How to Replace Splash Screens on Archer WM6
The Archer WM6 device has the option of replacing the splash screen that appears when the unit is turned on. The unit comes with a default screen and does not need to be replaced. This is just an option to customize your unit’s splash screen. Complete the following steps to change the splash screen.
Step 1 – Create the new Splash Screen with the following parameters. 
· Name: Must be splash.bmp.  
· Format: Must be .bmp and 256 colors (sometimes named as 8 bits per pixel).  
· Dimensions: Must be 240 wide and 320 tall.  
Note: You can tell if you have the format correct if the size of the .bmp is around 78 KB.  IrfanView is a free program that has the capability to convert to this format and does a better job than MS Paint.  To convert a .jpg to this format open the .jpg with IrfanView, save it as a BMP.  Then select the Image Menu and select “Decrease Color Depth”.  Choose 256 Colors.  You can also resize-resample with IrfanView to get to the 240 wide by 320 tall pixel dimensions.

Step 2 – Create the JSUpdate file.  Create an ASCII text file named JSUpdate.txt that has the following text:

Juniper Systems Update File version 0.0

UpdateScreen=1
Step 3 – Place splash.bmp and JSUpdate.txt on an SD card.  Insert the SD card into the device and reboot the archer.  The splash screen will automatically get updated as it reboots.  Remove the SD card and delete the files (otherwise every time you boot the archer with the SD card inserted, the splash screen will be replaced).

Several other screens can also be replaced, although it is intended for OEMs to just replace their splash screen. The progress bar, replace screen, and error screen that come on the device are intended to work with any new splash screen.  However, if there is desire to change them, then they must all be the same format as the splash screen, but their sizes will vary.
· The OS Replace screen is what is shown when the unit is updating the OS.  This screen is centered and must not exceed 25 KB.  The name for this file is replace.bmp.
· The Error screen is what is shown when an error occurs during the OS update.  It is also centered.  The name for this file is error.bmp. Note: When replacing this screen the number that is drawn over this screen will always be in the exact same spot of the display.  
· The progress bar can be replaced.  The progress bar is a series of BMPs that get displayed during different parts of the initial loading.  Each tick mark indicates another piece of the OS being loaded.  There are 15 BMPs named prog0.bmp through prog14.bmp.  Each one must not be more than 12,960 bytes.  There is one other file needed to position the progress BMPs.  The file name for this is progress.dat.  The contents of this file must match the SPLASH_PROGESS_INFO structure (at the end of this document).  The bitmapStartPoints is used to position each progress BMP.
Whatever files are on the SD Card with the JSUpdate.txt file will get updated into the device (if only splash.bmp is present, then that is the only screen that will be replaced).
SPLASH_PROGESS_INFO structure contents
#define MAX_TICKS_POSSIBLE      15 

#define RGB_TO_WORD(r,g,b)  (WORD)(((r & 0xF8) << 8) | ((g & 0xFC) << 3) | ((b & 0xF8) >> 3))
#pragma pack( push, 1)

typedef struct

{

    WORD x;

    WORD y;

} XY_POINT;

typedef struct

{

    WORD wReserved1; // Set to 0
    WORD wReserved2; // Set to 0
    WORD wTransparentColor; // Use 0 (black) for no transparent color

    WORD numProgressBitmaps; // Set to 15

    DWORD dwReserved3; // Set to 0

    XY_POINT bitmapStartPoints[MAX_TICKS_POSSIBLE];

} SPLASH_PROGESS_INFO;

#pragma pack ( pop )

