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If you want to modify the pins ==> Open the User_Setup.h file in the TFT_eSPI folder

Find the location shown below and modify
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206 #define TFT_MISO -1

7 #define TFT_MOSI 33 // 1.90 4 1.44 4

P8 #define TFT SCLK 32 // 1.90 11 1.44 3

209 // #define TFT1_CS 1 // TFT 1 chip select pin (set to -1
210 // #define TFT2_CS 8

211 #define TFT1_CS -1

212 #define TFT_CS -1 // Chip select control pin 1.90 12 1.44 2
213 #define TFT_DC 25 // Data Command coftrol pin 1.90 7 1.44 ¢
214 #define TFT2_RST 5 // Reset p in (could connect to RST pin) 1.
215 #define TFT_RST 16 // Set TFT_RST to {1 if display RESET is cor





Open the project Animated_Eyes_2.ino, check the config.h file, and modify the definition of the position in the figure below
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22 //#include "data/owlEye.h" // Minerva the owl (DISABLE TRA
23 //#include "data/naugaEye.h" // Nauga googly eye (DISABLE TR
24 //#include "data/doeEye.h" // Cartoon deer eye (DISABLE TR
25

26 // DISPLAY HARDWARE SETTINGS (screen type & connections) --------

27 #define TFT_COUNT 1 // Number of screens (1 or 2)
28 3 // TFT 1 chip select pin (set to -1 t
29 // TFT 2 chip select pin (set to -1 to





