QUICKSTART - CODE
COMPOSER STUDIO™

Stellaris® Development and Evaluation Kits for
Code Composer Studio™

Stellaris Development and Evaluation Kits provide a low-cost way to start designing with
Stellaris microcontrollers using Texas Instruments’ Code Composer Studio development
tools. The evaluation boards can function as either a complete evaluation target or as a
debugger interface to any external Stellaris device.

Requirements

= You have a PC with a USB interface, running Microsoft® Windows XP (SP2 or greater)
or Vista

» You have the Stellaris Evaluation Kit Documentation and Software DVD or the
standalone Code Composer Studio DVD found in the Development Kit

CAUTION: There is a known electrical issue with the FT2232 device that is used in the
on-board In Circuit Debug Interface (ICDI). Some USB hubs can cause the device to
misbehave, with symptoms ranging from failed enumeration to corrupt data transfers. If you
experience trouble when using the on-board ICDI, try connecting the USB cable directly to
one of the USB ports on your PC or laptop.

Code Composer Studio

This quickstart shows you how to install the Code Composer Studio development tool and
how to use it to build and run an example application on your Stellaris Evaluation or
Development Board.

Step 1: Install Code Composer Studio

1. Insert the Evaluation Kit Documentation and Software DVD or the standalone Code
Composer Studio DVD into the DVD-ROM drive of your computer. If Autoplay is
enabled on your PC, the index.htm file automatically opens in your default web
browser. If Autoplay is not enabled, use Windows Explorer to open the DVD
manually.

2. With the Evaluation Kit DVD, click the Tools button and then click the Code
Composer Studio logo to start the setup program.

NOTE: The CCS installer executable relies on additional installer executables on the
DVD. Your web browser must support running files without first saving
them to your hard drive to successfully run the CCS installer by clicking the
CCS logo. If your web browser does not support this feature, you will need
to use Windows Explorer to browse to and run the CCS installer
(setup_CCS_n.n.n.nnnnn.exe) from the \Tools\CCS\ directory on the DVD.

With the standalone DVD, follow the installer dialog.
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3. Follow the instructions in the Code Composer Studio installation program. Select to
install the Platinum Edition or the Microcontroller Edition with the Stellaris Cortex-
M3 MCUs ISA selected at a minimum.

Step 2: Install the StellarisWare® Package

A full set of C-based peripheral drivers is provided, covering all peripherals and functionality
of the Stellaris devices. The StellarisWare package includes various example applications
with project files for all major tool vendors that support Stellaris, including Code Composer
Studio. To install StellarisWare components, follow these steps:

1. Navigate to the Tools tab on the Evaluation Kit Documentation and Software DVD or
Development Kit Documentation and Software DVD.

NOTE: If you are navigating the DVD using Windows Explorer (or a similar
application), go to the Tools/StellarisWare/ directory.

2. Click on the “Install’ link next in the StellarisWare section of the DVD and run the
StellarisWare installer. If you prefer to manually install StellarisWare, the installer is a
self-extracting zip file that is located in the Tools/StellarisWare directory. You can use
a zip file extraction utility such as WinZip to manually extract the contents.

3. To view the StellarisWare documentation, navigate to the installation directory and
click on the Stellaris Peripheral Driver Library User’s Guide PDF.

NOTE: For the most recent version of the StellarisWare, check the www.ti.com/stellaris web
site for the latest software updates.

Step 3: Start Code Composer Studio and Open a Workspace

1. Start the Code Composer Studio IDE by selecting it from the Windows Start menu or
double-clicking the icon installed on your desktop. When the IDE loads, it asks you
where to open the workspace folder:

" Workspace Launcher gl

Select a workspace

Code Composer Studio stores your projects in a folder called a workspace,
Choose a workspace folder to use for this session,

Workspace: | C:\Documents and Settings\\<username =My Documents\workspace  |w

[Juse this as the default and do not ask again

[ OK l [ Cancel

2. The Workspace launcher defaults to the following path:
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C:\Documents and Settings\<username>\My Documents\workspace

Click OK to use this default workspace location.

Note: If you installed the Code Composer Studio IDE from the DVD, the license was
automatically installed. If you downloaded the Code Composer Studio IDE, you
may have to go through an extra licensing step.

3. The Code Composer Studio IDE may now open with the welcome page. If so, close
out the welcome page by clicking the *X’ on the tab. You should now have an empty
workspace.

1 C/C++ - Code Composer Studio (Licensed)
File Edit ¥iew MNavigate Project Target Tools Window Help

&% % : A o | cc++ |

= .
<l =] q>¢' An outline is not available.

D omd

Step 4: Import Libraries

1. Select the “Import Existing CCS/CCE Eclipse Project” option from the Project menu
in the IDE.
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% C/C++ - Code Composer Studio (Licensed)

File Edit View Mavigate QEgi==8 Target Tools Scripks  Window Help

= %'E oy (o2, Build Active Project Ctrl+shift+F

£l Rebuild Active Project Alt+Shift+P
i CfC++ Projects X

. Import Existing CCS/CCE Edipse Project
ﬁImpDrt Legacy CC5v3.3 Project

5 Build A Ctrl+8
GagRebuild Al Alt+8

Build Working Set k

b

Build Automatically

Link Files to Active Project...
Add Files to Active Project...

2. The “Import” dialog box appears. Browse to the root directory of driver library
(StellarisWare\driverlib). Be sure that “driverlib” is selected in the listed
projects and click “Finish.”

wi» TeEXAS INSTRUMENTS

Rev. 1.3



QUICKSTART - CODE
COMPOSER STUDIO™

Import Projects

Select a directary to search for existing Eclipse projects.

[~

<

(%) Select root directory: | Cistellarisiare driverlib

|| Browse... |

() select archive file: |

Projects:

driverlib

Select all

Deselect all

il

Refresh

|:| Copy projects into workspace

l

]

Einish l [ Cancel

IMPORTANT: If you have installed the StellarisWare Firmware Development package
for a board that does not use the USB library or Graphics library, the following steps do

not apply. If the directories mentioned below do not exis
installation, then cancel out of the import projects dialog

t in your StellarisWare

3. Select the “Import Existing CCS/CCE Eclipse Project” option from the Project menu
in the IDE again. Browse to the root directory of USB library
(StellarisWare\usblib). Be sure that “usblib” is selected in the projects list and

click “Finish.”
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Import Projects
Select a directory to search for existing Eclipse projects. / .
-
(¥) select root directory: | C:\stellaris\Ware\usblib | [ Browse... |
() select archive file: | |
Projects:
usblib Select Al

Deselect Al

i

Refresh

|:| Copy projects into workspace

3] [ Finizh H Cancel ]

4. Select the “Import Existing CCS/CCE Eclipse Project” option from the Project menu
in the IDE again. Browse to the root directory of the graphics library
(StellarisWare\grlib). Be sure that “grlib” is selected in the projects list and
click “Finish.”
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% Import le

Import Projects
Select a directory to search for existing Eclipse projects. / .

-

(%) Select root directory: | Ci\etellarisWaregriib | [ Browse... ]

() Select archive file: | |

Projects:

arlib Select Al

Deselect Al

I

Refresh

|:| Copy projects into workspace

@ Emginish | [ Cancel

Step 5: Import Board Examples

1. Select the “Import Existing CCS/CCE Eclipse Project” option from the Project menu
in the IDE.
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¥ C/C++ - Code Composer Studio (Licensed)

File Edit View MNavigate §E{)==dl Target Tools Window Help
: = .g:é o - (e Euild Active Project Cirl+shift+P
= &g Rebuild Active Project Alt+5hift+P

i C/C++Projects X

& Import Existing CCS/CCE Edipse Project
T‘_EImpu:urt Legacy CCS5v3.3 Project

= b Bild Al Ctrl+8

IE":- driverlib

= usblib &uRrebuild Al Alt+E
Artive Build Configuration 3
Build Project
Build Working Set 3
Clean...

Build Automatically

Link Files to Active Project...
Add Files to Active Project...

Properties

2. The “Import” dialog box appears. Browse to the root directory for your chosen board.
The example screen shot below has the EK-LM3S9B90 board as the chosen board.
(StellarisWare\boards\ek-Im3s9b90). Be sure that the examples are selected
in the listed projects and click “Finish.”

% Import

Import Projects
select a directory to search for existing Eclipse projects. / )
-
(® Select root directory: | Cr\stellariswars \boards \ek-m3s2he0 | [ Browse... |
() select archive file: | | Browse
Projects:

aes_sxpanded_key ~ Select all

aes_set_key
bitband Deselect Al

blinky
enet_lwip 2 Refresh

|:| Copy projects into workspace

(7 [ Finish H Cancel
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3. All of the projects now show in the Projects Explorer Window.

5 C/C++ - Code Composer Studio (Licensed : 30 Days Remaining)

Eile Edit View MNavigate Project Target Tools Window Help
RBS- (%8 1P iH- 3 (o |
F = An outline is not available,

&S blinky

&S driverib

'bc enet_|wip

'bc' enet_ptpd

'bc enet_uip

'bc apio_jtag

& arlip

& hello

'bc interrupts

'bc mpu_fault

= gs-adventure

5 timers

'bc uart_echo

'bc udma_demo

&S ush_dev_bulk

'bc usb_dev_keyboard
'bc ugh_dev_mouse
'EE' ugh_dev_serial
'bc ush_host_keyboard
'bc ush_host_mouse
'bc ugh_host_msc

'bc' usb_stick_demo
'bc ush_stick_update
12 ushiip

1 watchdog [Active - Debug]

0* | CJC++Indexer E== &

Wi TEXAS INSTRUMENTS

Rev. 1.3



QUICKSTART - CODE
COMPOSER STUDIO™

Step 6: Building and Debugging a Project

1. Right click on the hello project and select “Set as Active Project.”

) C/C++ - Code Composer Studio (Licensed : 29 Days Remaining)

File Edit View Mavigate Project Target Tools Window Help
; b S ® - 35 i P AP Ll B |BRc/c++ |
= d><.‘-' = An outline is not available.

= aes_expanded_key

bc aes_set_key

12 bitband

12 blinky

125 driverib

= enet_wip

'bc enet_ptpd

= enet_uip

= gpio_jtag

125 arib

=

=2 inter MHew 4
= mpu |
'bc gs-a1
'bc timer| Open in Mew Window

= uart | - - .
2L Ldmd 8 Set as Active Project

-C
= usb Rebuild Index

GoInto

lb:g ush_ Active Build Configuration 4
g :z:_ Convert T.U"' & conscle 52 = B8 || [l problems 52 % v =0
b[: usb_ Cl"fa” P"?JECt C-Build [hella] 0 errors, 0 warnings, 0 infos
bc' usb_ Build Project &l =" ff - Description
'bc usb: Rebuild Project
I@E usb_| [ Copy
IQC ust
g :f:l‘l:l ¥ Delete

Maove...

Rename

o Refresh " 5

 ma Close Project

Debug As 3

Team 3

Compare With 4

Restore from Local History...

Link Files to Project...
Add Files to Project...

Open Target Configuration
Build Properties. ..
Debug Properties. ..

Properties

2. Click on the Project pull-down menu and select “Rebuild Active Project.” The build
may take a few moments. As the project builds, messages scroll by in the console
window. When the build is complete, the words “Build complete for project hello”
appear in the console window.
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ﬁ C/C++ - Code Composer Studio (Licensed : 29 Days Rema
File Edit View MNavigate QEfiZ=8l Target Tools Window Help
[ & % -|  [sgBuild Active Project Ctrl+5hift+p ﬁ|% clca+ |

= B Rebuild Active Project Alt+5hift+P
i CfC++Projects X

= O || 5= outline 32 =0
Glmport Ewisting CCS/CCE Eclipse Project An outline is not available.

I tLs CC5v3.3 Project
'bc aes_expanded_key m mpert tegacy v rose

-C
& aes_set_key [} Buid Al Col+8
& bitsand &3Rebuid Al Alt+B
== blinky

&S driverib
Ibc enet_lwip
Ibc enet_ptpd

- ) Active Build Configuration b
H- =
- en_Et__L"D Build Project
H- = j
gpio_jtag Build Working Set .

Lo
Nl Build Automatically

= interrupts

Ibc mpu_fault Link Files to Active Project...

Ibc gs-adventure Add Files to Active Project...

125 timers

Ibc uart_echo

Ibc udma_dema

125 ush_dev_bulk

Ibc usb_dev_keyboard

bc usb_dev_mouse

bc usb_dev_serial ) ) -

= ush_host_keyboard C‘BL"'d_ [hello] 0 errors, 0 warnings, 0 infos

125 usb_host_mause &G =t i~ Description

bc usb_host_msc

bc usb_stick_demo

bc usb_stick_update

12 usblib

bc' watchdog

Properties

B cansale 32 = B || [2l problems 52 4T =

T

0® fhello

3. Click on the Target pull-down menu and select “Debug Active Project.” Alternatively,
you can simply click the “Debug Launch” icon on the toolbar.
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8 C/C++ - Code Composer Studio (Licensed : 29 Days Remaining) |Z||E|[g‘
File Edit View Mavigate Project REy =9 Tools Window Help

[ & & - ¢ % + [ NewTarget Configuration. . L @|%q¢++ |

‘2 Debug Active Project —
5 || Bz outine 52 ==
w— #;li Launch TI Debugger o= Cutine
= An outline is not available.

Debug History 4

'bc zes_expanded_key Debug...

'bc aes_set_key

1 bitband

&L blinky

25 driverlib

= enet_lwip

'bc enet_ptpd

= enet_uip

'bc gpio_jtag

2 grlib

=
'bc interrupts

bc mpu_fault

= gs-adventure

5 timers

= uart_echo

'bc udma_demo

&S usb_dev_bulk

'bg ush_dev_kevboard

'bc usb_dev_moFlse E conscle 52 =5 [:_\Problems 57 :=::> - =7
= usb_dev_serial
= ush_host_keyboard C-Build [hello] 0 errors, O warnings, 0 infos
= usb_host_mouse & E| i Description

= ush_host_msc OMEIIEY/ THEE U/ DIn/ NERE [0,

= ush_stick_demo
'bc usb_stick_update
& ushlib

'bc watchdog

exe" "C:/Program
Files/Texas
Instruments/cesv4/utils/t
iokj2bin/mkhex4bin.exe"
o

Build complete for
project hello

123
|d\
|»

It helo

4. The Code Composer Studio debugger automatically connects to your evaluation
board, programs the Flash memory, and runs to the beginning of the main() function.
From here, you can examine and modify memory, program variables and processor
registers, set breakpoints, step, and perform other typical debugging activities. To run
the program, select “Run” from the Target pull-down menu.

Wi TEXAS INSTRUMENTS

Rev. 1.3 12



QUICKSTART - CODE
COMPOSER STUDIO™

% Debug - hello.c - Code Composer Studio (Licensed]
File Edit View Navigate Project MEGSH Tools Scripts Window Help
& &3 5|£| W, [{@ @ LoadProgram.. Ctrl+Alt+L = 55 |3 pebug | R cic++
- Reload Program Ctrl+Alt+R -
% Debug X % O & & 7 = B ||09= Local (1) 32 |watch R - e =
@Lnad Symbols...
) Dellu [Debug] - Stellaris In-Ciry $% Add Symbals... Session] Name Value Address Type
=1® Device
= Thread [main] (Suspel v G Connect Target Alt+C
= PLELE SR Disconnect Target Alt+D
= 1 _args_main{) at
»d Stellaris In-Circuit Debug 1 e§° Restart
il Stellaris In-Circuit Debug 1
QGn to Main
1 Run F8
[ Terminate Al Crl+Alt+T
F:_Step Into F5
3 Step Over F& < i >
b Assembly Step Into =g
€] hello.c 32 3 Assembly Step Qver
BS [fmmmmmmmammm _ {2 Step Return F7 [TTmmmmmmmmmmmmmmmmemmmmme La
€66 int
Reset L4
67=main (void) %
LUCERE
. Advanced » Fystal.
72 RCM SysCtlClog (& New Target Configuration... E OSC | SYSCIL_OSC MAIN
3 %Debug Active Project
‘?;i Launch TI Debugger —
Tnitialize Debug History 3
Debug... v
B console £2 Bl #B-r9-=0
hello [Project Debug Session] Stellaris In-Circuit Debug Interface_0/CORTEX_M3_0 (10:01:43 AM)
CORTEX M3 0: GEL: Warning loading file 'C:\Program Files\Texas Zr.st:mrrer.ts"-.cca'.r-?'-.Err..'_at;cr."-.ge'_".CC:tEXI-IE.__t;'_.ge'_', line 68: the funiH
COj Cutput: Memory Map Initialization Complete
CO; Cutput: Watchdog Timer Enabled
R GEL Cutput: UARTs Enabled =
b
< ) k4
‘0 EmR LE

Step 7: Build and Run Additional Example Programs

There are several additional example projects listed in the workspace. If you would like to
build another example project, follow the above instructions. The quickstart application that
came preloaded on the evaluation board is the gs-xxxxx project listed with the examples.

Creating a New Project

Once you have gone through the StellarisWare example applications, you may want to create
your own project to start development. While you can always start with an existing, simple

project, sometimes you may want to start fresh.

The example provided below creates a fresh project, copies code from an existing project, and

builds the new project.

1. To add a new project to your workspace, go to File > New > CCS Project.
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® C/Ce+ - blinky.c - Code Composer Studio (Licensed)

=W Edit View Mavigate Project Target Tools Window Help
Mew File... Standard Make Project 1
Open File. .. RTSC Configuration Project
Close Ctrl+W (% Folder
Close All Ctrl+shift+w @ Source File
ﬁ Header File
[ File
(& Class

[#] Target Configuration File
533 DSP/BIOS v5.xx Configuration File

Maove...
&Y RTSC Configuration File
Rename... F2 r
Refresh F5 =% Other...
Convert Line Delimiters To L = P : R

2. Code Composer Studio prompts you with a dialog box asking you to name the project
and specify the location of the project. Name your project, specify the location, and
click “Next.”

% New CCS Project

CCS Project
-
Create a new CCS Project. @

Project name: |n'|1u:|r-:|ject |

Use default location

Location: | C:/Documents and Settings fknormanMy Documentsfv |

Cancel
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3. The next dialog box asks for the project type and configurations. Select “ARM” as the
project type, check both the “Debug” and “Release” configurations, and click “Next.”

% New CCS Project X
Select a type of project ,
Select the platform and configurations you wish to deploy an \&
Project Type: |.-5.Rr~'1 b |
Configurations:

F5Debug
FHRelease -SEIEI:t all
Deselect Al

[ ]5how All Project Types
[]show all Configurations

@ R

4. The next dialog box allows you to define any inter-project dependencies. If your
project will be using driverlib, usblib, or grlib, now is a good time to define that
dependency.
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% New CCS Project X]

Additional Project Settings
Define the inter-project dependencies, if any., @

= Projects | CfC++ Indexer

Referenced Projects

[] =Ezee ewpanded key
[l '[é:-aes_set_key

[] = bitband

] = blinky

(== driverlib

[ enet Inip

[ = enet ptpd

[ = enet_uip

Fl T-.i:. s itss

2.3

I[E:4

(7 [ < Back ” Mext = ]

Finish Cancel

5. On the next dialog, select the appropriate Stellaris device, little endian, the TI code
generation tool, ELF output format, and the rtsv7M3_T _le_eabi.lib runtime library.
Click “Finish.”
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% New CCS Project %]

CCS Project Settings .
Select the CCS project settings, \57

Cutput type: |Executable W |

Project settings

Device Variant: | Cortex M v| S v | voe.. |
Device Endianness: | little v
Code Generation togls: | TIv4.6.1 v|[ more.. |
Output Format: |eabi (ELF) v |
Linker Command File: | Im3s3b30.cmd v || Browse.. |
Runtime Support Library: | rtsv7M3_T_le_esbi.lib v || Browse... |

[ ]Treat as an Assembly-only project

Target content
@ Mone

() Use DSP,BIOS v5.xx T

() Enable RTSC support {required for DSPEIOS vé.xx, Codec Engine v3.xx, etc.)

':?:' Mext Einish l [ Cancel

6. A new project has now been created, but the project does not include any source code.
The next step is to add some startup code to the project. Copy the startup_ccs.c file
from an existing example directory in StellarisWare (such as

\StellariswWare\boards\<board>\blinky) to your new project directory created in step 2
above.

7. Create a new C source file by going to File > New > Source File.
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% C/C++ - Code Composer Studio (Licensed)

3-8 Edit View Mavigate Project Target Tools

Mew Alt+5hift-Hy
Mew File. ..

Cpen File...

Mave...

Renarme... F2

Refresh F&

anvert |ine Nelimiteres T

4 CC5 Project

Window Help
Standard Make Project 1
RTSC Configuration Project i

(% Folder

ﬁ Header File

[ File

(& Class

[&] Target Configuration File

34§ DSP/BIOS v5.xx Configuration File
& RTSC Configuration File

% Other...
BT

8. Inthe dialog box that pops up, name the file main.c and click “Finish.”

& New Source File

Create a new source file, C !
Source Folder: | my_project | [ Browse. .. ]
Source File: | main. c| |
':':’:' Finish l [ Cancel
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9. Add a main() function to main.c. Save the file. See the screenshot below.

R R R AR R
= 0 |
s 1 [int

2 main (void)

I
[5]
Il-j
Hi
s}
1]
|l:
H

while (1)

10. Both files, main.c and startup_ccs.c, should have automatically been added to the

project. If not, right-click the project, select “Add Files to Project” and browse to the
files.

T U _1aunt
= IDE- my_project [Active - Debug]
g Includes
@ mair. c
@ startup_ccs.c
EI Im3s%ba0, crnd
Ié: gs-adventure

(e} T'_I: Hrmmee

11. Build the new project by selecting Project > Rebuild Active Project.

With your project created, all you really need to do is add your own code. Use the existing
StellarisWare board examples as a reference.

NOTE: To set up your project to output a binary file (.bin) to be used with tools such as
LM Flash Programmer, copy the post-build step from an existing Stellarisware
example project. See the following screenshot.
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L) Properties for mpu_fault

[bpefitriot | | c/C++ Buid
y-Info Active configuration
i Builders )
- €jC++Build Project Type: | £
C_rC++D.0cumentati0n Configuration: iDEbUQ vl [Manage... ]
L CfC++File Types
- CfC4++ Indexer Configuration Settings
- CC5 Build o : =
CCS Debug | Tool Settings || Build Settings Si Error Parsers || Binary Parser ' Environment || Macros |
i Project R.efer?nces Pre-build step:
Refactoring History
Command:
Description:
Post-build step:
Command:
‘ "S{CCE_INSTALL_ROOT} futils/tiobj2bin tiobj2bin.bat™ "¢{BuildArtifactFileMame} " "s${BuildArtifactFileBaseMame}.bin™ "${CG_TOOL_ROOT}/binjofd470.exe™ "s{CG |
Description:
Apply Predefined Step: b |
[Resmre Qefauhs] [ Apply ]

NOTE: If you use standard C 1/O functions such as printf or fread, you must increase
the stack and heap allocations for your project. Right-click on your project and
then select Properties to open a dialog containing the project options. Select
C/C++ Build in the pane on the left side of the dialog box. This displays the build
options. Under the Linker node in the Tool Settings tab, select Basic Options from
the scroll list. Enter 0x800 for both the system stack and the heap. See the
following screenshot.
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[

B2 aes_set_key
S bitband
B blinky
[]-"bc boat_demnol
B bioat_demoz
B-ES boot_eth
[]-"bC bioat_serial
[ 'bc can_device_f
[]"'bc can_device_|
B2 can_device_c
B2 can_fifo
FI-T25 driverlib
BB enet_io
[]-"bc enet_lwip
I:I'"'bC enet_ptpd
B-2S enet_uip
[]""bc gpio_jtag
B2 graphics
#-=5 hello [Activ
I:I'"'bc interrupts
B-2S mpu_fault
B pwmgen
B2 gs_ek-Im3s85
[]-"bC sd_card
125 timers
[]-"bc uark_echo
B2 watchdog

]bc aes_gxpanded_key

I type filter text

+ Infao

- Builders

-+ CfC++ Build

[/ ++ Documentation
fC++ File Types

I ++ Indexer

C/C+ + Build

& Properties for hello

gE Cutline &3 =0

An outling is not available.

[~ Active configuration

Project Type: IARM

Configuration; IDEbug

1]
j Manage...

~Configuration Settings

i Project References

“ Refactoring Histary

-5 TMS470 Linker

. .@ EnkryJExit Hook Options
-2 Feedback Options:

Taol Settings IBu\Id Settings I Build Steps I Error Parsers I Binary Parser | Environment | Macros I
: @ Optimizations: ;I Specify output: file name {--output_Ffile, -o) | "hello, out"

Input and output sections listed into <file = {--map_Ffile, -m) I"hello_ccs.map"

Browse... |

Browse. ..

- @ Library Function Assump
= @ Assembler Options:
(Z2 File Type Specifier:

Set C system stack size (--stack_size, -stack) | 0xE00

Heap size for C/C++ dynamic memory allocation {--heap_size, -heap) | 0x&00

= @ Directory Specifier:
= @ Default File Extensions:
- @ Command Files:

@ Basic Options:
- @ Command File Preproces
- @ Diagnostics:

~(¥2 File Search Path: 2
S T

Restore Defaults | Apply

|

Conclusion

You have now installed the Code Composer Studio development tools and used them to build

and load an example application on your Stellaris Evaluation Board. From here, you can
experiment with the debugger or start creating your own application using the example
projects as a reference. For further information on Code Composer Studio, go to the CCS
Developer Site.
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(7) Help Contents
5%’-' Search
Dyrnamic Help
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software Updates
Licensing Options...
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References

The following references are included on the Stellaris Evaluation Kit Documentation and
Software DVD and are also available for download at www.ti.com/stellaris:

= Stellaris Evaluation Kit User's Manual

= StellarisWare Software, Order Number SW-LM3S

= StellarisWare Peripheral Driver Library User’s Guide, Order Number SW-DRL-UG
In addition, the following website may be useful:

= Code Composer Studio website at http://www.ti.com/ccstudio
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