I .How to add language
1. Suppose our new language is French (FRENCH), create a new French header file named
"language_fr.h" under the Language folder, copy and paste all the contents of "language_en.h"

into the "language_fr.h" file. .
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2. Change all the 'EN_' (in English) in "language_fr.h" to 'FR_' (representing French), then
translate each entry into the corresponding language (translation of the button cannot exceed 10

characters at most, otherwise it cannot Fully displayed), as shown in the figure below, Figure 1 is

before modification, and Figure 2 is modified.
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4, Similar to step 2, open the "language.c" file, copy the entire en_pack[LABEL_NUM] Language
package array, paste and rename it fr_pack[LABEL_NUM], and then change all the 'EN_"in this
array to 'FR_".
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5. The mapping relationship of the new language is added. At this point, the new language has
been added. After compiling and updating, you can use the new language by switching the
language in the setting interface.
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