be saved JSON file can be loaded and
print on Label Artist Mobile.

5-7 <View> Menu

1) Zoom In
- Enlarges the view of the entire layout by 20%.

2) Zoom Out
- Reduces the view of the entire layout by 20%.

3) 100% Size
- Returns to the original size.

4) Fit to the height
- Enlarge/reduce the view to fit the height of the screen.

5) Fit to the width
- Enlarge/reduce the view to fit the width of the screen.

Ver. 2.10 - 40 -



Label Artist-II

6. Label Artist-II SDK

Label Artist-Il SDK is provided to automatically print Label Artist-Il documents (.lafx)
from customer applications. By designating text and barcode objects whose data
changes as variables, the application supports the function of substituting the values of
variables and printing them.

Label Artist-II SDK is located at <Start>-<Programs>-<BIXOLON>-<Label Artist-II SDK>.

B exowon

T Label Artist-l

f Label Artist-ll SDK

The Label Artist-II SDK provides the C ++ libraries(DIl) and C # class.

-C# components

File name Description Location
LabelArtistAPI.dll x86 DLL file _01_Bin folder
LabelArtistAPI_x64.dll x64 DLL file _01_Bin folder
LabelArtistAPI.cs C# class C# sample

-C++ components

File name Description Location
LabelArtistAPI.dll x86 DLL file _01_Bin folder
LabelArtistAPI.lib x86 LIB file _01_Bin folder
LabelArtistAPI_x64.dll x64 DLL file _01_Bin folder
LabelArtistAPI_x64.lib x64 LIB file _01_Bin folder
LabelArtistSDK.h Header file VC++ sample
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6-1 Variable setting
+ In Label Artist-II, you can set text and barcode objects as variables. The variable name

and initial value should be inputed.

®

Select “Use Template” in the Text and Barcode properties.

Use Template

] Use Counter

Label Artist-II

The Variables can only be set up with text (single-line text) and barcode

objects.

Prompt: | model

il

Data length :

Write the variable name to “Prompt” entry.

Use Template

[]Use Counter

®

Ver. 2.10

Prompt: | model

il

Data length :

11

11

Variable names cannot be duplicated.
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6-2 C# Programming

* Label Artist-II SDK provides C # sample written in Visual Studio 2015 (.NET 4.5) for C #
programming. LabelArtist, a wrapping class that imports the C ++ library
(LabelArtistAPLdIl), is provided. The LabelArtist class is defined in LabelArtistAPIL.cs
included in the C # sample.

o To use LabelArtist class, DLL (LabelArtistAPI.dIl, LabelArtistAPI_x64.dll)
files must be included in package when application is distributed.

6-2-1 LabelArtist Properties

The properties of the LabelArtist class consist of a list of variables and return
information for each method.

1) NamedSubStrings
NamedSubStrings is collection of SubString containing variable information. If the
OpenLabel method is called successfully, the list information is updated.

Properties of SubString class

o Properties Description
Name Variable name
Value Variable value
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2) Return Information of Methods
These properties define the error values returned after methods are called. See
the table below for error details.

LabelArtist properties Value Description
BXL_SUCCESS 0 Method execution successful
BXL_ERR_SEARCH_FILE -100 File not found
BXL_ERR_SEARCH_PRINTER -101 Printer not found
BXL_ERR_SEARCH_OBJECT -102 Object not found
BXL_ERR_OPEN_FILE -103 File open failed
BXL_ERR_OPEN_PRINTER -104 Printer connection failed
BXL_ERR_SUPPORT _FILE -105 Unsupported file
BXL_ERR_SUPPORT_PRINTER -106 Unsupported printer
BXL_ERR_PARAMETER -107 Invalid input value (parameter)
BXL_ERR_ALREADY_OPEN -108 Already connected with printer
BXL_ERR_NOT_OPEN -109 No connection with the printer
BXL_ERR_VARIABLE_NAME -110 Invalid variable name used
BXL_ERR_PRINT RESOURCE -111 Printer Resource Usage Failed
BXL_ERR_PRINT -112 Printing failed
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6-2-2 LabelArtist Methods

The LabelArtist class provides the functionality of opening Label Artist-II documents
(.lafx), setting variable values, and printing.

1) OpenLabel
Open a Label Artist-II document and specify the printer to print. Update
NamedSubStrings if OpenLabel method call is successful.

[Syntax]
public int OpenLabel(string filePath, string printerName)

[Parameters]
string filePath: Label Artist-II document(.lafx file) path
string printerName: Printer Driver Name(can be blank, Optional)

[Returns]
If the method succeeds, the return value is zero(0). Other cases, returns non-zero.

« If the printerName is empty, specify the printer to print in the
followingorder.
0 1. Print to the printer specified in the input file (.lafx)
2. If the printer specified in the file is not on the system, print to the
system default printer.
* Please use the OpenLabelW method when using Unicode strings.
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2) CloseLabel
Close the currently opened Label Artist-II document.

[Syntax]
public int CloseLabel()

[Parameters]
None

[Returns]
If the method succeeds, the return value is zero(0). Other cases, returns non-zero.
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3) SetNamedSubStringValue
Set the value of the variable.

[Syntax]
public int SetNamedSubStringValue(string name, string value)

[Parameters]
string name: Variable name

string value: Variable value

[Returns]
If the method succeeds, the return value is zero(0). Other cases, returns non-zero.

0 Please use the SetNamedSubStringValueW method when using
Unicode strings.

4) Find
Get object information by object name.

[Syntax]
public DesignObject Find(string objectName)

[Parameters]
string objectName: Object name

[Returns]
the method succeeds, the return DesignObject reference. Other cases, returns null.

Properties of DesignObiject class

Properties Description
o X Left position
Y Top position

Width Width of object

Height Height of object
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5) PrintOut
Print opened Label Artist-II Document.

[Syntax]
public int PrintOut()

[Parameters]
None

[Returns]
If the method succeeds, the return value is zero(0). Other cases, returns non-zero.

6) Save
Changed object information is applied to Label Artist-II document and saved to

file.

[Syntax]
public int Save()

[Parameters]
None

[Returns]
If the method succeeds, the return value is zero(0). Other cases, returns non-zero.
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6-2-3 Example of using LabelArtist class

Use the LabelArtist class to describe how to program C #.

1) Getvariables after opening Label Artist-II document

Open a Label Artist-II document with the OpenLabel method and get the variable
name and initial value into the NamedSubStrings Collection.

LabelArtist format = new LabelArtist();
int ret = format.OpenLabel(filePath, printerName);
if (ret == LabelArtist.BXL_SUCCESS)
{
DataTable table = new DataTable();
table.Columns.Add("Variable Name");
table.Columns.Add("Variable Value");
/| Getting for variable name, value
foreach (SubString laLabelVar in format.NamedSubStrings)

{
table.Rows.Add(laLabelvar.Name, laLabelVar.Value);

2) Print document after setting variable value

Set the value of the variable with the SetNamedSubStringValue method and print
document with the PrintOut method.

DataRow][] rows = table.Select();
for (inti=0; i < rows.Length; i++)
{
format.SetNamedSubStringValue(rows[i]["Variable Name"].ToString(),
rows[i]["Variable Value"].ToString());

}

format.PrintOut();
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3) Save after changing object location

Label Artist-II

DesignObject obj = format.Find("picture01");

if(obj != null)

{
obj.X +=3; //3mm
obj.Y -=2;
obj.Width -=5;

obj.Height +=2;

format.Save(); //Save

Ver. 2.10
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6-3 C++ Programming
* The Label Artist-II SDK provides VC++ samples written in Visual Studio 2015 for C++
programming. The VC++ sample is based on the Label Artist-II document Sample.lafx

provided with the sample.

< BIXOLOM » Label Artist-1l » Label Artist-115DK 5 _02_Sample

Eas

Mame Date modified
cE 2272020 2:51 PM
VCt+ 2/13/2020 6:03 PM
2l Sample.lafx 2/10/2020 11:30 AM

Please refer to the header file (LabelArtistSDK.h) included in the VC++ sample for the API
and defined return values provided in the Label Artist-II SDK.

<« Label Artist-1l » Label Artist-1l 30K » _02_Sample » VC++ » Inc w | )
Mame Date modified Type
h] LabelArtistSDK.h 2/13/2020 4:24 PM Z/C++ Header
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6-3-1 Label Artist-II SDK Methods

1) OpenLabel
Open a Label Artist-II document and specify the printer to print.

[Syntax]
long OpenLabel(LPCSTR filePath, LPCSTR szPrinterName ="")

[Parameters]
LPCSTR filePath: Label Artist-IIl document(.lafx file) path
LPCSTR szPrinterName: Printer Driver Name(can be blank, Optional)

[Returns]
If the method succeeds, the return value is zero(0). Other cases, returns non-zero.

* If the szPrinterName is empty, specify the printer to print in the
following order.

0 1. int to the printer specified in the input file (.1afx)
2. the printer specified in the file is not on the system, print to the
system default printer.
* Please use the OpenLabelW method when using Unicode strings.

2) CloseLabel
Close the currently opened Label Artist-II document.

[Syntax]
long CloseLabel()

[Parameters]
None

[Returns]
If the method succeeds, the return value is zero(0). Other cases, returns non-zero.
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3) Savelabel
Save the currently opened Label Artist-II document.

[Syntax]
long SaveLabel()

[Parameters]
None

[Returns]
If the method succeeds, the return value is zero(0). Other cases, returns non-zero.

4) GetVariableCount
Get the number of variables.

[Syntax]
long GetVariableCount(int& count)

[Parameters]
int& count: The number of variables in the document

[Returns]
If the method succeeds, the return value is zero(0). Other cases, returns non-zero.
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5) GetVariableName
Gets the variable name corresponding to the location.

[Syntax]
long GetVariableName(LPCSTR pName, int pos = BXL_IN_ORDER)

[Parameters]

LPCSTR pName: Variable name (IN)

int pos: Variable value (OUT).
If pos was set BXL_IN_ORDER (-1), the call gets the variable names
sequentially.

[Returns]
If the method succeeds, the return value is zero(0). Other cases, returns non-zero.

o Please use the GetVariableNameW method when using Unicode
strings.

6) GetVariableValue
Gets the variable value by variable name.

[Syntax]
long GetVariableValue(LPCSTR pName, LPCSTR pValue)

[Parameters]
LPCSTR pName: Variable name (OUT)
LPCSTR pValue: Variable value (IN)

[Returns]
If the method succeeds, the return value is zero(0). Other cases, returns non-zero.

0 Please use the GetVariableValueW method when using Unicode
strings.
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7) SetVariableValue
Set the value of the variable.

[Syntax]
long SetVariableValue(LPCSTR pName, LPCSTR pValue)

[Parameters]
LPCSTR pName: Variable name (OUT)
LPCSTR pValue: Variable value (OUT)

[Returns]
If the method succeeds, the return value is zero(0). Other cases, returns non-zero.

0 Please use the SetVariableValueW method when using Unicode
strings.

8) FindObject
Find object information by object name.

[Syntax]
long FindObject(LPCSTR objectName, Object* obj);

[Parameters]
LPCSTR objectName: Variable name (OUT)
Object* obj: Object information(OUT)

[Returns]
If the method succeeds, the return value is zero(0). Other cases, returns non-zero.

0 Please use the FindObjectW method when using Unicode strings.
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9) SetObject
Set the object information.

[Syntax]
long SetObiject ()

[Parameters]
None

[Returns]
If the method succeeds, the return value is zero(0). Other cases, returns non-zero.

10)PrintOut
Print opened Label Artist-II Document.

[Syntax]
long PrintOut()

[Parameters]
None

[Returns]
If the method succeeds, the return value is zero(0). Other cases, returns non-zero.
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6-3-2 Label Artist-II SDK Error Code table

The error code table below summarizes the values returned when calling the API
provided by Label Artist-II SDK.

Error Code Value Description
BXL_SUCCESS 0 Method execution successful
BXL_ERR_SEARCH_FILE -100 File not found
BXL_ERR_SEARCH_PRINTER -101 Printer not found
BXL_ERR_SEARCH_OBJECT -102 Object not found
BXL_ERR_OPEN_FILE -103 File open failed
BXL_ERR_OPEN_PRINTER -104 Printer connection failed
BXL_ERR_SUPPORT _FILE -105 Unsupported file
BXL_ERR_SUPPORT_PRINTER -106 Unsupported printer
BXL_ERR_PARAMETER -107 Invalid input value (parameter)
BXL_ERR_ALREADY_OPEN -108 Already connected with printer
BXL_ERR_NOT_OPEN -109 No connection with the printer
BXL_ERR_VARIABLE_NAME -110 Invalid variable name used
BXL_ERR_PRINT RESOURCE -111 Printer Resource Usage Failed
BXL_ERR_PRINT -112 Printing failed
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6-3-3 Example of using Label Artist-II API

Describes how to program C ++ using the Label Artist-II API.

1) Open Label Artist-II document
Open the Label Artist-II document with the OpenLabel method. If you use a
Unicode string, use the OpenLabelW method.

long ret = OpenLabelW(m_filePath, m_printerName);

if (ret == BXL_SUCCESS) AfxMessageBox(_T("Open Success"));
else AfxMessageBox(_T("Open Fail"));

2) Variable value setting
Retrieve the variable name with the GetVariableName method and set the variable
value with the SetVariableValue method.

long ret;
TCHAR variableName[100];

CString name;

wmemset(variableName, 0, 100);

ret = GetVariableNameW(variableName);

if (ret != BXL_SUCCESS) return;

name.Format(_T("%s"), variableName);

while (name.GetLength())
{
if ('Iname.Compare(_T("model"))) {
SetVariableValueW(name, _T("SDK Printer"));
}
if (Iname.Compare(_T("sn"))) {
SetVariableValueW(name, _T("NUMBER2020010001"));
}
wmemset(variableName, 0, 100);
GetVariableNameW(variableName);

name.Format(_T("%s"), variableName);
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The string (LPCSTR / LPCWSTR) used in the parameter to get the
variable name and variable value must be managed (allocated and
freed) by the application.

3) Adjust Object Position
Get the object information with the FindObject method and set the object with the
SetObject method.

Object obj;
ret = FindObjectW(_T("picture01"),&obj);
if ((ret == BXL_SUCCESS)) {
obj.x += 3; /13mm
obj.y -=2;
obj.width -= 5;
obj.height += 2;
SetObject(&obj);

4) Print
Print a Label Artist-II document with the PrintOut method.

long ret = PrintOut();

if (ret == BXL_SUCCESS) AfxMessageBox(_T("Print Success"));
else AfxMessageBox(_T("Print Fail"));
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Revision history

Rev. Date Description
2.00 2018-03-12 New
2.01 2018-05-18 Modified model name

SPP-L310/L410 Added,

2.02 2019-01-14 Collate copies option Added

2.03 2019-03-04 XD3-40d Added

Device Font selection, Template,

2.04 | 2019-04-05 Save JSON File.

XD3-40t, XL5-40/43, XD5-40d/43d Added,
2.05 2019-06-24 BIXOLON XML Enabled,
Speed, Darkness settings Added

XD5-40t/43t, XM7-40 Added,

206 | 20191203 XL5-40CT/43CT modified

XM7-20 Added,
2.07 2020-03-11 Change picture properties,
Label Artist-II SDK Added

SRP-S3000 Added,
Change supported OS,
2.08 2020-11-10 Code page settings added,
Change object settings and add RFID,
Added a setting to not print objects

2.09 2021.01.27 Replaced captured image
XM7-40 RFID function added
2.10 2021-08-24 XT3-40/43 model added

BDP-T42/T43/D42/D43, BTP-42/43/46 model added
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