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compiler. The program has enough remarks inserted on the lines so you can easily understand what the program 
instructions are really doing.

Starting from the main line, first the ports are initialised, and then the LED blinks four times to indicate 
that the program and the hardware are working. Basically, the LCD module is first reset and initialised. After 
initialisation, the LCD module is loaded with graphics data and then with text data. The graphics data contains 
a scene of the Sun in the background of a tree and hills. The text inserted is ‘The SUN.’ A blinking cursor is also 
shown as an example. At the end, the ‘graphic and text on’ command is inserted before ending the program with 
an infinite wait loop. 

Note that no data or command should be written to the LCD module if the module is busy doing its own 
internal operation. As such a subroutine is inserted before every write operation to check whether the LCD 
module is busy or free. This is done in the ‘check status’ subroutine where both D0 and D1 bits are checked before 
proceeding any further.

Also note that:
1. The LCD module has a built-in CG-ROM with 128 characters possible. You can use this address to insert 

any text character. For example, ‘21H’ will mean ‘A.’
2. You can make a graphics ‘.bmp’ file of your choice in ‘paint’ software on a 240×128-pixel paper size and use 

FONTGEN software to convert the ‘.bmp’ image into graphics data file as required by the LCD module. Copy 
the graphics data code (generated by FONTGEN software) and paste in the source program at the indicated 
place. For downloading the FONTGEN, visit ‘8052.com’ .

 EFY note. All the relevant files of this project are included in the CD. 

Fig. 7: Component layout for the PCB Fig. 6: A single-side, actual-size PCB layout for interfacing the 
graphics LCD with the microcontroller




