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1.0 Introduction

Thank you for purchasing VinylMaster Pro the very latest in sign software. VinylMaster Pro is a powerful vector
graphics package that gives professionals tremendous flexibility and designing power, while being so user friendly -
that even casual users can instantly create the most amazing signs and graphics within minutes.

This manual provides you with an overview of every feature of the program, how to implement it and its location,
along with handy hints and notes. Be sure to download the latest update from www.future-1.com

1.1 Don’t read the manual! watch the VinylMaster Academy Lessons instead?

Rather than having to solely rely and read through a lengthy manual, we have produced a diverse range of AVI
movie files that show the program and all its modules in real life action. These introduce you to VinylMaster Pro
and its wide range of features, and then teach you step by step how to become an expert VinylMaster Pro user.

The great part is they actually show you what to do, and even speak to you. So make sure that if you have a sound
card and speakers, that they are turned on and working, ready for your personal guide to VinylMaster Pro.

To begin your introduction then lessons click on the help menu or book and the VinylMaster Academy screen
will come up, from here you can select what you wish to learn about, for more information on help go to Topic 1.6
on page 1-3.

Keep this manual handy as a quick reference guide for any particular feature or command that you may need to
know about in more detail.

1.2 System Requirements

To install and use VinylMaster Pro you must have “as a minimum”, the following hardware and software
configuration:

Minimum Configuration Recommended Configuration

IBM - Compatible PC with a Pentium 75 CPU, IBM - Compatible PC with a Pentium IV+ CPU,
100Mb of available Hard Disk Drive space, 5.0Gb of available Hard Disk Drive space,
32Mb of RAM, 1024Mb of RAM,

4 x CDROM, 52 x CDROM,

SVGA color monitor, 197+ SVGA color monitor, set to 1200 x 1024+
1Mb SVGA color video/graphics card, 128Mb AGP SVGA color video/graphics card,

2 Button Mouse, 2 Button Scrolling Wheel Mouse,

Microsoft Windows Vista/XP/2000 Sound & Speakers

Microsoft Windows Vista
1.3 Conventions Used in this Book

This manual contains special symbols and/or words that refer to commands and instructions.

Click: This refers to the use of the left mouse button, and requires the user to depress their left mouse button once,
unless otherwise instructed.

Keyboard: When a keyboard operation is required i.e. saving a document, the instructions would be as follows:
Ctrl+S

This refers to pressing the “Control” key on the keyboard while at the same time pressing on the “S” key, the “+”
key does not have to be pressed.
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Any other instructions such as, press “Enter” on the keyboard, literally mean to press the Enter key on the
keyboard.

Instructions/Subject Matter:
When a topic is discussed the instructions and/or subject matter are highlighted as follows:

“Highlighted Means the Instructions/Subject Matter”

Any text found to be highlighted like this is the main subject of the Topic. Any instructions on how to use a
particular feature or tool should be followed when highlighted in this fashion.

1.4 Equivalent Terms
As VinylMaster Pro is available throughout the world several functions and items are referred to with particular
names, that may not be recognizable to the user. The following is an equivalent list of these names:

Manual Definition Equivalent Term Description

Bitmap Picture/ Image/ Photo An image made up of pixels (dots) that forms a picture
Break Apart Release Compounds Revert one shape to separate curves/ path

Combine Make Compounds/ Shaping  Convert all curves/ paths to one shape (retaining curves)
Curve/ Line Arc/ Path/ Direction Section of any given shape defined by nodes/ control points
Export Save As To save a file in a format that another program can load in
Import Open As/ Merge To load in a file from another program (different format)
Module/ Screen Window Subprogram that loads in its own viewable Window

Node Control Point Editable position of a line, curve or arc segment

Page Blank/ Layout/ Drawing Current work area with a defined border or edge
Silhouette Contour Cut Outline a bitmap image as a whole in curves to cut out
Trace Vectorize/ Digitize To outline a bitmap (constructed of pixels) with curves
Welding Shaping/ Combine Variations of Combining and Break Apart

1.5 Technical Support

If you have an inquiry or question relating to VinylMaster Pro or any one of its modules, please look in this manual,
or refer to the VinylMaster Academy and On-Line Manual (download the latest manual from www.future-1.com)
Remember to look under the contents and index. If you have purchased FutureCOVER (additional technical
support), please use the special telephone number provided and have your Customer Number and Business Details
handy for the operator. For your rights please read the License Agreement on page 34-1.

Fax Support

If you can not find the answer to your inquiry, please print out the “Request for Help Sheet” from the “Help”
menu of the program, fill this in and fax it to your closest Future Corporation office, or your country’s head office,
which appears on the inside front cover of this manual, and your inquiry will be answered in turn, usually within 1-
24 hours.

Internet Support

Internet Support is the most reliable technical support offered by Future Corporation and is available 24 hours a day
by E Mailing: tech@future-1.com Note, please keep any inquires concise and focus on the issue/s, listing each one
separately. Please include your 16 digit Customer Number, business and contact name.

Telephone Support

Where available you may telephone Future Corporation on your country’s Technical or General Help Number,
which if available appears on the inside front cover of this manual. Please note, this service is strictly limited and
can only deal with general problems relating to this software. It is not available as a training facility. You are
encouraged to utilize Internet support, which is manned by our internal programmers. These people have an
intimate knowledge of VinylMaster Pro, the sign industry and most plotters.
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Extra Live Help (FutureCOVER)

If required (and where available), you may purchase additional live technical support (FutureCOVER) at very
competitive rates. You will be provided with a special telephone number and will need to have your Customer
Number and Business Details handy for the operator. Please e mail futurecover@future-1.com for the latest rates
and availability in your area.

1.6 On-Line Manual & VinylMaster Academy (Located on the FutureRIP Program CD)

VinylMaster Pro and all its modules including Font Detective, Font Manager and Quote Calculator etc. all come
with built in help. This help is coupled with VinylMaster Academy that uses AVI movie files to run real time
training of the major features and tools in a lesson by lesson format; which can be repeated and navigated through
at will. Completing the VinylMaster Academy will give the user a broad understanding of VinylMaster Pro. It is
important to note that nearly all technical support and inquires are answered within the VinylMaster Academy.

To access VinylMaster Academy, click on the Help Book when in VinylMaster Pro, as shown here: and
VinylMaster Academy will launch. From here click on the topic of interest and then the appropriate lesson, and it
will automatically play. Note, the VinylMaster Pro CD must be inserted into the CD Drive.

At this stage, make sure that if you have speakers for your computer, that they are plugged in and turned on, so that
you can also listen to the voice over which explains what is happening on the screen in front of you. Throughout the
remainder of the program and all its modules you will see the Help Book in many places, by clicking on the Help
Book wherever you may be, you will be taken directly to the relevant Help section, that will assist you in your

inquiry.
1.6.1 Troubleshooting

For the most common troubleshooting questions please see Topic 35 first. For the remainder of all the Frequently
Asked Questions listed as “FAQ’s” (with many dealing with common troubleshooting problems) these are found on
the VinylMaster Pro CD and also in the “Tray Icon” under “Help”, as shown on page 2-2. These can be printed out
and referred to at any time.

1.7 About VinylMaster Pro

VinylMaster Pro is a true vector graphics based program. It has been primarily designed for those wishing to create
vinyl signage. It may also be used for many desk top publishing applications also requiring vector based graphics.

The program allows you to create any vector type image which can then be either printed, plotted or cut out onto an
adhesive film - from a vinyl cutting plotter, to create a full range of signs and graphics images for any application
that the user may require.

VinylMaster Pro also comes with a range of modules (sub-programs), that allow users to easily handle all the
different facets of sign making. these are used in a step by step process to achieve a wide range of possible results.
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2.0 Using VinylMaster Pro

This section provides an overview of the general application of VinylMaster Pro. Along with a concise description
of all the general commands (buttons) of the program. For more detailed information on any particular Command,
Feature or Module, please go to the Table of Contents or Index to find the appropriate Topic.

The following schematic diagram has been produced to simulate a job that would encompass the main facets of
VinylMaster Pro and its Modules to visually demonstrate to you, how the program and all its modules combine - to
better assist you with your work.
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6. The Final Artwork is 5. The Heading Font is located 4. The Job is designed as Artwork
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using the E Mailer, for
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Positioned onto the Vinyl, and then Out and then Laid Out on the

sent to the Vinyl Spooler Job
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2.1 The VinylMaster Pro Toolbars

The VinylMaster Pro Toolbars have been developed to quickly and easily Open (Load or Launch) any of the
program’s modules (Windows). There are several ways to do this using Microsoft Windows and this will also
depend on which version of Windows you have (Please consult your Windows documentation for opening,
maximizing, minimizing and closing applications).

For Win9X, ME, 2000 and NT 4.0+ the Tray Toolbar is available on your desktop, as shown below.

Floating Toolbar B |mage Tracer
‘gLi Scanning Module

@ Speed Weed
=] Image Cut

5| Quote Caleulator
f%} E-mailer

* Flaating Toalbar

Tray Toolbar T 10:45 40

VinylMaster Pro also comes with a Floating Toolbar. This Toolbar can be positioned to any point on your Window,
by left clicking on the “Eagle” and moving it around, as shown above. This toolbar automatically snaps to the edge
of the Window when it is placed near it, also shown above.

Both these Toolbars are used to instantly launch VinylMaster Pro, or any one of its Modules (Windows). To do this
click on the required “Module” and that Module will automatically come up (Launch), ready to be used.

To remove the Floating Toolbar permanently, click on the “Floating Toolbar” button in the “Tray Toolbar”, as
shown above, so its status becomes unchecked. To reinstate it, recheck it from the “Tray Toolbar”.

2.2 The VinylMaster Pro Welcome Window

The Welcome Window appears once the program has been launched, directly after the Helpful Hints Window has
been closed, this Welcome Window is used as follows:

Start a New Document- Loads the Page Size Window.
@ﬁ JJHJJMJ&!&! B!J Open Recent - Displays a preview of your most recent

New Document Open Recent Open Document work, so that you can choose the document you require.

Open Document - Brings up the Open Window, from
where you can select a file to open from any location.

About VinylMaster Pro - Displays information about this
software, its modules and the license agreement.

. %) 3
4 ‘J\%% Help Topics - Launches the VinylMaster Academy, from
’ ~ where all the Help Tutorials and Lessons can be done
F‘lﬂﬂ'ﬁ,ﬁ from. Note, must have the VinylMaster Pro CD available.

Help Topics Products

ocument

Products - Links to Future Corporation’s web site.
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2.3 Starting a New Document, New Job or New Page

W

Hew Job <4—o New Job - Closes current Document, and loads Select Page Size Window
MNew Page <4—o New Page - Loads Select Page Size Window to add one (1) more Page into current Document

After nominating to Start a New Document from the Welcome Window, the New Page Window comes up, as shown
below.

Note, this Window also comes up when a New Job or New Page is selected in VinylMaster Pro, as shown above.

Standard Page Sizes Page Preview @—

ﬁL‘ Select Page Size

" Mommal Paper (" Metic o Imperial " Yinyl

Page Orientation D("F‘ortrait ] ¢ Landscape
Standard Sizes e—p [ Preset (LK MNG_—_GNGN - | «
Page Width e widh | 3000 [inches 7]
Page Height e—p Height: 3E.000N inches

3fx 3t
Unit Measure
@ Change Sizel Mew Page | Cancel | Helm |
Change the Size of an Existing Page J T—o Create a New Page (within the current Document)

This Window is used to specify the document’s “First” page size and orientation. It is important to know, that
VinylMaster Pro allows the user, to have multiple pages within one document that can all be the one size, or a
combination of any size and orientation. Note, the amount of pages within any one document is only limited by
your computer’s memory resources, however it is recommended to have a maximum 25 pages per document.

To specify the Page’s Size and Orientation, you have the choice of:

1. Selecting a standard size from any one of the 4 Standard Page Sizes. To do this, click on the Page Type by
clicking on the required “Standard Page Size”, check box, shown above, next, click on the “Preset” drop down
box, also shown above, and select on the required Preset size, next, click on either “Portrait” or “Landscape”, and
then click on “New Page” and the nominated Page Size and Orientation will come up in the program’s drawing
area.

2. Setting the Page’s Width by Height values. To do this, set the required Unit Measure, by clicking on the “Unit
Measure” drop down box, then select either “Imperial or Metric”, next, click in the “Page Width” box, and type in
the required value, then click in the “Page Height” box, and type in the required value, next click on “New Page”
and the nominated Page Size will come up in the program’s drawing area.

2.4 Opening a Recent Document

After nominating to Open a Recent Document from the Welcome Window, as shown on the previous page, the
Recent Document Window comes up, as shown overleaf.
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C:AVMPROASAMPLESAob07.¥ib =]| This Window is used to select 1 out of the 12 most
recently opened Documents.

1-2

Wrkame tn

VinylMastar

[UniyMesterp S=E . . .
Pl L}Jﬂ_’fﬂ To do this, double click on the required “Document”
— 'f A and it will automatically come up in the program’s
' drawing area, as it was, when it was last saved.

é' @ « Selected Document to reopen

TARGETS
DICITALS
POWER 3 Trading Hours
CHART: Finin M e 10 -
Children's I gt ! SFenTaweE
Thr dem ta CLEARANCE
Fri  9amta SALE
TORCHES ot i e o ¥
'20% OFF P e

2.5 Opening an Existing Document File

After nominating to Open a Document from the Welcome Window, the “Open All Files” Window comes up, as
shown below.

Save File onto 3.5” Disk

View Thumbnails

Create New Folder

& Select File to Open.. [C:\WMPRODA] This Window can be used to:

I = vmpra Thumbnailz | Cancel Open | .
4 1. Locate a particular file and/or
BACKUPS L. File Mame type of file.
clipart Current Folder |fond1.vIB
?Z:S Files of Type 2. Obtain specific information
IMAEES Files of Type to View @— [8]Document Fie [E) ~| on a particular file.

samples
spool

Vehicles Details of Selected File &— | ¢ 11w
\_]B4SAVE.VJB etalls O electe e food! WIR

—File Infarmation————————
3. View a thumbnail of a
particular or several files.

Drate:

3/03/0011:53:50 4. Create a New Folder.

File Size:

T—' Contents of Current Folder 538 Kh 5 Save a file directly onto 23.5”

Disk.

6. Open a file directly into

VinylMaster Pro.
Path of Selected File 01

|10 Object(s) [118KBpte  |CWMPROMood1 VB Thumbnail of Selected File

To locate a particular file and/or type of file and then open it, click on the “Files of Type” drop down box, shown
above, and select the type of file you are looking for, next, click on the “Current Folder” drop down box, also
shown above and locate the main folder/directory the file is saved in. Once the correct file is located, it can be
opened, by clicking on it to select (highlight) it, and then clicking on the “Open” button, as shown above.

Note, this Open Window will only display VinylMaster Pro types of files, these being “.VJB .VMP .VMO”
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To view a thumbnail of all the files in the current folder, click on the “Thumbnails” button, as shown on the
previous page and below:

To open any one of the files in the

thumbnails preview Window, as
shown here, double click on the
2-2 . - .
Sampieof 3 required “File”, or click on the
-~ | | TN m b rents requlre.d “File” once to highlight it,
Sl s ey prpp— then click on the “Open” button, also
STRIFES rmibesrsm PR ;
i shown, and it will automatically load

into VinylMaster Pro.
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|30 Object(s) |364 MByte  [File Name

To save a file to 3.5” disk, you must first have a 3.5 disk in your computer, with enough room on it to save a file,
you must also be viewing the files as shown on the previous page (not in thumbnail mode), next click once on the
required “File” to highlight it, next, click on the “Save to 3.5” Disk” button and a confirm Window will come up,
click “Yes” on this and the program will attempt to save the file directly onto the 3.5” disk.

2.6 Saving a Document, Page or Object File

n <4—e Save Document - Saves the Current Document

The VinylMaster Pro Designing Area has 4 types of files, these are:

1. .VMO Object File - a file that only consists of an object i.c. a Clipart Vector (Curve/Path) Object.

2. .VMP Page File - a file that only consists of one page and everything within and around it.

3. .VJB Document File - a file that consists of one or more pages with text, bitmaps and/or objects.

4. .VSC Package File - a file that also contains all the supplementary information of a Document File i.e. Fonts
and Bitmap Images etc. used to make up the file, that is used as a transportation file from one computer to another,
where the second computer doesn’t have the base information to open the original file, commonly referred to as an
embedded file.

File Types 1,2 and 3 are discussed in this Topic, File Type 4 (Packages) are discussed in the following Topic.

Each type of these files are savable and re-openable using VinylMaster Pro, and can be saved to any writeable drive
and directory on your computer.

To Save a File, either click on the “Save” button, shown above, or press “Ctrl+S” on your keyboard or go to the
“File Menu” of the program go down and click on “Save”, as shown overleaf.
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#l VinylMaste: Pro Next, the Save Window will come up, as shown below.
File Edit View &range Lapout Text Tools Cut Curve Edit Help
Mew Job . .
Operi File o | A B TR This Window can be used to:
Open Recent E ggjg in
Close Cument File | satain . . .
Fiush al Urwios i kB 1. Name, specify type and save a file to any writeable disk
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Save ] 1 .
Savehe W m 6 2. Locate a particular file and/or type of file to save over.
Backup How Clrl+B
v Auto Backup H . . . . .
Backu Frequency (rin) ding Hou 3 Obtain specific information on a particular file.
Import Cil+l
G \ thH |9am to 5 4 View a thumbnail of other VinylMaster Pro files.
Pt \ P | Dam to S
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Save Jpeg Images in File am o - . . . " .
SavelmagesinFle € Tloscd AT ° gjt\giqBalttir:aalr ltr::aaciier? |ij|;e (will slow down the computer when
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To save a file, make certain that you

I@ vmpro

Concel_|__Save are in the correct directory/folder
_ where you wish to save the file to,
SI‘;‘;E';”PS Given Name of File o Save HF"ENW next click on the “Files of Type” drop
data S down box, shown on the lef‘F, and
m‘;ES ' select the type of file you wish to save
samples Type of Files to Save As e—% your file as i.e. “.VJB (VinylMaster
spool flemm'mam Pro Document File)”, next, click in
Wehicles Filename: s 2
V1) B45VE VIE Current Folder the “File Name” box, also shown on
] fooel1 VB Date: the left, and type in the name you

wish to call your file (Note, you do
not have to type the file extension),
then click on the “Save” button, as
shown on the left and your file will be
saved in the location and under the
name and file type specified.

File Size:

T—O Contents of Current Folder

To Save over, or view a thumbnail
[10 Objecifs) [118KBpte [File Name and details of an existing file, click on

the “File” you wish to save over, and its details and thumbnail will appear, click on “Save” if you wish to save over
the file, and the program will ask you for confirmation to proceed, click on “Yes”, and the file will be copied over,
which will delete the original file, except for the “B4save.VJB” feature explained on the following page. Note, this
Save Window will only display VinylMaster Pro files, these being “.vJB .VMP .VMO”

2.6.1 Saving a Bitmap Image or Jpeg File (.bmp .jpg .jpeg)

In order to save your time VinylMaster Pro does not automatically save bitmaps and/or jpg/jpeg images within the
file itself, as whenever a backup commenced, the computer would be rendered inoperable while it saved these
images.

The downside with this is that the image must be present on the computer the next time you open the file. If it can’t
be found the file will open without the image. However bitmap and jpg/jpeg images can be saved within the
VinylMaster Pro file or job itself. To do this simply “Check” the appropriate file type as shown at the top whenever
saving a job that “does” contain either of these image formats. Note, the file size will be increased as a result.
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2.6.2 Automatic Saving

D P To avoid accidentally saving over a file that may be still required. VinylMaster Pro
£l Document File [VIE] j comes with an automatic saving feature, entitled: Before Save.

o T
Page File [vMP)
Object File (VM)

i 4 Files...

. This feature, saves a copy of any file just prior to it being saved under
“B4save.VJB” in the “Backups” directory which can be found in the “Vmpro”
folder. This can be very useful if a file is accidentally saved over, or updated by
mistake.

To open the “B4save.VJB” file, follow the instructions of how to open files on page 2-4, and note that it is a
“.VJB” file, which is a VinylMaster Pro Document file, as shown above.

2.6.3 Automatic Backup

= - Along with saving a file just prior to it being saved, the program also continuously
Document File [MJB) j makes and saves off a backup of the current page that you are working on as a
“.VMP” file, which is a VinylMaster Pro Page file, and as extra precaution it saves
off the last 9 auto backups as individual files in the same directory.

] Dacument File [VIB]
(2] Page File [VMP]
D] Object File (M)
s 4 Files...

This is done every 3 minutes by default, with the oldest backup, deleted of the list to
be replaced with the new backup, this timing can be changed to other intervals by
going to the “File” menu and setting the frequency in minutes.

This feature can be very useful if a file is accidentally changed by mistake, or you run out of undos, which are set to
100 by default (see Global Settings to change this quantity of undo’s on page 5-1).

Note, an Auto Backup can be performed at any time by going to the “File” menu, then go down to and click on
“Auto Backup”, or pressing “Ctrl+B” on the keyboard, and a back up will be automatically saved.

To open any one of the “backup.VMP” files, follow the instructions of how to open files on page 2-4, and note that
itis a “.VMP” file, which is a VinylMaster Pro Page file, as shown above.

2.7 VinylMaster Pro Package Files

VinylMaster Pro Package Files are used to copy over an entire document from one computer system to another,
without losing any of the document’s information. This is done when the computer that is having the document
copied over to it, may not have all the required information to open the document i.e. fonts and/or bitmap/jpg/jpeg
images. This type of file is commonly referred to as an embedded document file, and is the surest way to copy over
files from one computer to another.

2.7.1 Creating a Package File

[Fie |

Now Job Packages To create a chkgge File, you must first .have a dociur.negt up

Dpen File CtlD and running in VinylMaster Pro, next click on the “File

Clase Cunent File I menu, as shown on the left, and go down and click on
“Packages”, also shown on the left. From here you are

Flugh all Undes

Packages Create Package given 3 choices, 1. Create a Package, 2. Open a Package and
Save Chi+ SZ'TQ :stz;z 3. Verify a Package, next, click on “Create Package”, and
Save s S E— the “Create Package File” Window will come up, as shown

overleaf.
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The next step is to name the Package so that it can be
Save jn: I'@ clipart A j ﬁl reopened later.
jfb'a " 2] Job08 v I_. Save i th To do this, click in the “Name of File to Save As”
o2 vac Dﬁ’\é?:tl(;]ry/llzsol der box, as shown here, and type in the name for the file,
e8] Job03wec next check that the Directory (Folder) and Drive
8] Job0d vsc <—e Existing Files . Location are correct, then click on the “OK” button,
(8] Jobl5.vsc 9 :\‘ag‘e OfAF'Ie also shown here, and the Package File will be saved
J._. ovavens under the name it was given.

Filename: | M Save <4—e Save Package

Save at lype IVinylM aster Suit Case j Cancel |

[ Open as read-only
|—o File Type

2.7.2 Opening a Package File

Note, for more information on the Save As module,
see Topic 2.6 on page 2-5.

To open a Package File, click on the “File” menu, shown on the previous page and go down and click on

“Packages”, also shown on the previous page, next, click on “Open Package”, and the “Open Package File”
Window will come up, as shown below.

Look jr: |@ clipart A j gl

share @JobUB. Wal I_.
,s_lJobD‘I.\rsc Openin this

_‘_]JobDZ\rsc Directory/Folder
_‘_]JobDS.vsc

F_]Jobm.vsc

_s_lJobDS.\rsc I Existing Files Name of File
|—o to Open
File: name: |JobEIB.vsc M Open I <4—® Open Package

Files of twpe: IVinyIMasterSuit Caze j Cancel |

[ Open as read-only
|—0 File Type

Next, select the Package File to be opened by clicking on one from the list, then click on the “OK” button, and that
Package File will open as a document into VinylMaster Pro.

2.7.3 Verifying a Package File
Prior to sending off a Package File it can be checked to ensure that it is not corrupt.

To do this, click on the “File” menu, shown on the previous page and go down and click on “Packages”, also
shown on the previous page, next, click on “Verify Package”, and the “Open Package File” Window will come up,
as shown above, next click on the file you wish to verify, then click on the “OK” button, also shown above, and if
the Package File is in order, a confirmation of this will come up, if not recreate that Package File and re-verify.
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2.8 Job Information Module

VinylMaster Pro comes with a module that records specific information about individual jobs, that when used, is
automatically saved with VinylMaster Pro document files.

This feature can be useful as any particular information can be saved with the job, along with the clients details and
contact names etc. as shown below.

Customer List

#\ Job Information Module These details can then be printed out
Job Information Module... or copied to the Windows clipboard.
—Custorner D etail: Vv
Customer Mame  |Future Corporation Inc. m Telephone Mumber W To enter a clients details andjob
Address 1 1123 Broadway #311 Facs.imile Humber — [[212) 242 9570 information/comments, you must first
Address 2 Mew Yok, NY LLS A F obile Humber . .
Postal Code /Zip [10010 EMailbddiess  |newpork@huture] com have a document up fmd.runmng m
Contact Mame [V'inyIMaster Pra Department the prog.ram‘,‘ next,. Cl,l,Ck in the
Cormnment B est Software Everl] A approprlate Details bOXGS, shown
on the left and type in the details as
Job Infarmation [type as much text as pou wish] Info required, next, save the document as a
_e Customers Details - “.VJB” document as per normal, see
Topic 2.6 on Page 2-5, and the Job
Information will be saved with that
document.
Note, once a clients details have been
typed in and saved in a document,
Print Out Job Info Launch Quote Calculator their details are permanently recorded,
r Details r and can be retrieved for another job
v v L] by clicking on the “Question Mark”
Frint Job Info | Copy ko Elipbrdl Huote Ealcl Customer List | @ Cancel | [1].4 | button, as shown on left, this will
4 4 bring up the Customer List Window,
L ) L as shown below.
Copy All Details to Show All Customers
Windows Clipboard
Future Corporation Inc. 0 X] This Window lists any previously
s Comoraton e [ —— typed in apd savgd client detalls'. To
‘ select a client, click on the required

Future Corporation [ne. Mew Yok, MY LL5.A

_ “Details” to highlight them, next,
Contact Wirplkdazter Pro Department click on the “Select” button, shown
Comments  Best Software Everll .

on the left, and the selected details

Phane [212) 242 3835 . . .

o (217) 242 9570 will be automatwally loaded into the
) Job Information Module.

1 obile:

Email nesaypork Euture-1. com

To print out the current details and

Select Cancel || Ditails >3 & information, you must first make sure
that your default printer is plugged in -

and turned on, next, click on the “Print Job Info” button, as shown above, and all the details listed in the Job
Information module will be automatically printed out to your default printer.

To assist in calculating a quotation for a client, the Job Information module directly links to Quote Calculator by
clicking on the “Quote Calculator” button, also shown above, so that the cost of doing a job can be calculated, with
the details copied back into the Job Information module.



www.future-1.com VinylMaster Pro Using VinylMaster Pro 2 - 10

2.9 The VinylMaster Pro Drawing Area
The VinylMaster Pro Drawing Area, is where most of the designing work is undertaken.

This area deals with items such as Text, Shapes, Clipart, Curves, Logos, Printing, Outlining and Distortions - just to
name a few, as there are far too many to list all here.

When using VinylMaster Pro, its command buttons will change according to the program’s state. For example,
when in “Text Mode” all the relevant “Text Tools” will appear along the second row of horizontal tools - from the
top edge of the program. In the example below “Nothing is Selected” so the program defaults to this status and
provides the user with the tools relevant to this state.

Therefore when learning how to use VinylMaster Pro it is important that you consider these program states, as to
avoid confusion and/or frustration.

Note, if you find yourself in unfamiliar territory (program state) clicking on the undo button once or twice will
usually take you back to where you were.
Lock, Group, Ungroup, Z Order,
New Page, Open, Save and Open Main Tool Commands Undo and Redo, Commands

Print Commands
Cutting Tools Global Settings

ﬁL;VinyIHas ter Pro
File Edit “figw Awrange Lapout Test Toolz Cut Cigye Edit Help

T oD H0apEs | c==on » - M-8 @

€ Select Al | =4 CutFage | 1« 000K o nﬁu in E oo / Giota Cut F'ig
ﬁﬂﬂ nn ol nnnonnlPan oo R T Y 'l.ﬂ

=
Al - \. Measurement Units Launch other VMP Modules 0—/ [ B =
Q4= el
o __l —® Page & Object Details [ =
= E\éiirygié:]y Tools Invert Colors, Rotate = | [l
A gning 90 and Object Wire- =]
i frame Commands =
] O
£, T SJIE
é B
BE | | Text Curves and O
—| | Shapes Commands Current Color Chart Ol
®, | | o
ﬁ — Drawing Area O
i ]
@A T ‘ =
%,: | Alignment, Display —I ]
4| | Settings and Edit O
| Commands |
S| - =
~1§ =
AL *l—l Cl
i O
| Rulers Interactive Page Resizing Handle =
T \ Bring Up Main Tools o

L

_f Color Management Tools I = =
_— ==
M| %018y 2280 ClPage:lafl + # MPat S [ o gEy M

T—o Page Properties and Selection Commands



www.future-1.com VinylMaster Pro Using VinylMaster Pro 2 - 11

2.10 Design and Layout Commands

VinylMaster Pro has hundreds of Command buttons that implement a wide and varied range of functions and
features. Each command is discussed under its specific Topic throughout the manual.

The following commands are found in the main “Drawing Area” as shown on the previous page. These commands
are implemented by clicking once on them.

<4—@ Object Selector (Pick Tool) - Universal Tool for selecting, moving and resizing objects
<4—o Node Edit Tool - Specific Tool for editing all objects, curves and texts nodes

<4—0 Zoom Tool - Zooms to a selected area

<4—= Rotate Tool - Places any selected objects or text into rotation mode

<4—o Text Tool - Places the program in text mode

<4—=o0 Curve Tools Fly Out - Brings up the Curve Tools Selection Box
Shapes Tools Fly Out - Brings up the Shapes Tools Selection Box
<—eo Alignment Tools Fly Out - Brings up the Alignment Tools Selection Box

<—=o Display Options Fly Out - Brings up the Window Tools Selection Box

<4—=o Display Settings Fly Out - Brings up the Display Settings Selection Box

ROTAZ RE pcom -

<4—=o Edit Tools Fly Out - Brings up the Edit Tools Selection Box

2.11 Auto Trace & Image Cut Commands

<4—o Auto Trace - Launches the Tracing Module

3|V

<4—= Image Cut - Launches the Image Cut Module

2.12 Group, Ungroup, To Front, To Back & Lock Commands

Ungroup Objects Bring Selected to Front
Group Objects 01 ’1 f l_. Send Selected to Back

[ &0

L Lock Object/s

Group Objects

The Group Objects tool is used to fix or combine any selected objects within the designing area of the program
together as one larger object, that does not allow the user to individually edit any of the objects within the group.
However, the group itself can be edited much the same as any single object can in “Object Mode”.
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This procedure does not effect the integrity or type of objects within the group, it only groups them together as one
entity that can be ungrouped at any time.

To implement this tool, select the objects (2 or more) in “Object Mode”, next, click on the “Group Objects”
button, shown on the previous page, or press “Ctrl+G”, and the selected objects will be automatically grouped
together by the program.

Note, separate groups of objects can also be grouped together, as one larger group.

Ungroup Objects

The Ungroup Objects tool is used to separate a pre-grouped selection of objects as described previously.

To implement this tool, you must first have an existing selection of grouped objets selected in “Object Mode”, next,
click on the “Ungroup” button, as shown above, or press “Ctrl+U”, and the program will automatically ungroup the
pre-grouped selection of objects, back to individual objects, or collection of pre-grouped objects.

Bring Selected to Front

This Bring Selected to Front tool is used to adjust the Z Order of objects within the designing area of the program.
the Z Order refers to an objects position relative to any other object, i.e. from the one object on top of the other
object’s point of view, or alternatively, from the one object behind another object’s point of view.

No two objects can hold the same Z Order, one is always on top (in front) of the other, so that whenever moved into
each others area, one will remain fully visible blocking out some or all of the other object (unless in wireframe).

To implement the Bring Selected to Front tool, click on the object to be brought to the front in “Object Mode”,
next, click on the “Bring Selected to Front” button, as shown on the previous page, or press “Ctrl+Page Up”, and
the object will be automatically brought to the most “in front” (above) position.

Send Selected to Back

The send Selected to Back tool works much the same as Bring Selected to Front encompassing the same principals.
Except it moves the selected object, to be behind any other objects within the designing area of the program,
effectively applying the opposite effect to “Bring Selected to Front”, as discussed above.

To implement the Send Selected to Back tool, click on the object to be sent to the back in “Object Mode”, next,
click on the “Send Selected to Back” button, as shown on the previous page, or press “Ctrl+Page Down”, and the
object will be automatically sent to the most “back” (behind) position.

Lock Object/s

The Lock Object/s tool is used to view selected objects, but not be able to select and/or modify them. This tool is
quite useful when complex work needs fine adjustment which is usually carried out after zooming into an area and
editing the item. Because any locked object/s around the zoomed into item, can not be accidentally selected or
edited, which greatly assists the user to select the unlocked item/s.

To implement the Lock Object/s tool, click on the object/s to be Locked in “Object Mode”, next, click on the “Lock
Object/s” button, as shown on the previous page, or press “Ctrl+L”, and the program will lock the selected object/s
as they are, in the current position, until unlocked.

Unlocking All Objects

To unlock all objects, click on the “Arrange” menu of the program, go down and click on “Unlock All Objects” or
press “Ctrl+Shift+L” on the keyboard, and all locked objects will become unlocked and re-editable.
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2.13 Undo, Redo Command Buttons

k) (4 | «—0 Redo Command (Shift+Ctrl+Z) - Reverses an action performed by the Undo command

T—C Undo Command (Ctrl+Z) - Cancels the most recent operation

2.14 Global Settings, Help and Launch VMP Module Commands

mv % @ <4—=0 Help Command - Launches the Help Module

L Global Settings (Preferences) Command - Launches the Global Settings and Registration Module

Launch Command - Opens any linked VinylMaster Pro Application Program (module, Window)

2.15 Object Fill Command Buttons

<4—o Currently Selected Object’s Color
<4—=o Reverse Fill Command - Changes an object/text’s fill to clear (displayed as white)

<—=o Rotate 90'Command - Rotates any selected object/s clockwise 90’

00 &l

<4—o Clear Fill Command - Toggles any selected object/text from wireframe to solid fill

2.16 Switch to Cutting Mode Command
T—O Switch to Cutting Mode Command - Takes the user to the VinylMaster Pro Cut File Window

2.17 Main Tools Fly Out Command

™
Todls
-

T—o Main Tools Command - Launches the Main Tool Box

To maintain a large drawing area all the VinylMaster Pro main tools are hidden from sight until required.
To bring up or minimize the Main Tool Bar, click on the “Main Tools” button, shown above.

2.18 Zoom To All Command

T—O Zoom to All - Zooms to display all objects and text within the entire drawing area
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2.19 Multiple Paged Documents

CPage1cf3 + + I-‘-.F'g1;"-lF'g|2,-'-'lF'g3J."Ku — o]

L New Page/Properties Modub' Navigates between Multiple Pages

Launch Page Selector Module

VinylMaster Pro has the facility of having multiple pages of the same or varying sizes within the one document.
The program also has navigation tools to move items around within these pages, and the ability to create Page
Objects and Work Sheets, as follows.

Creating Extra Pages

To create extra pages, click on the “New Page/Properties Module” button, shown above, and the New
Page/Properties Window will come up, as shown on page 2-3. Follow the same instructions here on how to “Start a
New Document”, except click on “New Page” instead of “Change Size”, and a new page will be created at the
preset size.

Note, and existing document must be up before additional pages can be added.

2.19.1 Changing the Current Page Size (Sign Blank)

To change the current page size, click on the “New Page/Properties Module” button, shown above, and the New
Page/Propertles Window will come up, as shown on page 2-3, next select another page size or type the specific size

in, then click on the “Change Size” button, and the current page will now change to the new size.

Note, this can be done for any page within a document, including Vinyl Pages in the Cutting Module, where the
Vinyl width requires enlarging or narrowing to suit a particular vinyl width in the plotter.

The current page size can also be changed by clicking on the bottom right hand corner of the page, holding down
the left mouse button and moving the page around to the new size.

2.19.2 Moving Items from one Page to Another
To move item/s between pages they must first be selected in Object Mode, next click on the “Arrange” menu of

VinylMaster Pro, then go down and click on “Move to Page” or press “Ctrl+M” on the keyboard and the “Move
Selected to Page” Window will come up as shown below.

Move Selected to Page. .. Note, to delete a page, click on the
“Page” to be deleted from the ligt of
— _ : pages, shown on the left, next click on the
S S 5 “Delete” button, also shown over, and the
FTARATA R AL L) g WF':ieFr_a;e] Size: B5.00 % 45.00in selected page will be deleted.
Trading Hours i
R S to Sem I To move the selected item/s, click on the
ET:"‘? i::: : EE:: Current Pages “Page” Wher.e the iten}/s are to be moyed
S pemie e within Document to, from the list of available pages (this
w%ll flepend on how many pages are
e Create a New Page within .the document), as shown over,
then click on the “OK” button, and the

selected item/s will automatically move
Delete | Fage Hiess | Wwiork Page | @ OK Cancel | to the nominated page.
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Page Objects are an exact copy of an existing page that behaves as one “Object” and is usually placed onto another
page within the same document. Any changes made to the original page are instantly reflected in the Page Object,
even while it is in another location within the document. This feature has been designed to allow the user to place a
scaled copy of a page or pages onto a blank work area, then position these as a preview of work for a given
customer, that can be printed out or € mailed as the artwork.

To create a Page Object, click on the “Launch Page Selector Module” button, as shown on the previous page, and
the “Page Selector” Module will come up as shown below.

Move Selected to Page. .

Page ¥iewing Module

0 Page: 2
0 Page: 32
HAKEPARA R U] O [New Page ]
Trading Hours i

P S to Spen
Tis=s D@ to S
Vel ST b
Thear S tc
i ST b €
= S o

S Clomec Al D

I
7

] in
Size: 30.00 x 40.00 in
Size: £5.00 » 45.00 in

® Create Page Object

Delete | PageDbiectl Wwiork Page | @

DK

Cancel |

2.20 Creating a Work Sheet

Work Sheets are Page Objects made from an entire
document (rather than just a selected page) and are
created in one operation. they include every page

within a document (when created).

The main difference with creating a Work Sheet
rather than just multiple “Page Objects”, is that
when creating a Work Sheet, the program gives you
the option of creating a page at a 10:1 scale. Which it

then places all the existing pages onto.

This page is usually set to “Letter” or “A4” in size
which allows an easy print out of the artwork for a

given customer, as shown on the right.

This example demonstrates how multiple pages of
the one document can be sent to a Work Sheet to be
printed out onto the one page, rather than printing

out each individual page.

Note, this feature is also perfectly suited to giving
customers their artwork (proofs) on floppy disk or E
Mailing via the Internet using the program’s E
Mailer, which is discussed in Topic 29 and fully

explains how to create a Work Sheet.

Next select the “Page” to be made into a
Page Object by clicking on it, (Note, the
page currently displayed in the program
can not be made into a Page Object, only
pages that are not currently displayed can
be made into Page Object’s), therefore the
page you wish to make into a Page Object
must not be the currently displayed page.

Once you have selected the page to be
made into a Page Object, click on “OK”
and a copy of the selected page will be
pasted into the original page you were in.
This Page Object can then be resized and
moved about as a new object.

Bed And
Breakfast

Long-Term
Or “Basual

S T

NMon Dam
Tues 9am
Wed 9am
Thur 9am
Fri Qam
Sat Qam

Sun Closed All Day

to 5pm

to Spm £

to S5pm Z

to 9pm ( -/l’,' g:é;"z;‘";

to 9pm
to 1pm

Dear Customer

Artwork for all your Signs
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2.21 Mouse Cursor Position

w00 wODOmm| +«—e Mouse Cursor Position - Displays the Mouse’s Cursor position from the top left hand corner of
the page, in X and Y coordinates

2.22 Color Selector Command

L Currently Set Default Color - Displays the default (current) color

Color Selector Command - Launches the Color Selection Module

2.23 Enhanced Preview Command (Available when nothing is selected)

T—o Enhanced Preview Command - Redraws the Drawing Area in a Higher Resolution
Note, Once commenced this process can not be stopped

2.24 Cutting Options Command (Available when nothing is selected)

L Cutting Options Command - Shortcut to all cutting options (See Topic 30 for more information)

2.25 Page & Object Size and Object Position (Changes position depending on selection status)

w00 w0 ]:E gggg <—o Current Page Size when nothing is selected, or a selected object/s overall size

T—o Y Position of a selected objects origin - which is calculated from the top edge of the page down to
the objects origin

® X Position of a selected objects origin - which is calculated from the left edge of the page across to
the objects origin

2.26 Select All (Available when nothing is selected)

VinylMaster Pro allows the user to select all objects with the click of one button and then further select any object
by color or groups of colors. This may be done after the “Select All” button is clicked, as shown below.

Q Select Al | 4—e Select All Command - Selects all objects in the current drawing
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2.27 Select By Color (Available when Select All has been clicked, or a Curve Object is selected)

Select Objects by Color: [ x|
% By Color | «<—e Select By Color Command -
Selects all objects in the current [T Bk
drawing by Color/s " B Red
[ B Ele
[T B RedBrown
. L r Spring G
Directly after the “Select All” button is clicked, shown r Yzm i
above, the “By Color” button, shown above will appear in r Sky Blus
its place. At this point all the objects on or around the
current page will be selected and can then be selected by a
particular color or group of colors, as shown in the
“Select Objects by Color” Window, shown on right. S elect Al | et | & oK izl

2.28 Convert to Curves Command (Available when a Curve Object is selected)

O

<4—@ Convert to Curves Command - Redefines a selected object to a pure Curve Object removing any formatting

2.29 Gradient Fill Command (Available when a Curve Obiject is selected)

@

<4—o0 Gradient Fill Command - Launches the Gradient Fill Module

This feature is used to fill a curve object with a preset gradient fill or any bitmap (picture) from any location on the
users Hard Disk Drive.

To implement this feature, you must have an item/s selected, next click on the “Gradient Fill”” button, as shown
above, and the “Gradient Bitmap Module” will come up, as shown below. Use this module to set the required
colors and move the blend position (when using 3 colors) to the desired area, as shown below. Next apply a
“Smoothing” level, also shown below and click on the “OK” button and the gradient fill will be applied to the
selected item/s as shown in the preview. Note, by clicking on the “Open” button, shown below any “Windows
Bitmap” can be applied as the fill.

Gradient Bitmap Module

Open Windows Bitmap

Note, The Gradient Fill procedure applies a
bitmap image to and within the boundaries of

<«—eo Gradient Fill Colors - Click  any curve object, whether it be text, a shape or
on to select other colors a curve object.

—=e Gradient Fill Preview . . .
The area outside of the curve object is

Save Gradient Fill blanked of as a white area - not transparent.
As a Gradient or Bitmap fill can only be used
for printing, this will usually have no effect on
the printed results. However when

]

Smaothing: : I I PI <4—o Smoothing Level

overlapping items with an applied fill there

*| | «<—e Blend Position .
N 2 maybe unwanted white areas.

Vel v Thee Colors 4——————= 2 or 3 Color Future Corporation’s “PrintSTUDIO” can

apply an alpha channel to this area, and
should be used in these circumstances.
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The majority of tools, applications and items discussed in the preceding and following topics can also be found in
the VinylMaster Pro Menus, which can be found under “File, Edit, View, Arrange, Layout, Text, Tools, Cut, Curve
Edit and Help” in the top left hand corner of the program, as shown on page 2-10.

Along with the Main
Program Menus,
VinylMaster Pro also
comes with instant Right
Click Menus. These are
initiated when clicking
with the “Right Mouse
Button” on various types
of items within the
designing area of the
program. These greatly
assist in designing time
and ease of use of the
program. With each
Right Click Menu

Unzelect Al |Inzelect Al Select Al kot sammple
. E zample
Order Order 4 Quick Preview 1\ Bumgestions
Anange Arrange 3 YWwire Frame
E dit Edit 3 Prapartioial SabdbPLE
) ) ) Sammpls
Outline ¢ Shadow Outline / Shadow Wiewy 3 sammple
Wweld Selected wield Selected Page 4
i i Font List
Wn?ldlng Module W?Idmg Module Create Object  » il
Edit Curves Edit Curves —_ Dictionary
i - asie Recheck Speling
Maode Edit Made Edit Undo Last .
Break Apart Corvert to Curves ) Appears with Selected
WrilachiiEcts Text, in Text Mode
Cuitting Cutting 4 Join Curves
Lock Objects Lack Objects Appears with nothing
Zioam ta Selected Zoaom ta Selected Selected, in Object

Mode

explained at its base.

Appears with Selected Appears with Selected

Curve Objects, in
Object Mode

2.31 VinylMaster Pro Shortcuts

Shapes and/or Text, in
Object Mode

To assist in fast development time VinylMaster Pro Modules comes with the following Keyboard Shortcut Keys:

Menu/Function Shortcut Key/s Menu/Function Shortcut Key/s

File View

Open File Ctrl+O Zoom to All F5

Save File Ctrl+S Zoom F2

Backup Now Ctrl+B Zoom In F3

Import Ctrl+l Zoom Out F4

Export Ctrl+H Zoom to Selected  Ctrl+F5

Print Ctrl+P Show Selected Shift+Ctrl+F5
Wireframe F9

Edit

Undo Ctrl+zZ Arrange

Redo Shift+Ctrl+Z Group Ctrl+G

Cut Ctrl+X Ungroup Ctrl+U

Copy Ctrl+C Bring to Front Ctrl+PgUp

Paste Ctrl+V Send to Back Ctrl+PgDn

Rotate -90 degrees Ctrl+R Move to Page Ctrl+M

Rotate 90 degrees  Shift+Ctrl+R Lock Object Ctrl+L

Duplicate Ctrl+D Unlock All Objects  Shift+Ctrl+L

Menu/Function

Guides

Left Guide
Right Guide
Top Guide
Bottom Guide

Text
Font
Kern
Touch Kern

Paste Text From
Clipboard

Cut
Auto Cut Selected
Auto Weedbox

Curve Edit
Convert to Curves
Add Point

Delete Point

Shortcut Key/s

Ctrl+4
Ctrl+6
Ctrl+8
Ctrl+2

Ctrl+F
Ctrl+K
Shift+Ctrl+K

Shift+Ctrl+V

Alt+P
Ctrl+w

Ctrl+Q
+
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k | 3.0 Object Mode

3.1 VinylMaster Pro’s Object Mode

k <4—=o Object Selector (Pick Tool) - Universal Tool for selecting, moving and resizing objects

Throughout this manual reference is made to being in “Object Mode”, this simply means selected with the “Object
Selector (Pick Tool)”, as shown above.

To do this, click on the text and/or objects that are required to be in “Object Mode”, or draw a selection (marquee)
box around the text and/or objects with the “Object Selector” by clicking anywhere within the designing area,
holding down the left mouse button and dragging out a box that entirely covers the items you wish to place into
“Object Mode”, and these will become highlighted, as shown in the examples below.

The Object Selector tool is a highly diverse tool which is primarily used to select, reposition, resize, rotate, skew
and stretch any text and or objects within the designing area of the program, as demonstrated in this Topic.

° Vertical Slider

| | | |
n 4—o® Center/Stretch
Handle

T Horizontal [ ]
Slider e—y. P

n 4—® Resize Handle

Draw a Selection Box Selected Text and Objects
(Marquee) (Now in Object Mode)

Now the text and objects are in “Object Mode”, this is made clear when the selection handles appear around the
selected objects. There are 8 of these Handles, 2 Sliders and 1 Center (Cross) icon, as shown above right.

3.2 Repositioning
To reposition the selected items, click on the center point indicated by a “Cross”(X), hold down the left mouse
button and move the items around on the window, then let go of the mouse button once the items are in the correct

position, and they will then be moved, to their new (specified) location.

To reposition the items horizontally only, click on the “Horizontal Slider”, shown above, and hold down the left
mouse button, next drag the items left or right to slide them horizontally.

To reposition the items vertically only, click on the “Vertical Slider”, shown above, and hold down the left mouse
button, next drag the items up or down, to slide them vertically.

3.3 Resizing
To resize the items using the Object Selector, click on any “Corner (Resize) Handle”, as shown above, and hold

down the left mouse button, next drag out or in the items then let go of the mouse button once the items are in the
correct position, and they will resize as specified.
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3.4 Rotating

To rotate the items using the Object Selector, double click on the items until the “Rotate/Skew Handles” come up, as
shown in the example below.

Rotate Pivot Point Next, click on any corner “Rotation
Handles L Handle”, shown on left, and hold
il down the left mouse button, next
Skew o— }
Handles
shown on left, and hold down the
left mouse button, next drag the

drag clockwise or anticlockwise
g -
Pivot Point &
Pivot Point to the required position
' a t and let go of the mouse button, next

then let go of the mouse button once
the items are in the correct rotated
position, and they will be rotated as
- . specified.

To reposition the Pivot Point of

A rotation, click on the “Pivot Point”,

follow the rotation procedure as
discussed above and the items will
rotate around the new position as
specified, as shown in the examples
on the left.

$
LN - P

Rotated Text around Specified Pivot Point

3.5 Skewing

To skew the items using the Object Selector, double click on the items until the “Rotate/Skew Handles” come up, as
shown in the example below.

Pivot Point Next, click on any center “Skew Handle”,

shown on left, and hold down the left
" mouse button, next drag in the direction of

I -
the skew handle i.e. up, down, left or right,
‘ then let go of the mouse button once the
a ew o—p ¢ items are in the correct skewed position,
andles . .
and they will be skewed as specified, as
ko -

T shown in the examples on the left.

;/ Rotate Handles

¥ - A ad - ™
Sew w
nw: . e :
S oK
Text Skewed Horizontally A

4

Text Skewed Vertically
3.6 Stretching

To stretch the items using the Object Selector, click on a “Center/Strectch Handle”, as shown on the previous page
and hold down the left mouse button, next drag up, down, left or to the right according to the handle’s direction
then let go of the mouse button once the items are in the correct stretched position and they will be stretched as
specified.



www.future-1.com VinylMaster Pro Zoom Tools 4 - 1

2 4.0 Zoom Tools

_ﬁL‘VinyIMaslel Pro M= E3
File Edit ‘iew Arange Lapout Text Tools Cut Curve Edt Help
O~ =& <5 Difageitalt ¢ + 65 & @ %0 0 @ |0 o |- B &
] @cectat | = ruPege | £000i 1 000 E;é%gﬁ'r:” fioto Cut Fie 1Y
ﬁu:.l ..... [Brunallunan [ nnllunnnn \2'.‘.|.‘...\3'..‘1.u..l“'mi..u.|5'...|..u.l""...l...u|7‘..m..uls'u.lu..‘|9'u.|.uu|‘°'ﬂ.|iE
re =
Zoom Tool & & (i Scale: 18.04 % ] - =
W ‘”' |'"|'III' §E=
A 1_ Thumbnail &—  TradingHours i . E
gu _é View RMon Sam to Seen E
% e —e Panning Cursor 4
&, [ ]
1 ] [}
FE T E
= |
3 i
gﬁ RQaQARRAR =
—| Detachable Zoom Module ) E
P Resize |
| L) —
mE AT G0 0 A K e S e/ - 2% e Zoom to Al
AV aSIEraere -
il 5 { @E——O Zoom Tools
(c] 2000 Future Corporation  ww future-1.com * Q 2ggn 1 (Detachab|e)

Panning and Manual Zoom Window OJ

4.1 Zoom Tools Overview

VinylMaster Pro comes with a comprehensive range of Zooming Tools for your convenience. These tools allow you
to quickly and easily Zoom In and Out, or to preset widths and heights to assist you in designing your work.

The Zoom Tools are located throughout the VinylMaster Pro designing area, so that they are easily found, as shown
above, and below.

4.2 Zoom Tools

Zoom to Page Height

The Zoom Tools, shown on the left are located at the base
Zoom In e—p! Zoom to Page  Of the VinylMaster Pro designing area when the “Tool
Width Box” is displayed, this is displayed by clicking on the
Zoom to All

“Tools” button: These Zoom Tools can be detached

_Il:_)et?Ch Zoom  and moved about on the screen, by clicking on the “Zoom”
ools
button: as shown on the left.

Zoom Out e—Px

Zoom to Selected &
Area

Zoom to Selected

The mouse can also be used to Zoom In or Out by taking the Mouse Pointer over the “Thumbnail” area of the
Detachable Zoom Module and holding down the “Right Mouse” button, and then moving the mouse toward the
center of the Thumbnail area to Zoom In, and then Out toward the edge of the Thumbnail to Zoom Out.

To “Pan” around the document, hold down the “Left” mouse button and move over the Thumbnail area and the
view point of the designing area will immediately change as you Pan over the Thumbnail area.
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4.3 Zoom Tools

To implement any one the Zoom Tools (other than Zoom to Selected Area), click on the required “Zoom Tool” and
the Zoom function selected will immediately follow.

To Zoom to a Selected Area, click on the “Zoom to Selected Area” button: Q and the mouse pointer will change
to a magnifying glass, like this: Q next draw a “Selection Box” around the area you wish to Zoom to, by holding
down the mouse button and drawing a rectangle over the area, and the program will immediately Zoom to this area,
as shown below.

—eo The Zoom Tools also appear here, when the Zoom Tool Button is selected

—® Detachable Zoom Module on/off

—® Zoom In

—e Zoom Out

—® Zoom to Selected

Zoom to All

—® Zoom to Page Width
Zoom to Page Height

Detachable Zoom Module

JVinylM:ster Pro
Flz Edit |Wiew &mange Lapout | Tex] Tool: [Cut Curve Edit Help Scale: 15.37 %
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&kl 5.0 Global Settings
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Advanced Settings

Window that appears when the Settings button is clicked, shown at top

5.1 Global Settings Overview

VinylMaster Pro comes with a Global Settings Module that allows the user to decide on whether or not they wish
particular features to be turned on or off, what page and vinyl size to use and whether or not to use imperial or
metric units when VinylMaster Pro starts up. This is very useful because it allows the program to be tailored to a
particular taste. The settings can be changed at any time, with these changes taking effect immediately.

Note, the advanced settings are only to be changed with the advice of Future Corporation, and should not be
modified for any purpose other than those instructed.

5.2 Loading Global Settings

The Global Settings window can be loaded for either one of the VinylMaster Pro Toolbars, from the Start/
Programs/ VinylMaster Pro button in windows or from the button shown at top which is found in VinylMaster Pro.

5.3 Display Settings

The Display Settings are set by default for what is considered a standard computer today, i.e. a CPU speed of
around 400-1000Mhz with 64-128Mb of RAM and a 4-8Mb Video Card, running Windows 98 or better.

For those running slow computers i.e. a CPU of 100Mhz-200Mhz with 32Mb of RAM or less, and a 2Mb Video
Card, it is recommended for you to turn “Smooth Move” off, and to turn “Quick Preview” on by clicking in their
“Settings” check boxes. These settings require far less computer resources and decrease your designing time.

The remaining Display Settings are more for personal preference and are self explanatory. To switch anyone of
these settings “On or Off”, click in the respective “Check Box™ and the setting will be reversed.
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5.4 Auto Create Page

On start up VinylMaster Pro presents a “Handy Hints” window (which can be switched to off) then a “Welcome
Window” comes up, and if a “New Document” is selected the “Page Size” module comes up. This can all be
avoided (if required) by clicking on the “Auto Create Page” check box, as shown on the previous page.

Note, the page size used is the page size set in this module, also shown on the previous page.
5.5 Nudge Amount

Using the arrow keys on the keyboard, any selected object in VinylMaster Pro can be nudged by a preset distance.
To alter this distance, click in the “Nudge Amount” value box, as shown on the previous page, highlight the
existing text and press the “Delete” key on the keyboard, then type in the new value in the current unit measure.
This value will then be used as the distance a selected object will be nudged.

5.6 Font Size

The default font size is 2.0” (50mm) high Arial. To change the font click on the word “Arial” and the Font Selection
Window will come up. From here select the required font and click on the “OK” button and the selected font will be
set as the default font. To change the default size click in the “Font Size” value box, as shown on the previous page,
highlight the existing text and press the “Delete” key on the keyboard, then type in the new value in the current unit
measure. This value will then be used as the default font size.

5.7 Measurement System

VinylMaster Pro is set by default to imperial measurement units i.e. feet and inches. To set VinylMaster Pro to use
and display the metric measurement system/units i.e. meters and millimeters, click the “Use Metric Units” check
box, as shown on the previous page, and VinylMaster Pro will display and implement the metric measurement
system.

Note, the measurement system can be toggled from imperial to metric back to imperial again and so on, by clicking
on the intersection point (button) of the rulers in the VinylMaster Pro designing area.

5.8 Default Design Area & Vinyl Sheet Page Settings

The Designing Area Page Setting is set by default to 24” x 24” or (610mm x 610mm). The Cut File Page Setting is
set to 23” wide x 80” long vinyl or (610mm x 2030mm). The default font is 2.0” (50mm) high Arial. To change
anyone of these values, click in the “Value” box, as shown on the previous page, highlight the existing text and
press the “Delete” key on the keyboard, then type in the new value in the current unit measure, and press the “Tab”
key on the keyboard to go to the next setting, or click on the “OK” button, and the new value will be updated

5.9 Page, Background & Guide Colors

The page and background colors used in VinylMaster Pro can be changed to suit individual tastes. To change either
one of these colors, click on the “Color” swatch and the Color Selection Window will come up. From here select
the required color and click on the “OK” button. The selected color will then be used as the default color.

5.10 Undo Limit

To change the Undo Limit, click on the “Undo” up arrow to increase the Undos or on the down arrow to decrease
the Undos. Note, increasing the Undos will dramatically slow down older (slower) computers, and may effect (slow
down) faster computers.
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6.1 Display Options Overview
VinylMaster Pro comes with a comprehensive range of Display Options which form the Screen Tools. These tools

allow you to quickly and easily turn options such as “Guides, Rulers, Grid, Master Page and Templates On and
Off”, along with adjusting these options settings.

| 6.2 Rulers

The Rulers are used as a guide to laying out your work within the designing screen of the program, and work in
well with the program’s guides. The “X” and “Y” coordinates at 0.0 and 0.0 always correspond to the top left hand
corner of the current page.

Units (inches to mm's to inches) toggle button  The Rulers can be instantly changed from “inches” to “mm”
(imperial to metric) units by clicking on the “Units” button,

CR A B Lm = shownabove.

k4

LS

Ll
=

. Note, When this change is implemented every unit within the
0.0in W 0.0mm program automatically changes to the new units. To permanently
change the program’s default units on start up, to either imperial
or metric, see Topic 5.7 on page 5-2.

The Rulers “Imperial Unit Display” can be instantly changed

In 1" (13 2 (13 29
Guides On/Oft from “Feet and Inches” to “Inches Only”.

Edit Guides

y r:;:;”;;fhes gg:tei;glsplay To implement this change, “Right Click” on any point of the
“Rulers” themselves, and the Rulers’ Power Menu will appear,
| emEn e next click on the “Ruler Style” menu and then click on the
:;Lf;‘j;e required “Unit Display” and the Rulers will automatically
change to the new setting.

Tjop e
Battam ude

[Chop Selected
Tool Width: O mm

T
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6.3 Guides

The Guides are used as a reference point - with the program’s rulers, to calculate the distance or position of text
and/or objects within any given work at the design and layout stages.

They are usually printed out with the shop drawing for the layout staff, to assist them in laying out their work, see
page 28-3.

Horizontal Guide  Guide Slider (typ.) Vertical Guide
#, VinyMaster Pro V2.0 [Untitled] To create a Horizontal Guide, as
File Edit View| Amange Layout Tools Cut Curve Edit Help :
= = = shown on the left, click and hold
EERE Bl \@@|1Dﬁfﬁj®¥’%|éﬂ of 3 @1 own the mouse button on any part
?Se\ect A:I | =Sicupae l‘n #0.00in y 0.00in |F o _ ) . Bn;?‘tul‘ Fi@ of the “Horizontal (Top)” Ruler,
T B ekt drag the mouse down toward
Al ! d: .
= ™ the page making sure that the mouse
b @ ., m| pointer crosses over the top edge of
I v [ spl 113
Al 2] m the page, then position the “Dotted
£ : : i— = Line” following the mouse’s pointer
v e gl to the required position and let go of
— Magn  9am to Spm 0| the mouse button, and a Horizontal
| - Mues DYam to Sprm [ . . .
B Ved 9am to Spr 8| Guide will automatically be created.
(=) 7 T hur Oam to 9pm E
e Fri Sam to Spm 8| To create a Vertical Guide, click and
Bl - Salt Qam to 1pm ]
= i I S B | hold down the mouse button on any
] B| part of the “Vertical (Left)” Ruler,
& G| next drag the mouse across toward
= .
= the page making sure that the mouse
- ——— = pointer crosses over the left edge of
= ® Chopping Guide ‘ =8|  the page, then position the “Dotted
| e DFagetott « + & \Pal /1 = e Line” following the mouse’s pointer

to the required position and let go of the mouse button, and a Vertical Guide will automatically be created.
6.3.1 Moving Guides

The Guides can also be moved after they have been created. to do this, click on the “Guide Slider” of the Guide to
be moved, as shown above, and drag it either “Left and Right” for Vertical Guides, or “Up and Down” for
Horizontal Guides, and the Guide will immediately follow the Slider.

6.3.2 Automatic Guides

Guides On/Oif To obtain the most accurate Guide Positioning, it is recommended to use the Automatic

E dit Guides Guides. These Guides perfectly align to the very edge of a selected item, which minimizes any
Guide misalignment and mistakes on the job. The Automatic Guides are found in the main
menu at the top of the VinylMaster Pro screen under “Layout” with their individual short cut

Ruler Style r

Chap Selected keys, and can also be accessed by right clicking on any area of either Ruler, as shown on left.
T ool Wwidth: 0
. To implement the Automatic Guides the item that requires the Guides must be selected in
Left Guide L s f v . . N
. . Object or in Text Mode”, next right click on any area of the Rulers and the Rulers’ Power
Right Guide . . . “ . s
Top Guide Menu will appear, shown on the left, next click on the required “Automatic Guide”, and a

Guide perfectly aligned with either the Left, Top, Right or Bottom extreme of the selected
item/s will be created.

B ottom Guide

Tip: To rapidly implement these Guides use the Short Cut Keys i.e. Ctrl+4 for a Left Guide, Ctrl+8 for a Top Guide, Ctrl+6 for a
right Guide and Ctrl+2 for a bottom Guide, make sure that you only use the numbers from your numeric keypad on your keyboard’s
far right side (not the numbers above the alphanumeric keys).
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6.3.3 Chopping Guide

This Guide is a unique Guide which can be used to “Chop” selected text and/or objects along their horizontal
length. This effectively breaks the text and/or objects into 2 parts along a common boundary, with the parts
becoming curve objects losing any specific functionality i.e. the text can no longer be typed - as it has been
chopped. This feature can be applied as many times as it is required to selected text and/or objects.

To implement this feature, drag down a “Horizontal Guide” and you will see
a “Pair of Scissors” at the far left point of the Guide on the left Ruler, as
shown above. If you already have Guides dragged down the “Scissors” will
appear on the first Guide you created, and this is the only Guide that has the
“Chop” feature.

Chopping Guide e— (30

Next, select the item/s you wish to “Chop” in “Object Mode”, then move the “Chopping Guide” to the required
position, next right click on any area of the Rulers and the Rulers’ Power Menu will appear, shown below, next
click on “Chop Selected” and the selected item/s will automatically be separated along their horizontal length into
2 separate curve objects.

Guides On/0f The Tool Width (Thickness of the Chop) can also
o . ) be set, to suit particular applications. To set the
Edit Guides Type in Tool Width Value Tool Width, riz{ht click 05 l;ny area of the Rulers,

kel b Set Tool Width. 5] then click on “Tool Width” and the “Set Tool

_ Change to: Width” dialog box will appear, shown on the left,
T ool Width: 0 [0 | next type in the required width, which can also be

ok || o | set at a negative, by typing in the minus sign (-)
Left Guide before the value of the Tool Width i.e. -1.0 this
Right Guide will create an overlap effect, once set click on the
Top Guide Tool Width Dialogue Box “OK” button and the Tool Width will be set for that
Bottom Cuide session of using the program, unless reset to
another value.
f2H | 6.4 Guide, Grid and Color Settings Module

The Guide Settings Module is used to numerically set Guides and the Grid, along with setting the programs current
color settings, as shown below.

¢\, Settings for Guides. Grids and Colors

T Guide Settings Gnid Settings
Numerically Sets Guide Haorizonkal Wertical | ﬂ Size 54 0.250
Positioning 1 (oo 0o " 0.250
R 0.0 0.0 I~ Show Grid
3 |00 0.0 i
4 oo 0.0 fap e al
5_ 0.0 0.0 i~ Color Seftings
E |00 0o
7 |00 0.0 Guide Color [
- . g (00 no
Restore to Original Settings Fage Caolor |:|
8 |on np =l
. — EB/G Calar |:|
Clear All Guides to 0.0 P [+1 1] Clear Al w7 Restars
Display Guides in VMP v Show Guides
Display Page in VMP &  concdl | ok
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6.4.1 Grid Settings
~Grid Settings The Grid is used as a guide to laying out work and can also be snapped
_ I X Coordinate  to, for greater accuracy and positioning of text and/or objects, and is
Size # 0.230 4= (Horizontal)  pymerically set to an “X” and “Y” set of coordinates.
' 0.250 <~ Y Coordinate
B (Vertical) To set the Grid’s “X” and “Y” coordinates, click in “X” box, shown on
the left, and type in the required value, next click in the “Y” box, also
[ Snap ta Grid shown above and type it the required value. To see the Grid click in the
“Show Grid” check box, shown on the left, and to snap to the Grid

click in the “Snap to Grid” check box, also shown on the left.

Once all the settings are complete, click on the “OK” button, shown on the previous page in the Guide Settings
Module, and the Grid will automatically appear at the preset values.

6.4.2 Color Settings

The Color settings can be changed to suit individual tastes and preferences, and are

- Lolor Setting generally used for aesthetic reasons only, but can assist as a contrast to lightly colored
Guide Colar - work, or when a page is representing a job made from an entirely colored background.
Fage Colar |:| To change any of the colors, click on the required “Item’s Color” box, shown on the
B Cal left and the Color Pallet Module will come up, select the new “Color” and click on the
e I:l “OK” button, and the Item’s Color box will change to the newly selected color. Once

all the Colors have been set click on the “OK” button, shown on the previous page in

the Guide Settings Module, and the Colors will automatically appear in the designing area of the program. Note,
when turning the Page Off, changing the background color to white will turn the entire drawing area to white.

6.5 Guide Settings

The Guides can be numerically set for specific applications and accuracy. To do this click in the first “Horizontal”
or “Vertical” “Guide Positioning” box, shown on the previous page, next type in the required distance from the top
left hand corner of the page, and then go to the second “Guide Positioning” box and type in the next Guide
position, and so on for more Guides to a maximum 20 Guides in either the Horizontal or Vertical planes.

Once all the Guides are set, next click on the “OK” button, and the Guides will automatically appear at the preset
distances.

Note, if a mistake is made, the original settings that came up when first loading the Guide Settings Module can be
reinstated by clicking on the “Restore” button, shown on the previous page, or all the Guides can be reset to 0.0 by
clicking on the “Clear All” button, also shown on the previous page.

6.6 Background Templates

Background Templates are non editable images, that always remain behind any text and/or objects placed over
them. They are usually digital camera shots of buildings, shops, vehicles, and boats etc. of a job at hand, where an
example of what the work once completed will look like, see Topic 12.1.

To implement this feature, click on the “Background Template” button, shown above, to turn any currently loaded
Background Template off, and the Background Template will go out of view, click on it once again to turn the
Background Template on, and it will come back into view again.
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6.7 Master Page

A Master Page is used as a non editable Background Image, that always remains behind any text and/or objects
placed over it, much the same as a Background Template is, as discussed on the previous page, except they are
designed in the program as Page 1 and then is nominated as the Master Page.

An example of this is with Real Estate or Menu Boards, where quite often the logos and/or general information
remain the same, with only the descriptor (copy) changed on a regular basis, therefore by using the general layout
as a Master Page that remains un-editable in Pages 2, 3, 4 and so on, any new copy can be added in without
interfering with the static design.

To turn a page into a Master Page, it must appear in the designing area on Page 1. (any items off the actual
boundary of the page will also become a part of the Master Page), next click on the “Master Page” button, shown
above and all the items on Page 1. will become the Master Page.

Note, the items remain editable on Page 1 for adjustments and changes but are completely un-editable in Pages 2, 3,
4 and so on.

ﬁ EI 6.8 Auto Dimension Tools

The Auto Dimension Tools are used to apply either a Horizontal or Vertical Ruler or both to any selected items, so
that their exact outer dimensions and offset distances can be known, as shown in the example below.

Distance from Left Edge of Page Object Width Distance from Left Edge of Page to Right Edge
to Left Edge of Object .—l |_. |_. of Object

b.E @y 2.9
S o

R

Distance from Top Edge of Page to
Top Edge of Object

e

Object Height

R

Distance from Top Edge of Page to
Bottom Edge of Object

To implement these tools, select any item/s to be measured in “Object Mode”, next click on the required “Auto
Dimension Tool” and a Ruler with measurements will automatically appear over the selected item/s. To turn the
Auto Dimension Tools off, re-click on the “Auto Dimension Tool” and it will remove the Rulers.

Note, only one set of selected item/s can be measured at any one time.
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7.1 Display Settings Overview

VinylMaster Pro comes with a comprehensive range of Display Settings. These tools allow you to quickly and
easily turn options such as Wireframe, Proportional Resizing and Quick Draw on and off to enhance your system’s
performance and preferences.

%I 7.2 Wireframe

The Wireframe mode removes the colored fill of all text and/or objects and only displays the outline. This feature is
very useful to see complex work where it overlaps and to node edit curves etc., as shown in the example below.

Wireframe - Off Wireframe - On

To turn Wireframe On or Off, click on the “Wireframe” button, shown at the Top.
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®&F1| 7.3 View In All Black

The View In All Black mode removes all colored text and/or objects and only displays them in Black, as shown in
the example below.

COL RED TEXT COLORED TEXT

View In All Black - Off View In All Black - On

To turn View In All Black On or Off, click on the “View In All Black” button, shown above.

¢7£#| 7.4 Quick Draw Mode

The Quick Draw mode only previews a rectangular box around the text and/or objects when moved around on the
screen using the mouse pointer, instead of a full preview of the item/s being moved.

This feature is used to save on computer resources, as extra memory is required to move an item/s around the
screen in full preview. It is highly recommended for computer systems with a CPU speed running at or less than
200Mhz to use this feature permanently to significantly increase designing time.

To turn Quick Draw Mode On or Off, click on the “Quick Draw” button, shown above.

7.5 Enhanced Preview

The Enhanced Preview feature is used to preview designed work in a higher resolution, to display a closer
representation of how a design will look prior to being completed, as shown below.

* @,

Chelsea Downs Chelsea Downs
PLAZA
TesE2syy

Childr

JUph casTLE JUPG casTLE

Sunday 17th to Tuesday 26th January Sunday 17th to Tuesday 26th January
Tlam - 4pm Daily llam - 4pm Daily
FREE for children up to 12 Years FREE for children up to 12 Years
Normal View Enhanced Preview

To turn Enhanced Preview On or Off, click on the “Enhanced Preview” button, shown above.
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w

7.6 Solid Move

o
=
The Solid Move feature is used as a Full Preview of text and/or objects as they are moved on the screen by using
the mouse, as shown below.

NV AW N AW

\ Solid Move  Solid lMove
K k

Solid Move - On Solid Move - Off

To turn Solid Move On or Off, click on the “Solid Move” button, shown above. Note, This feature has been
included for computer systems with a CPU speed of 200Mhz or better. It is recommended for computer systems
with a CPU less than 200Mhz to have this feature permanently turned off.

% 7.7 Boundary Clicking

The Boundary Clicking feature is used for more specific text and/or object selection, as any item within the
designing screen can only be moved by clicking either on or close to one of its boundaries, unless the item has been
preselected. This feature avoids unnecessarily moving an object when designing work in a hurry, which can lead to
frustration and time wasting.

It is also useful when items are within each others boundaries, as they can be selected when this feature is turned
on. To turn Boundary clicking On or Off, click on the “Boundary Clicking” button, shown above.

=

7.8 Fast Move

A

The Fast Move feature is the opposite of Boundary Clicking discussed above. This feature makes one mouse click
on any item within the designing screen instantly moveable.

To turn Fast Move On or Off, click on the “Fast Move” button, shown above.

,_FL 7.9 Proportional Resizing

The Proportional Resizing feature is used to resize text and/or objects at the same width to height ratio i.e. a 2ft
wide x 3ft high (600mm x 900mm) sign proportionally resized by 100% would become a 4ft x 6ft (1200mm x
1800mm) sign, retaining the same width to height ratio, as shown below.

Proportional Resizing On Proportional Resizing Off Note, the program defaults to non

j i j proportional resizing. This can be
individually overridden by holding down
the “Shift” key on the keyboard, or
permanently overridden by changing the
“Global Settings”, see Topic 5.

"""" A To turn Proportional Resizing On or Off,
click on the “Proportional Resizing”
button, shown above.

-

-
-
-

k k Go to any Point
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8.0 Tips & Tricks

8.1 Tips & Tricks Overview

To get the best results from your Computer System, Windows, VinylMaster Pro and its modules, you can do a
number of things.

These are all quite simple and take little time to put in place, but can enhance the look of your designing
environment and greatly speed up design time.

8.2 Screen Display (Window) Size

This is quite often confused with the physical size of the monitor, when in fact it relates to the quantity of pixels
that your computer is telling your monitor to display, that you in turn view. The more pixels your computer is
telling the monitor to display the larger the screen size. But this can be confusing because although the screen size
is larger, all the buttons and icons become smaller, as shown in the examples below.

Small Screen Size Medium Screen Size Large Screen Size
640 x 480 pixels 800 x 600 pixels 1280 x 1024 pixels

Each one of these screen sizes is more suitable to particular sized monitors, because it would be very difficult to
use, say a 13” monitor with a 1280 x 1024 screen size, as you would hardly be able to see the buttons, simply
because they’d be so small.

The following table is recommended to be used when setting your screen size for the best results using VinylMaster
Pro:

Up to 15” monitors 800 x 600 pixels
Up to 17” monitors 1024 x 768 pixels
Up to 21”7 monitors 1280 x 1024 pixels

To set the screen size, go to “Control Panel” through windows, which you will find from the “Start” and
“Settings” buttons, or from “My Computer”. Inside Control Panel you will find an icon called “Display”, click on
this and press the “Enter” key on the keyboard and the “Display Properties” Window will come up, next click on
the “Settings” tab and go down to the “Screen Size” slider, click on it and drag it to the right to increase your
screen (Window) size.

Following the above table, set your screen (Window) size, next click on the “OK” button and you will either be
prompted to restart your computer or wait for 15 seconds, click on the “OK” button, and wait. When you are asked
if you wish to keep this setting, click on the “Yes” button, and the new screen (Window) size will be automatically
retained. Follow these steps to change back your screen size (Window) or alter it, if the new setting is
unsatisfactory.
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8.3 Screen Display (Window) C

Control Panel Display Properties Settings Tab

olor

Equally as important as screen size, screen color can play a vital role in design environment and development time,
as older computers set to run with a large color spectrum will run very slowly compared to running with a smaller
spectrum of colors. However there are less actual settings with really only one setting being appropriate for

VinylMaster Pro.

Regardless of monitor and display (video) card, nearly all computers manufactured in the past few years will
display at least “High Color 16 Bit” which is appropriate for all systems, and it is recommended to use “High Color

16 Bit” for VinylMaster Pro.

To set the color, follow the same steps as setting the screen size, as explained above, except go to the drop down
“Colors” box, shown above on the right, click on the “High Color 16 Bit” color setting, then click on the “OK”
button, and click on “Yes” when prompted.

8.4 Smooth Edges of Screen Fonts

Display Properties HE
Background | Scieen Saver | Appearance  Effects |w5t. | setings |
- Desktop icon:

8 5 W oy

el | Y hl

8 B fm = t

My Computer MyDocuments  Netwok  ReoyeleBin  Fec

Neighborhood ~ (ull =

< I o
Change leon Default lcon

I~ Hide icons when the desklop is viewed as a'eb page:

- Visual eff

™ Uselarge icans

[¥ Sheow icons using all passible colors
¥ Animate windows. menus and lists

W Smoaoth edges of screen fonts H(

[¥ Show window cantents while dragging

o]

Cancel | Sl

Display Properties - Effects Tab

This feature really enhances how your fonts appear on the screen when using
VinylMaster Pro, or in fact any Windows program that uses True Type Fonts.
Which in turn improves designing time as the program feels more comfortable
to use, and your customers will be really impressed when they see their
artwork looking so good on the screen.

Although Windows NT V4.0, 5.0, 98, ME, XP and 2000 all come with font
smoothing, it is usually not turned on and most people are completely unaware
of its existence. For those using Windows 95 you can download a program
entitled “Win95grey.exe” from Microsoft’s Internet site, that when installed
will automatically smooth your fonts. Unfortunately Win 3.1 users can not
obtain font smoothing.

To turn on font smoothing for those running Windows 98 onwards, follow the
same instructions in Topic 8.2 on the previous page, except when the “Display
Properties” screen comes up, click on the “Effects” tab, then click in the
“Smooth Edges of Screen Fonts” check box, then click on the “OK” button
and your fonts will be transformed when viewing them in VinylMaster Pro.
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8.5 Display Settings

VinylMaster Pro comes with its own display settings, which have been designed for older computers systems i.e.
486’s running Windows 3.1 or Windows 95.

These settings can be used to turn of features such as Solid Move which require a lot of computer resources to run.
They can also be turned on or off more permanently through the Global Settings which is discussed in Topic 5.

All the Display Settings are discussed in Topic 7, and it is recommended for those running computers with a CPU
clock speed of less than 200Mhz with 32Mb of RAM or with a display (video) card of 2Mb or less, to read through
this topic, then go to the Global Settings and turn “Off” features such as Solid Move, and turn features “On” such as
Quick Draw.

8.6 VinylMaster Academy

VinylMaster Academy which is on the VinylMaster Pro CD, has been designed to be a visual guide in lesson format
to the program and is an invaluable learning tool. You are strongly recommended to go through the VinylMaster
Academy more than once, to obtain a good understanding of this software and how it functions.

Before commencing make sure that your computer speakers are plugged in and turned on, so that you can hear the
voice over, which makes an enormous difference to the overall understanding of each file.

Future Corporation is continually improving VinylMaster Academy which is packed with lessons and tutorials on
how to use its full range of software. Please contact us to find out when the next VinylMaster Academy CD will
become available for VinylMaster Pro.

8.7 Tips & Tricks Summary

We can not overstate the importance for all VinylMaster Pro users to learn Windows thoroughly. This is vitally
important for smooth operations and will greatly assist you in your designing time. For those with staff you must
train your people to become fluent Windows users. There are a number of after market training guides which can be
extremely helpful and enlightening.

You’ll be surprised how easy your computer is to use once you become familiar with the terminology, how to
access it and then change it to suit your needs.

Also, your plotter and printer must be fully understood by you and your colleagues, if you wish to be able to fully
utilize your equipment. We have come across so many people who never knew by changing one simple setting,
their plotters and/or printers speed or accuracy was increased dramatically with little or no effect to the equipment.

Therefore, read your manuals or ask the manufacturer for advice when needed, so that you become an expert user
of your own equipment.

Another valuable resource is the Internet. From here you can find out all kinds of information on your equipment,
Windows and other programs that you may use. You can also download a variety of written information, diagrams
and how to do sheets.

Plus, in many cases the latest driver for your equipment. Maybe you’ve just upgraded to the next version of
Windows, and need the latest driver for your printer. More often than not you’ll find it on the Internet. So get
connected and become really switched on. Don’t forget to contact your closest Future Corporation office for our
latest Internet sites and free downloads.

But all in all, we wish the best of luck in your business and genuinely hope that VinylMaster Pro really makes a
difference to your Future.
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ﬁ 9.0 Downloads, Upgrades & Hardware

9.1 Downloads

If your connected to the Internet, and want the latest module or feature upgrade, for VinylMaster Pro or any one of
its modules. Just go to www.future-1.com and look up the downloads page.

Here you will find any recent improvements to the program, new features and any code fixes that will also be
released in the next major upgrade. Keeping you right up to date.

If you have any comments or suggestions on the program and how you’d like to see it changed or improved, just
send us an e mail and we’ll respond as soon as possible; and you never know your ideas could be in the next
version.

9.2 Upgrades

One of the most common complaints we here about any graphics software today, is the frequency and cost of
upgrades.

Well at Future Corporation we think a little differently. Although major upgrades aren’t free, once you become a
Future Corporation customer and are issued with a unique customer number, you are automatically entitled to any
future upgrades at half retail price, that’s a full 50% off, and it’s for LIFE, not just the next upgrade.

Plus, you were probably quite surprised how little the program with all its modules cost you in the first place? well
get used to it. Our policy will always be to be highly competitive and offer you outstanding value for money, and
this includes all future pricing.

Don’t forget that we have many other products under development or being released, so why not give us a call and

see what’s cooking.
Small Screen Size Medium Screen Size Large Screen Size

640 x 480 pixel 800 x 600 pixel 1280 x 1024 pixel
9.3 Hardware -~ P*¢*® x 60U pixels X pixels

You may not know it, but Future Corporation is a world wide supplier of all kinds of computer equipment,
including: Plotters, Large Format Digital Printers, Routers, Engravers, Scanners, and Paper Printers etc. etc. in fact
we sell over 20,000 products lines, including consumables. We also ship to literally any part of the globe and highly
competitive prices.

We also specialize in package deals and carry a range of Sign Packs. These packs include a computer, plotter,
scanner, printer, windows software and of course VinylMaster Pro, Font Detective and all the VMP modules. All
configured to work in perfect harmony with the hardware.

We also pre-configure the entire package for you. What this means is, we check each piece of hardware i.e. we
make sure the printer prints, the plotter plots and the scanner scans etc. Then we set up items like the video card and
operating software to work at their peak performance, with each other and VinylMaster Pro. This ensures you get
the best possible setup for your new equipment.

The packages start off for the beginner, right the way up to the most professional package that professionals
demand is the most advanced, high volume equipment available today.

So why not give us a call and get the latest prices, you’ll be surprised how competitive we are.
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= 1 10.0 Importing/Exporting

__|l Select File to Import_. [C:\vmpro]

3 EPS Cancel | Import |

ﬂ Files of Type

| [0l Files. | j

Ia vmpra

File: Informatio

Filename:
Clown.bmp

D ate:
12420700 8:26:06 A

File: Size:
;J' Export File as... 31.7Kb

Export File... Files of Type

obe lllustrator / EPS [ai.eps)

Thiz format is the best for transfering wector
graphics from one Program to another
withaut lazing quality

IF pou are giving arbwork. for printing, most
printers will be able ta read this format.

Cancel Export

10.1 Importing and Exporting Overview

VinylMaster Pro comes with Importing and Exporting Modules, which are used to load in foreign program files
directly into the program, and also send files in a universal format that mostly all other programs can import, so that
they in turn can use VinylMaster Pro files.

This ability means that the user can import all their files (work/jobs) from an existing program or programs directly
into VinylMaster Pro, and then instantly cut or print them out as if they’d been designed in VinylMaster Pro in the
first place. Saving countless hours of redesigning for those wishing to completely transfer all their designing,
cutting and printing to VinylMaster Pro.

Alternatively for those wishing to use particular features of VinylMaster Pro and still use an existing or other
program, they can - by exporting their files.

10.2 Importing and Exporting File Types

VinylMaster Pro allows the user to import and export certain types of files to and from other graphics programs i.e.
CorelDRAW, Cass Mate, Sign Lab, Inspire, Sign Wizard, Flexi Sign etc.

To do this VinylMaster Pro has been designed to import and export the most widely used and reliable
interchangeable graphics format, which is Adobe Illustrator “*.Al” and Encapsulated Postscript “*.EPS”, both of
which can be used to export files from the most popular software graphics packages.

The other main advantage of both these formats, is that they retain perfect quality of the items within the file, that
are to be imported or exported to and from VinylMaster Pro. Unfortunately many other file formats often used for
importing and exporting, lose the items within the file’s quality i.e. they represent curves with tiny lines rather than
pure curves, and approximate the items size and position relative to other items etc.
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All of which can cause unnecessary frustration and problems when the time comes to print or cut out the work. So
it is for these reasons that it has been decided to use the most reliable import and export formats.

10.3 Importing Files

To import a file into VinylMaster Pro, it must be in one of the following formats:

(*.ai) Adobe Illustrator
(*.bmp) Windows Bitmap
(*.bw) SGI black/white images
(*.cel) Autodesk images
(*.crv) Traced Curve Files
(*.cut) Dr. Halo images

(*.dib) Windows Bitmap
(*.dxf) Data Exchange Format
(*.emf) Enhanced metafiles
(*.eps) Encapsulated Postscript
(*.gif) Graphics Interchange Format
(*.icb) Truevision images

(*.ico) Icons

(*.jpeg) Joint P/Graphic Experts Group
(*.pbm) Portable b&w images
(*.pcc) ZSoft PCC images

(*.pcd) Kodak Photo-CD images
(*.pcx) Zsoft PCX images

(*.pdd) Photoshop images

(*.pic) Autodesk images

(*.ppm) Portable pixel map images
(*.psd) Photoshop images

(*.rgb) SGI true Color Images
(*.rla) SGI Wavefront images

(*.rle) Windows bitmap

(*.rpf) SGI Wavefront images
(*.sci) Word 5.x window capture
images

(*.sgi) SGI true color images
(*.tga) Truevision images

(*.tif) Tagged Image File Format
(*.vda) Truevision images
(*.vst) Truevision images
(*.win) Truevision images
(*.wmf) Metafiles

Next, click on the VinylMaster Pro “File” menu go down to “Import” and click on it, or press “Ctri+I” on the
keyboard. Next, the Import window will come up, as shown below.

Current Folder

-__.I Select File to Import.. [C:\vmpro]

I {5 wrmpro

HeE

Import Selected File

Save File onto 3.5” Disk

Cancel | Import I

F3 EPS

Contents of Current Folder

DxF
DXF Import Module = =l

Files of Type

|@ [l Files... | j

Type of Files to View
Details of Selected File e—

r—File Informatio

Filenarne:
Clovsn. brnp

Date:
12/20/00 8:25:06 AM

File Size:
321.7 Kb

|9 Object(s) |32z keyte

| C:\wmprohCloven, brp

Path of Selected File

To import any one of the files in the
current folder, as shown on the left,
double click on the required “File”,
or click once on the required “File”
to highlight it, then click on the
“Import” button, also shown on the
left, and the file will automatically
load into VinylMaster Pro.

The Import window will also let
you save any particular file directly
onto 3.5” disk. To save a file to
3.5” disk, you must first have a
3.5” disk in your computer, with
enough room on it to save a file,
next, click once on the required
“File” to highlight it, next, click on
the “Save to 3.5”Disk” button, as
shown on the left, and a confirm
window will come up, click on
“Yes” to proceed with the save.

Note 1, varying messages and progress bars may appear when importing, some of these are to advise you of an
items size or complexity, and that to be able to import it, the program may have to separate curves etc. this will not
effect the quality of an item or its attributes.
Note 2, when importing *.ai and *.eps files the *.ai and *.eps window loads up, as shown overleaf.
Note 3, when importing *.dxf, the DXF Import Module loads up, as shown on page 10-4
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10.4 Importing Adobe lllustrator and Encapsulated Postscript Files
Directly after importing an .ai or .eps file from the Import Module, the Adobe Illustrator/Encapsulated Postscript
Import Module will come up, as shown below.

B AI/EPS Import Module ©2002 Future Corporation Ltd. ===l This module is used to preview the file prior to
File Edit ‘Yiew Options Help . . . . .
Beio e el i oo o) — importing it apd to alsq apply ;pemﬁc attrll?gtes
o Dt ol =) r to the file, to improve its usability and stability
2 My Camputer 2 Grou : .
i P &P @ Cowote 0 in VinylMaster Pro.
§ saAnsszzsuut:nD1][c] IEl .EEW';E il
- wmpro_ ol 3t
= Demos ~-m Path[16] . . . .
§ e B Compente To do this the files size and curve orientation
2] Istall B Path(131) . .
"8 sylem ~m Pan( should be taken into account. VinylMaster Pro
201 vmpra B Fah(5) P . .
gpgw = e delimitates curves created in a clockwise
o ats - Pat . . . . . .
s Qe = o direction as a solid shape, which is displayed as
= amples o . . .
e -m e a “Blue” curve. While curves displayed in
e 2 Gt “Red” are “Holes” and are in an anticlockwise
o 8 et = Fais) direction.
- -] Vehicles ~m Path (27) I —
(3] Control Panel .. W Path [43)
Printers. | Fath[5) [ TogaleList [ Fils (soid] B Shokes (nofil] M M 3
- gii—udn‘f\lztrotmg ~m Eat: Eg% Use this feature to select which paths to impert Thls 18 Cleiarly Shown n the example h“ere’ .
g cheduled Tasks - Patl 1
QWEE Folders B Path (20) Nodes: Group (58 Paths) Impaort Options: yhe’fe the }ntemal Sha‘?es O,f; the word CIIpart
g e ood - e g i 264 it pa” are displayed in “Red” as they are holes
My Dacuments - B Fath (53] =] || Heid! (i v Reduce Nodes :
File |cipat2.ai Di\wmpro\Samplesielpar2. ai | 7 m the letters.

Some other programs use the opposite curve direction to delimitate between holes and solids, which has undesired
results in VinylMaster Pro. Especially when welding these objects together. To overcome this, the Import Module
has check boxes that can be used when these issues are detected. The preview window allows the user to diagnose
any .ai or .eps artwork before it is imported into the program, and then take measures to correct it.

Curve Orientation - Auto Fix: To correct a curves orientation click in the “Auto Fix” check box, as shown above,
so that when the file is imported the program will automatically correct all the curves orientation to suit
VinylMaster Pro.

Reduce Nodes (Control Points): Often artwork in an .ai or .eps format contains a significant number of extra
nodes (control points) which are in the most unnecessary to define the given shape/s. In this case or where it is
known that the foreign program that exported the file does this. It is recommended that these extra nodes be
reduced.

To do this click in the “Reduce” check box, as shown above, so that when the file is imported the program will
automatically reduce the number of nodes.

Strokes: This feature is used when a foreign program is known to export internal components of a shape (usually
its fill) as an entire shape of its own. For example, if a letter was exported with a line style and a fill style it may be
imported as two separate shapes with one shape representing the outline and the other the fill style. Under certain
circumstances this would be an unwanted result. In these cases using the “Strokes” feature would only import the
outline of the letter and the fill style would be ignored.

To do this click in the “Strokes” check box, as shown above, so that when the file is imported the program will
automatically remove unwanted fill styles.

Toggle List: This feature allows you to select any item within the artwork and place it a separate list (page). To do
this select the item/s you wish to move to the other list and click on the “Toggle List” button along the top row of
tools. To view the other list click on the “Toggle List” check box.

The Master Group and tools along the top row are used to select and change the attributes of any curves and lines
(paths) within the artwork. Each button comes with a comprehensive hint when you place your mouse over the
button and is self explanatory.
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To import a *.dxf file click on the “DXF Import Module” button, as shown on page 10-2, and the DXF Import
Module will come up, as shown below.
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This module has been designed to view .dxf files prior to importing them into VinylMaster Pro. It allows the user to
view all the components of a *.dxf file and decide on which sections of the image to import.

10.4.2 Using the DXF Import Module

To use this module, open it as explained above from the Import Window of VinylMaster Pro as shown on page 10-
2. Next, click on the “Load” button, as shown above, and select a *.dxf file from the “Open Window” that will
come up. Next you can view and delete certain sections of the file. Once satisfied with the file, click on the

“Accept” button as show above and the file will be automatically loaded in VinylMaster Pro.
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To export an item or image from VinylMaster Pro for a foreign program to import, it must be in one of the following

formats:

(*.ai) Adobe lllustrator
(*.bmp) Windows Bitmap

(*.dxf) Data Exchange Format
(*.eps) Encapsulated Postscript

(*.jpg)t Joint P/Graphic Experts Groupt
(*.pdf)t Portable Document File (Adobe Acrobat)
(*.wmf)

Windows Metafile

TNote, *.pdfand *.jpg files are “Created” from the File menu (Create PDF/JPG Email).

Next, select on the item (curve object, text, shape or clipart) or image (bitmap) in “Object Mode” (see Topic 3),
next, click on the “File” menu go down to “Export” and click on it, or press “Ctrl+H” on the keyboard, as shown on
the previous page, and the “Export” window will come up, as shown below.

Next, choose which file format you wish to export the selected item or image as. To do this click on the “File of
Type” drop down box, as shown above, and select on the appropriate file type.
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Next, click on the “Export”, button, and the
Export window will come up, as shown below.
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Next, make certain that you are in the correct
directory/folder where you wish to save the
exported file to, next, click in the “File Name”
box, shown on the left, and type in the name
you wish to call your file (Note, you do not
have to type the file extension), then click on
the “Save” button, also shown on the left and
your exported file will be saved in the location
and under the name and file type you specified.

Note, when exporting as a “.dxf” you will be
presented with a “Quality Setting” window. To
improve the quality and thus increase the file’s
size enter a smaller value i.e. 0.001 etc. This

[ see |
EEEEN

EFPS [Encapsulated Postzcript]

will result in Many more segments being
created to represent the given shape and will in

turn smooth out the result. However the file size and complexity will increase significantly when doing this.

Tip: When deciding on which format to export as, you must consider which program will be importing the file, and whether or not it

can import the file type you have chosen.
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11.0 Color Pallets & Tools

Currently Selected Color i—. Current Color Pallet i—‘ View all Pallets —® Tools
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Buttons that display at the base of the screen when the “Colors Button”, shown at top is clicked

11.1 Color Pallets & Tools Overview

VinylMaster Pro comes with a comprehensive range of Color Pallets & Tools that greatly assist you to develop your
work in a wide range of standard colors and vinyl colors. To launch these tools, click on the “Colors Button”,
shown at top, and the Colors Toolbox will appear at the base of the screen, as shown above.

11.2 Color Toolbox

From the Color Toolbox you can view all the colors of any selected pallet as shown above. Pallets exceeding more
than 75 colors can be fully viewed by using the far right vertical scroll bar, also shown above. The current pallet is
also permanently displayed along the right hand vertical edge of the VinylMaster Pro screen, with up and down
scroll arrows to view the complete pallet, see page 2-10.

You can view all the Pallets by clicking on the “View All Pallet’s Arrow” of the “Current Color Pallet”, shown
above. To select another pallet, click on it and that pallet’s colors will be displayed in the “Color’s of Current
Color Pallet”, also shown above. To use a particular color from the current pallet, click on it and that color will
become the current default color, until another color is selected from the current pallet or another pallet.

11.3 Color Selection Module

This module is used to select color pallets and their individual colors, along with editing vinyl colors and adding or
removing vinyl to and from your stock lists. To launch the Color Selection Module, click on the “Colors” button

Color Pallet Selector Color’s of Current Color Pallet

shown above, and it will come up, as
shown on the left, next select a color

VinylMaster Pro Color Selection Module

ook TName Ton I pallet or brand of vinyl, click on the
pale Eeﬁj = e :ggg A required “Pallet or Brand”, and then
allet: Yellow % Blac .
Fale green = 30% Black $0.00 click on the “OK” button, and the
e s - 70% Black $0.00 selection will appear as the current color
Fallet.Gran [ B0 Black $0.00 . X
e = 50% Black $0.00 in the VinylMaster Pro Color Toolbox.
e Elaatromt - 40% Black $0.00
2 Seotcheal, Transucent Film [ 30% Black $0.00
M Panses P cnPaer = 20% Black $0.00 To select a color from a pallet or brand
1{ , L. . . .
M Sectcheal ané Conrokac Firm — 10% Black $0.00 of vinyl, click on the required “Color”,
- e N .
M Geonshlve Plective Fim. Preseiee 3¢ L it $0.00 shown on the left and then click on the
31 Sootehlite Fieflective Film - Heat Activa - Blue $0.00 . .
8 ScorciteHigh oneiy Fofscive P = cpan soo “OK” button, and the selected color will
M Scotcheal - Special Effects Film - Gireen $0.00 b h VinyIM P
30 Seateheal - DiFfuser Film [l Yellaw $0.00 ecome the current 1ny aster Pro
Arlon Calonll
Arlon Cal-Plus Film - Fied $0.00 color.
Arlon Tranzlucent Film | tagenta $0.00
Arlon Fluorezcent Film i . [ ] Purple $0.00
Arlon Metalized Fol , Mirror Finish . . .
ghﬁﬂ FefostaCa, Fefteotue Fim ] Drangs $0.00 Note, any item/s selected in Object
uscal Calendered 2 Year_ |_ Pink $0.00 7 i
e ot 600 s i [ | Dk Brown $0.00 = Mode prior to launching the module -

will change to any newly selected color.

In Stock B Add =i Femove = Eit i |Gl 0K Cancel |

B
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InStock 28 | 11.4 Vinyl Stock Module

This module is used to keep track of how much vinyl you have in stock as an aid to maintain your stock levels at all
times.

Note, the program automatically deducts vinyl from the “In Stock™ list, either in lineal yards or meters as you cut it
out, for example, if you had say 30 yards (meters) of 3M Red - listed as “In Stock” and later did a job, where you
cut out 4 yards (meters) of this brand and color of vinyl, your vinyl stocks would automatically decrease to show 26
yards (meters) of this vinyl now “In Stock”. So as you cut out your vinyl the program removes it from your stock
list.

To launch the Vinyl Stock Module, you must firstly have the Color Selection Module up and running, as shown on
the previous page. Next click on the “In Stock” button, shown above, and the Vinyl Stock Module will come up, as
shown below.

VinylMaster Pro C:

Solostion Modulo E Add ¥inyl into Stock..

L”“:Emf LE;E:W i’l Enter amount [¥] to add:
90% Black. £ 000/
oo to0r iz
0% Bk $000A7 Mame: Spring Green
50% Black. $0004
40% Black $0004 -
B Et el ) ) Brand: Default Extended
S Elart P L —— Type in Quantity to

- 5t sy Add to Stock

— 2y st froan X (Y = Yards, M = Meters) e—p- |50 |

- Royal Blue: 144

Vinyl Listed (currently) In Stock | 0K | | Cancel |
Remove from Stock
/ ¥ Add to Stock
InStock S8 bdd B8 Remove Editt/imy Ealars | oK | Cancel |

To Add or Remove vinyl to your stock list, click on the “Brand” then “Color” of vinyl you wish to Add or Remove,
next type in the “Quantity” you are Adding or Removing either in yards or meters and click the “OK” button, as
shown below, and these changes will be immediately reflected in your stock lists. Remember that any vinyl you use
in your work that you subsequently cut out, will automatically be deducted from your stock lists.

ﬂ 11.5 Select by Color

Color Types e—p |l Fed -
Bl Green
I Elue
This feature allows you to view FM
one type of color i.e. all the B Magenta
Yellows, across the entire range B Orange
I Erown
of all the color pallets regardless All the Shades of the selected Color B Fuple
of brand, as shown below. Type from all the Color Pallets e Il Gray
[ O wWhite
. . . Currently Selected Color [ Metalic
To implement this feature, click r [ FReflective
on the “Select by Color Type” [ Display Colors
button, shown above, next click | [ Yelo sl [ velow

:

on the “Color Types” pop up
selection box, also shown above,
then click on the “Color Type”

=
=
=

1

you wish to view and all the shades of that color will be loaded into the “Color Toolbox™ also shown above, as in
the example of Yellow. Note, as you move the mouse pointer over each individual shade of the selected color, its
details appear in the “Currently Selected Color” box, shown above, so that you know what each and every color is
branded and named.
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1ijil| 11.6 View Vinyl Stocks

This feature allows you to view all the vinyl you have in stock by color, regardless of brand.

—e® Currently Selected Color and Brand Details Qty. of Vinyl o—l View Material on Hand 0—|

v
I Olympic Elue ;IJ I stack: 44.00 m

!
L e o mehls

To implement this feature, click on the “View Material on Hand” button, shown at top and all current stocks of
vinyl that have been typed in will be loaded into the Color Toolbox, as shown above. This list may be used the same
as any other color pallet.

Note, as you move the mouse pointer over each individual shade of the selected color, its details appear in the
“Currently Selected Color” box, shown above, so that you know what each and every color is branded and named.

Edit %inyl Colars | 11.7 Edit Vinyl Colors

The Edit Vinyl Colors command launches the Edit Color Details module. This module is used to apply your
suppliers pricing to any particular brand and color of vinyl, i.e. $, £, € etc. per yard or per meter. This information
can be applied to the Cut File Cutting Log to ascertain how much of a particular brand of vinyl is being used, see
Topic 31.6 on page 31-4.

The Edit Color Details Module is also used to re-calibrate the actual screen color to the vinyl color it is attempting
to replicate, as shown below.

Edit Color Details x| To apply the costing of a vinyl, click in
i the “$ /Y or $ / M” box, shown on the
Name of Current Color Mame  [Rasphemy left, next type in the currency value per
Code of Current Color S lineal unit that you are charged for the
Rating of Current Color Rating ’u: ;gngé you ;redediting I1\/{6 if yfou Xaf]
.95 per Yard or per Meter tor Arlon
Cost of Current Color $/Y $0.00 @ Calon Il Raspberry, type in “3.95” and
Detail then the “Tab” key on your keyboard,
) Adlon there is no need to type in a “$, £, €”
Preview of Current Color f . Calan|| symbol or “per Yard or per Meter” as
this is done automatically by the
Category of Current Color P Catagory = program - depending on what Unit
Fed o 251 Measurement your Global Settings are
S © = in, see Topic 5.
Shade Setting of Current b Shads @ 0
Color

Select Cololl 0K | Cancel |

‘Lo Launch Screen Color Pallet

Along with its pricing, the current color’s Rating can also be listed, this refers to its expected life expectancy in
years, from 1-2 years to 5-8 years etc. and is typed in, the same way as the costings are, as explained above.
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11.7 Edit Vinyl Colors Continued

Fed O 251

Green -G 13 <—e Current Color’s Red, Green and Blue mix
Blue (T L]

Shade O [ <—e Shade Setting of Current Color

The Red, Green and Blue mix or “RGB” colors along with the shading of the current color can be modified to more
closely match your particular monitor’s settings, so that you can individually re-calibrate your vinyl color charts to
your monitor.

To do this, click on the required “Color Mix Slider Bar”, shown above and sliding it either “Left or Right” to
decrease or increase the Color Mix accordingly, and the Preview of the Color will automatically change as you
change the Color Mix.

Once you are satisfied with the re-calibration, click on the “OK’ button to be returned to the Color Selection
Module, and then click on its “OK” button to update your changes. If you click on cancel at either one of these
stages your changes will not be updated.

Note, this exercise may take some experimenting to see how different mixes affect a color.

11.7.1 Advanced Settings

The Select Color command launches the Screen Color Pallet which is used as an advanced Color Mixing Module.

This module encompasses Hue, Saturation and Luminance along with Red, Green and Blue to set the desired color,
to assist you in obtaining more accurate colors, as shown below.

Color

Basic colors:

Er
mrr
I
A
C By
M = =

—e® Locator Tool

—® Color Swatch

11 THEENT

Hug: I@ Red: |251
Sak: |232 Green: |13 <4+—@ RGB HSL Values

| [Wefite Eorstom Ealars s> I Colarl5glid Luri: |1 24 Blue: ISEI

] 4 I Cancel | Add to Custom Colors |

Color/Solid Preview @

To use this module you can either type in exact “RGB” or “HSL” values or use the “Locator Tool” as shown above.
To use the Locator Tool, click on it and hold down the mouse button, next, move the mouse pointer around the
“Color Swatch”, shown above and the “Color/Solid” preview will automatically change color, once satisfied, click
on the “OK” button, also shown above and the newly selected color will now be shown in the “Preview of Current
Color”.
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11.8 Add “NEW?” Vinyl Color Charts

WARNING! The following procedures must be followed very carefully, otherwise you may critically affect the
functionality of VinylMaster Pro and this MAY NOT be reversible once done.

VinylMaster Pro allows the user to add new vinyl brands and color charts directly into the Color Selection Module.
To do this, first have the color chart you wish to add to the Color Selection Module. Next load the Color Selection

Module and click on the “Add Colors” button that will only appear in V2.50 of VinylMaster Pro, and the “Add
Colors” Module will come up, as shown below. Note, do not click on “Add” until you have finished the new list.

Add New Color Chart Sorting Tools
Open Saved Backup of List Delete Color Chart
Backup Changes Reload List (undo changes)
(to text file) a

@&, Add Color

File B¢t Help
3 Backup 5 Restare 4 Add Brand | &l g] & &« ¥+ @ o | & [ 5ave €10 Save Changes
— (for use in VMP)

M anufacturer | Description
[ Arlan Calan Il fa
M Aron Cal-Plus Film
M Arlon Fluarescent Film
M Arlon tetalized Polyesters, Miror Finish
M Aron Reflecta-Cal, Reflactive Film
M Arlon Tranzlucent Film G
M BLS Fluorescent <4—1® Vinyl Color Charts
M BLS High Perfarmance
Il BLS Intermediate
[ Default Extended
[ Default Standard
M Duramark. Electrics
M Duramark. Metallics
M Moearnark Meamne LI

|C-:-p_l,lright 2007 Future Corparation A

Open
Save
Add Nex- Ce'r Chart =] Next, click on the “Add Brand” button, as

0O 2-E shown above, and the “Add New Color
99 .
I | S | Chart” Module will come up, as shown on
. the left.

Brand Description I

Fed 2585

Green 255 . « 9
Code == rGE | ﬂ Blue 255 Next, type in the “Manufacturer” and

“Brand Description” in their respective

boxes, as shown on the left.

At any stage if you click on the “Add” button
whatever you have typed in will be added
into the main list and can not be further
added to. To avoid this causing you a
problem, and to be able to stop at any time to
| return at your convenience, there is a save as

Cancel Add text file option.

To set this, click on the “Save” button, as shown above, and the “Save As” window will come up, shown overleaf.
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[ 7] ]

Save jn: I@ WINpIo

Blcljolf=iEl=l

[ Backups 3 Inport
I Clipart [ Samples
|1 Data 1 Scans
|_1 Email [ Spool
I Expaort [C] Wehicles
|1 Farts

1]

File name: I

Save I

Save as ype: IText File [t=t]

j Cancel |

Next, type in a File Name for the new Color File, select a
location that you will find later and click on the “Save”
button, as shown on the left.

At this point you could click on “Cancel” as shown on the
previous page to close down your current work and return

at a later time, or continue adding to the new list.

However, DO NOT click on “Add” until you have
completed the entire list and are satisfied it is complete.

Note, it is recommended to save your work regularly.
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12.0 Templates & Vehicle Elevations

@ To load a "background image" just click this buttorn., = @

Left | Width | =
0% 0 Pigels Top | 0 Height | .

Buttons that display at the base of the screen when the “Template” button is clicked, as shown at top

& ]

12.1 Templates Overview

VinylMaster Pro comes with a Template module that allows the user to display an un-editable background picture
for superimposing text and/or objects over it.

This feature can be very useful to visualize just how a particular sign or work will come out once completed, rather
than just hoping that it will look good. As an added bonus the program also comes with elevations of common
makes and models of commercial vehicles for superimposing a clients work over.

=21| 12.2 Loading a Template

To load a template which must be a bitmap or jpeg image, click on the “Load Template” button, shown above and
the Load Image screen will come up as shown below.

Folder/Directory Open File
Load Image... Next, click on a file to be used as the
Lookin: [ == CAVMPROVGAMPLES - & ex|  cance Open | Template/background image, then click on the
- [Jolwnps 2] roomipg — - “Open” button, as shown on the left, and the
[yetpbm [ ] curertbnp 1] semplet.bp selected file will automatically come up as a
j IMp.ipg D fast.bmp D sample.bmp

background image fitted/stretched to the
boundaries of the current page.

j beet jpg D fastsi™1.bmp D sample3 bmp
j burger.bmp D fastzign. bmp D times. brp
j burger bmp D logobw.bmp D times1.bmp
j bwscanl.bmp D mailman. brap D timesi.brmp

WS enarzre (8 treemtre e 20 200 Note, the Template can not be edited, it can only
_ be moved and resized through the Template
File of type: [images [ BMPJPG] =] 84 Search| [-Lhoasey tools.

Found Files: | j| Sdvanced Search, |

\ Filename: C:A\YMPROVSAMPLE Shclown brp 192054 bptes

12.3 Resizing and Positioning Templates

‘I._. Template size

v

Left idth | __
Top 1] Height | . == <+—e Make Template Proportional

Lo Template X and Y Lo Stretch Template to fit to Page
Position

The Templates size, position and proportions can be adjusted, as discussed overleaf.



www.future-1.com VinylMaster Pro Templates & Vehicle Elevations 12 -2

12.3.1 Template Position

To move the Templates position, click in either the “Left or Top” Template Position boxes, shown on the previous
page, type in the required value, then press the “Enter” key on the keyboard and the Template will move from its
origin (which is in the top left hand corner of the page) across, up or down as instructed by the user.

12.3.2 Template Size

To change the Template’s size, click in either the “Width or Height” Template Size boxes, shown on the previous
page, type in the required value, then press the “Enter” key on the keyboard and the Template will automatically
change to the new size.

12.3.4 Display Template at its original Proportions (Width x Height Ratio)
When first loaded a Template will automatically be stretched to fit onto the current page. To display the Template at

its original proportions, click on the “Proportional” button, shown on the previous page, and the Template will
automatically redisplay at its original width by height ratio.

@ 12.4View Template

The current Template can be removed from view by clicking on the “Template On/Off” button, shown above.

12.5 Clear Template

The current Template can be cleared from the program by clicking on the “Clear Template” button, shown above.

[.3 | 12.6 Vehicle Elevations

VinylMaster Pro comes with a range of photographic images, of various commercial vehicles, that can be used as a
backdrop - to design your work over, as shown below.

These images are in a JPEG
format, which has been used to
save your Hard Disk Drive space, ‘

and are imported into VinylMaster . ) -

Pro much the same way as any

other JPEG image is.

ﬂuﬁumm Fm) ?}y

To import a vehicle elevation, g
click on the “File” menu of

VinylMaster Pro, go down to

Import and click on it, or press

“Ctrl+I” on the keyboard, and the

Import screen will come up, as
shown on the following page.
Sizing Points. Red = 1 Yard (36 inches)

Black = 1 Meter (1000mm)

Note, sizes are when image has been re-scaled at 1:1, NOT when first imported into VMP
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-__.l Select File to Import.. [C:\Vehicles]

I@Vehlcles j EE Cancel | Import | Import File
Files of Type
D D D D I@ All Files - File Types
Chiysler. Dodge. Ford General Haolden . .
Flymouth Motars File Infarmation———————
Filename: .
@ @ B @ From here, go to the vehicle make you
ematonal lamn Kerwoth Lincoln Bt require i.e Ford, then the type of vehicle i.e.
Van or Utility, and then select the year or
@ @ D @ File Size: period where the vehicle you are searching
o for was manufactured.
Mack Mazda Mercedes Mitzubizhi
D D D D You will then be presented with a list of
possible files that will suit the elevation you
Mizzan Toyota Wolkswagen  “Western Star

require, i.e. left side, right side, back or front,
click on the required file, and then click on
the import button, as shown below, and the
selected file will automatically be loaded
into VinylMaster Pro.

Vehicle Directories

|18 Objectis] |0 Bytels) |C:Mehicles

12.6.1 Scaling Vehicle Templates

—H——— 1000 millimeters ——————%*

ltems Width e—3 i+ | 6000 2| 100.00%
— 36.0 Inches — .
1 12000 % | 100.00%
Black m  m Red (Handle) Red m  m Black (Handle) =
4 20 B
Draw out a square/rectangle shape |—o Proportional |—0 Proportional
to match the handles width Check Box Reapply Tool
Scaling Procedure Size Tools (Topic 25.0)

As the vehicles are not imported in at full size, they must be resized if they are to be used as a working template. To
do this, each vehicle has resizing handles (dots) that are used to resize the vehicle back to a 1:1 scale. Each vehicle
has 2 red handles spaced apart by 36 inches, and 2 black handles spaced apart by 1000mm.

To resize any vehicle image after it has been imported,

1. Draw a “Square Shape” out to the red handle’s width for those using imperial, or out to the black handle’s width
for those using metric units, as shown above.

2. Next bring up the “Size Tools™ and click on the “Proportional” check box so that it becomes checked, also
shown above,

3. Next re-select the Square Shape and click in the “Items Width” value box, also shown above, and type in either
36.0” or 1000.0mm depending on which units you are in,

4. Next select on the imported “Vehicle” and click on the “Proportional Reapply Tool” also shown above and the
vehicle will automatically resize to a 1:1 scale.
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A| 13.0 Text Tools

e | T il

EBIlE.D

== 2 5~ phe +

Buttons that appear when the “Text Tool” is clicked in the VMP Drawing Area

Kerning

Char Space 00 « » FontSize |2.uu

Line Space TE + =+ P oo, m
00 « + 3 Hieagw | 200in e

=] |5pe||\f @

B~ BB | (P o]

Change Font  Edit &l Text

13.1 Text Features

Buttons that display at the base of the window when the “Text Tools Command”is clicked

VinylMaster Pro comes with many Text Features, all of which are easily locatable in the above locations. You can
also access many text commands by right clicking with your mouse when in object or text mode, as shown in the
following right click “Power Menus”.

Unzelect Al
Text » Select Font
Ord »
feet Break Paragraphs
Arrange 4 .
Edit 5 Break Lines
Break Characters
Outline / Shadow U C
Weld Selected Cp':',‘?'l, e
Welding Module Lap' = Ee
Edit Curves el ase
) Auta Kem
Mode Edit
aee e Testbox On/0f
Convert to Curves
Tewxt to Path
Cutting 4 Text o Arc
Lock Objects

Zoom to Selected

Power Menu that appears when right clicking on text in

object mode

13.1.1 Power Menu - Object Mode
This Power Menu gives instant access to:

All the current hard disk’s installed fonts,
Breaking text into smaller groups of text,

Altering the selected text’s case,

I akrams guoichk
quick.
| Eggestions

QLLICE,
Cuuick
quiLlick

Font List
Dictionarny
Recheck Speling

clicking on text in text mode

Power Menu that appears when right

13.1.2 Power Menu - Text Mode

Spell Checking,
Changing the selected text’s case, A full

A preview of the full font list,

This Power Menu gives instant access to:

Automatic kerning of the text’s letters,
Turning the selected text’s - text box, on/off
and fitting the selected text to a path.

The VinylMaster Pro Dictionary,
along with full rechecking of all
Spelling.
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13.2 Text Mode Command Buttons

'] | T e BB [0 5| AZ Zhoghe v

Buttons that appear when the “Text Tool” is clicked in the VMP Drawing Area

13.3 Favorite Font List On/Off

" <«—e Favorite Font List On/Off - Switches between the current Hard Disk’s installed fonts and the VinylMaster Pro’s
Favorite Font List.

For information on how to Edit the Favorite Font List - see Topic 13.17 on page 13-12.

13.4 Selecting a Font from the Font Viewer Module

|fﬂj Times Mew Roman ) ] When clicking on a Font’'s Name, the full font preview window is loaded, as shown below

#1. Font Viewer Module
Font | Sample

»=5 AaBbCcDdEeFfGaHhliJiKkLIMmNNnOoPr:
i AaBl6cPdEcFf@aHhliliKkLIMMNN@oPK!
B FFFat Dutline Bold |t @@@@8@?9@@%0@&%@&&%@&9@@@6
el Haﬁbﬁ’cﬂdf’&i’fﬁﬂffkii]iﬁk&fﬁimﬁ’ﬁG&f’ﬂﬁﬁEPSs
F FFFlorist Nomal ~da BbCe Ddﬂ F e FT[LH? i HK Li ('_7\(}?: W’\HOQ}“:
i e ﬂaIb[C[]]HJ[@WGQInIIHHlJ]\ni\niLLﬂﬁﬂﬂ@E]PPUQHFSS] LUUUUUUMHHHJ{J
FFGhastly frg\ Ry \,GHFI[“ s uf-ﬁ AL 0T ”d{}“ﬂ gt w I ,_‘g
P P i Au‘Bch‘DdEchGathll|I<I¢.I.IMmNnOo‘Pch

et MoliBhCCDAdEe FFGaHhliJiIKKLIE
Vi o LA ARG ATATAL AL ASAEA AT AT GG O AN

A AABBOCHDERRRGOHAIIJIRELLHADOPPOORE
e masmherncieeErfFer-h T sk |
wire oA BOCeDdbe TG HhIT [ KL mNOo FPoQa TerSs Tt

miTerd A g Bl NeEe e Be il b MNw0aPe0n ReSs Trla W

wre . AABBCCDDEEFFGEHHIIJSSL
#eee @gallCeeCeeFFahhiikkLLmmrnoopPRarrsst

AaB bCeDdE eFfGgHHllkELIMmNn0 oPpgRrSsT Ak yrz 1234567830

To change the Preview Text - click here and delete the current text, next type in new text and press
Enter on the keyboard, and the new text will be displayed in the Font Viewer, shown above

To select a font, “Double Click” on the required font, and it will be automatically changed in the document. To use
an uninstalled font or a font from a CD etc, see Topic 2 in the Font Detective manual.
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13.4.1 Selecting a Font from the Drop Down List

To select a font click on the E (drop down) button and click on the required font, as shown below.

£ fi v phe~

[

|':ﬂ‘_'TimesNew Roman E B I IZ.U ] ;|| E =
T Square?21 Dm -

T Square?21 Ex BT A Bb 37 IZ
T StaccatoZ2Z BT a } Z
T StopD

T Swisz911 UCm BT
T Swiszd11 XCm BT

Tp Swissd2 BT Preview Text: [ x|
T Symbol

E :ﬁ;i: Enter Text for Font Preview

T Tango BT |

T TCBOD26

T Telegram LET
T Thunderbird BT (1] 4
T Tiger Rag LET

iy Times New Roman _I

Cancel

Tp TLLOT1G
T Traffic
T Tranzith21 BT -

—@ To change the Preview Text - click here and type in new text and click “OK”

13.5 Applying Font Styles

Bold Font - Applies the Bold Style to a font & | B ¥ | «—® Italic Font - Applies the Italic Style to a font
(when available) (when available)

To apply these styles, have the text selected you wish to change and then click the “Style/s” you wish to apply.

You can also select the (text tool) to go into text mode, and then select the style you wish to use - prior to
typing any text in the designing area.

13.6 Changing a Font’s Size

VinylMaster Pro allows you to change a font’s size in many ways, the following is how to do this in “Text” Mode.

<4—® Font Size Box - Applies the selected pre-set or typed in size of the font.

21

05in The size of a font is calculated by first its width then its height. Whenever the width and
1:3 :: height are the same, the program only displays one figure, like in the example on the
20in left, where the font is 2 inches (50mm) wide, and is therefore 2 inches (50mm) high.
25in

3:3 :: Quite often a font will be required to be stretched either horizontally or vertically, this
B.0in can be achieved by using the resizing handles when in “Object” mode - as shown

10in below.

12in

15in

18in

20430 | ‘:Sa'ﬁple:<—w+ ‘-Sample- E

3 +—Or if a more exact size is required - this can be directly typed in the font size box as a
l width by height value i.e. 2.0” x 3.0” (50.0mm x 75.0mm) as in the example on the left.

«2> Tip: Always remember to type in an “X” between the width and height.
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13.7 Text Justification

<4—=o Force Justify - Aligns all words within a text box to both the left and right edges

A I
Flush Justify - Aligns all words within a text box to both the left and right edges - leaving the

last line of any paragraph to block left

Block Right - Blocks all words whether in a text box or not to the far right edge of the words,
retaining all standard spacing between the words

[ ]

Center - Aligns all words whether in a text box or not to the centerline of the widest line of text,
so that each line is centered along this line

Block Left -Blocks all words whether in a text box or not to the far left edge of the words,
retaining all standard spacing between the words

You can apply text justification to any text by: 1. Selecting the text with the III (object selector) and clicking on
the justification required or 2. Click on the required justification while in text mode.

Note, you can not Force or Flush justify text that is not within a text box, see below.

13.8 Text Boxes & Paragraph Text

E <4+—=o Create Text Box - Pastes a re-sizable text box or turns existing text to text inside a text box

— Note: Can also be accessed from the Edit Tool Box
Text Boxes are used for several reasons, some Add Tabs - To add another Tab, Editable Tabs - Slide to
include: creating forced or flush justified text, click here hold down the mouse the left or right displaying

button and slide out a new tab to distance from the left edge

using tabs to set out text orientated work like the right, to a max 7 Tabs

menu boards and automatic text wrapping.
Text boxes are also known as: Paragraph Text. 2,85 15.48 2010

1]
To create a text box go to the edit tool box and Nonrn Qaml tJg m
click on the “Text Box” button, shown above

and then paste a text box the required size into EDJQE:‘!I Iaamj IIQ m
the document. Or have some existing text

selected and then click the “Text Box” button M Qamj tol m
that appears on the right side of the Eljj!..ld Eamj U:Q m
justification buttons when in text mode, also

shown on page 13- Fri ©Qam s 9pm
The text can be treated much the same as |9_am| u:g D.Q—D:II

normal text, fonts, colors, case, size and

keming ca all be changed as normal (Except
eming canll b unesd s ol Except SUA - [(Closed Al Dayl

Character Node Kerning).

Once the text i? set out as requireFl, the Text T—o Line Spacing Node - Slides up and down to set the
Box can be switched box off, which converts line space of text within the text box

the text back to plain text. The advantage of

this is t.hat th? text can be resized Wi'fhout Character Spacing Node - Slides left and right to set the
losing its attributes, such as tab spacing etc. character space of text within the text box.

Note, to add tabs to a text box you must press the “Tab” key on the keyboard between typed text. These tabs can
then be visually edited, as shown above in the “Text Box™ example.
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13.9 Fit Text to Path

Fit Tewt to Path <—o Apply Rubber Base Line to Text - Fits a node editable base line to text, with the Text remaining
Fit Test ko A Perpendicular to the Line at all times.
Note: Can also be accessed from the Distortions Tool Box.

Fit Text an Path

This feature allows you to fit a rubber type base line to any line of text. To implement this command, the text must
be selected either in “Object or Text Mode”, next, click on the button and menu shown above, and the program will
automatically go into node edit mode, and you will see nodes along the base line of the text. These can be moved
about individually or in groups to create text to path, as shown in the examples on left below.

i
More nodes can be added to create different effects. Note, additional

nodes can only be placed in between 2 existing nodes and then

\Slk—bm moved into position, the same as any other VinylMaster Pro curve,
see Topic 14.9.2 on page 14-10.

To do this click on the “Node” you wish to add another “Node” next
to in line, then press the “+” key next to the number pad on your

W« 1 keyboard (Note, do not use the Shift then “+” key) and a new node
. ﬂ ;DS.Q’ will be added, as shown in the example on the left.
=]

Tip: You can create a sharp corner by right clicking on a node.

13.9.1 Fit Text on Path

Fit Text ko Path

Fit Text to Arc Apply Rubber Base Line to Text - Fits a node editable base line to text, with the Text remaining

e — Vertical at all times.
Fit Text on Path <4—® Note: Can also be accessed from the Distortions Tool Box

This feature allows you to fit a rubber type base line to any line of text. To implement this command, the text must
be selected either in “Object or Text Mode”, next, click on the button and menu shown above, and the program will
automatically go into node edit mode, and you will see nodes along the base line of the text. These can be moved
about individually by using the mouse or in groups to create text on path, as shown in the examples on left below.

[s]
. : kb More nodes can be added to create different effects. Note, additional
11 0 nodes can only be placed in between 2 existing nodes and then
Dt]:le/(} moved into position, the same as any other VinylMaster Pro curve,

see Topic 14.9.2 on page 14-10.

To do this click on the “Node” you wish to add another “Node” next
to in line, then press the “+” key next to the number pad on your
keyboard (Note, do not use the Shift then “+” key) and a new node
will be added, as shown in the example on the left.

o Tip: You can create a sharp corner by right clicking on a node.
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13.9.2 Fit Text to Arc

Fit Text bo Path

Fit Tewt to Arc <—o Apply an Arc to Base Line of Text - Fits a fully Node Editable Circle Tool to Text, without
distorting the Text itself

Fit Text an Path

This feature allows you to fit a Circle Tool to any line of text, without distorting the text itself, rather keeping it as
normal text, which is ideal for circular logos etc.

To implement this command, the text must be selected either in “Object or Text Mode”, next, click on the button
shown above, and the program will automatically fit a Circle Tool to the text and go into node edit mode, as shown
in the example below.

Circle Tool’s angle of rotation node awe uszus 4—0 Circle Tool's X & Y Radius

- ® Sets inside radius
V distance

B » 1808

Item (Text and/or O—f \ Item’s current

Objects) angle node

Center Point Node of
Circle Tool

Fit Text to Arc Circle Tool

The Circle Tool has many tools to manipulate the items within it, however, when used to Fit Text on Arc the
distortion features are turned off so only the text’s position and spacing can be modified. Using the Fit Text to Arc
Circle Tool you are given 5 tools to change the text within the tool, these are:

. The inside radius distance.

. The centerline angle of the item within the circle tool.

. The outermost size of the item within the circle tool - measured in degrees, as an angle.
. The item’s upside down orientation.

. The circle tool’s physical position.

DN AW =

The following is a diagram of each of the abovementioned points with detailed information.
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B ERERER]

Click on this
line, and
dragitin or
out with
the mouse

¥ 144m

2. The centerline angle of the text within the circle tool.

To implement this command, you must select or be in
node edit mode.

Next click on the centerline node and hold down the
mouse button.

Then move it to the left or right to effectively spin the
circle tool around, once in the correct position let go of
the mouse button.

Click on this
node, to

Change the

—e® items angle

4. The item’s upside down orientation.

mode.

To flip the item over as shown opposite, the angle node
taken over the item’s centerline node.

1. The inside radius distance.

To implement this command, you must select or be in node
edit mode.

Next, select anywhere along the items innermost perimeter
line, in this case between the “e” and the “q”, as shown on
the left.

Click on this line and hold down the mouse button, then
drag it in or out to the required radius.

node, to spin

the circle tool

around to any
angle

» 1800

3. The outermost size of the text within the circle tool
- measured in degrees, as an angle.

To implement this command, you must select or be in
node edit mode.

Next click on the angle node and hold down the mouse
button.

Then move it to the left or right to effectively squash

or stretch the item within the circle tool, once in the
correct position let go of the mouse button.

Angle Node o\ I

To implement this command, you must select or be in node edit g

must be

To do this click on the “Angle Node” and hold down the left mouse
button. Next move it right across the centerline node and once the f wan

angle on the opposite side is correct let go of the mouse

button. Centerline Node
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e 104 K 104

5. Moving the circle tool’s physical position.

To implement this command, you must select or be in
node edit mode.

To move the circle tool to any point within your

document, click on the circle tool’s “Center Point
Node” holding down the mouse button and move it to T

the required position. .
./4_' i —> ° v me
Center Point Node of Circle Tool ‘

13.10 Auto Kerning Off

-4
AB~ VinylMaster Pro automatically uses the kerning of the font
Kem Selected <o Kern Selected Off  being typed in, as its typed. If whatever reason text appears

to be poorly kerned, click on the “Kern Selected” menu

Taouch kem Selected -
item, as shown on the left.

13.10.1 Touch Kern Text

Touch Kern Selected - Applies a factory preset distance between characters in selected
text
<4—e Note: Can also be accessed from the Text Tool Box, and right clicking on selected text

Touch Kern Text is used when the kerning of the font being used appears to be uneven or is unacceptable. Touch
Kern applies a factory preset distance between each letter of the typed in text, as shown below.

AVAILABLE AVAILABLE

T—c Large gap between characters L Even gap between characters

As shown above there are different spaces between the A and the V compared to the A and the I which make the
word look unbalanced. On the right of this is the Touch Kerned version of the same word.

To implement this command, have the text to be Touch Kerned selected either in “Object or in Text Mode”, then
click on the “Touch Kern” button, as shown above.

The Node Edit tool can also be used to alter the spacing between individual characters. To do this select the text in

“Node Edit” Mode and click on the “Nodes” (control Points) and slide them to the left or right to alter the spacing
between individual characters as shown in the example below.

JAV AlLA

<> \
Slides Nodes Left or Right Text Nodes
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13.11 Text Tools Command Buttons

Char Space | 00 +« = FonlSes |2-':":' ;IJ |S|:|Ell‘f @ Hﬁ" _nHEi ‘ @
'éi_”ngi"m | 168 * % vian | 200N

Kerning | 00 « & I Hieakt | 200N E Change Font  Edit All Text

Buttons that display at the base of the window when the “Text Tools Command”is clicked

13.12 Text Spacing

Char Space 0.0/ « = | «—e Character Space - Adjusts distance between all characters of text
Line Space 16 +« = | «—® Line Space - Adjusts distance between lines of text

Uneven Line Space e— Zilin
Adjusts distance between | Ezrming 0.0 « = | «—e Character Kerning - Adjusts distance between two or more
individual lines of text selected characters of text

This feature is used when the characters in standard text need to have their spacing adjusted.
13.12.1 Character Space

To implement this command, have the text selected either in “Text, Object or Node Edit Mode” and click on the
“Left Arrow” to bring the characters closer together, or on the “Right Arrow” to space the characters further apart.

13.12.2 Even Line Spacing

To implement this command, have the multi lined text selected either in “Text, Object or Node Edit Mode”, then,
click on the “Left Arrow” to bring the lines of text closer together, or on the “Right Arrow” to space the lines of text
further apart.

13.12.3 Uneven Line Spacing

This is a special command that only appears when there are two or more lines of text and you are in “Text Mode”.
It has been designed primarily for the Monumental Mason Industry that requires further line space adjustment.

Enter Linespace [mm) | To irpplement this comm.and cligk in the line that you
require to be set at a particular distance and the “Uneven
Enter Linespace Line Space” button will come up, as shown above, next

| click on the button and the “Enter Line Space” window

|2-[“] in will come up, as shown on the left.

0K Cancel Next type in the required space and click on the “OK”
button and the individual line will adjust accordingly.

13.12.4 Character Kerning

To implement this command, you must have at least two characters and be in “Text Mode”. Select the left most
“Character” and click on the “Left Arrow” to bring the other character closer in, or on the “Right Arrow” to space
the other character further apart.

Tips: 1. You can also type in a specific value in any of the boxes to the left of the arrows and press enter. 2. Even rotated text can
have its spacing adjusted. 3. When in object or node edit mode Character Kerning will perform the same as Character Space.
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13.13 Font Width & Height

FankSize |(2.00 ;| <4—* Font Size Box - Applies the selected pre-set or typed in size of the font

b wiidth 200N <4—e Font Width - Applies/Displays value to/of the selected font’s width
T Hiean 2.00 in <4—o Font Height - Applies/Displays value to/of the selected font’s height

To implement the width or height command, select the text in either “Text, Object or Node Edit Mode” and click
inside the appropriate box, then “Type” in the size required and press enter on the keyboard, and the text’s size will
then change to the new size.

Tip: Whenever text has a different width than height, the font size box shown above does not display any size.

|SM @ | 13.14 Spell Checking

[ | [ | ] VinylMaster Pro has On-Screen (Window) Spell Checking,
which is turned on or off by clicking on the On/Off button shown

o [ ]
-Signnk
] ]

In this example the word “Sign” has been spelt incorrectly.

- When this occurs, the program underlines the word with a
= = . diagonal red line to indicate the word does not match any other
- word in the current dictionary, and therefore may be spelt wrong.

I8 e e Lo

- Sign —o 1 You may choose to ignore this, as the red line will not be printed

= - or cut out.

1 Suggestics

SIGMN To view the program’s suggestion/s or to add the word to the
: program’s dictionary “Right Click” on the underlined word when

Signn <+ 2 in “Text Mode”, as shown on the left, and a Power Menu

sighin appears.

Fant List <+« 3 Which presents you with several choices (to implement any of

Dictionary — 4 these commands click once on the required one).

Recheck Speling o5

The following is an overview of the above commands:

1. You may select one of the program’s suggestion/s, which will automatically change the selected word to the one
you have nominated.

2. You may wish to change the selected word’s case from any one of the samples provided, which will
automatically change the selected word to your nominated Change.

3. Load the Font List to change the selected word’s font.

4. Load the program’s Dictionary to perform a more thorough search, or add the word to the program’s dictionary.
5. Or, Recheck the Spelling which refreshes the current search.

Tip: When spell checking a word make sure that the text cursor is within the word you wish to check, otherwise the program may
check the proceeding or following word.
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13.15 Dictionary

@ <4—=o Dictionary - Launches the VinylMaster Pro Dictionary and Spell Checking Module

The VinylMaster Pro dictionary contains over 48,000 words. You can add words to the dictionary which it will

remember for future work.

When you have a word to spell that you may only have some idea on how it is spelt, you can use the “Extensive
Search” command, as shown below. Firstly, you must tell the program what word you wish to extensively search.

Search Complete.
|5|gnn ‘ @+ wad
Signs Sigma |Extensive zearch for this word
laligr Sign
1A zzign Signal
D zign Signed
D esign
Enzign
Feign
F 2ign
F esign
Sighs
Sight

@ Cancel | 1].9 |

You can type the word in, or if you have a word in
your document that you wish to check, you can
“Right Click” on it, go down the Power Menu as
shown in Topic 13.14 and click on “Dictionary”,
which will automatically bring in the word for
you.

Next click on the |*8d| “Extensive Search”
button.

Once the search is complete, you are presented
with several similar words. In this example 15
other words have been listed.

If you navigated your way to this stage from a misspelt word, or from an attempt on how to spell a particular word,
and it’s in this list. Click on it and then click on the “OK” button, and the word will replace the one in your work.

13.16 Text Options

Break Paragraphs
Break Lines
Break Characters

<+
<+
<+
Uppercaze
Capitalize ¢ o
LowerCaze
Recheck Speling <+
<+—°
<+

Inzert Text From Clipboard
Save Font File to Disk

e
BB ™ | «<—® Text Options

1. Break Paragraphs - When you have a paragraph/s
of text, clicking on this command will break the
paragraph into separate lines of text.

2. Break Lines - When you have a line/s of text,
clicking on this command will break the line into
separate words.

3. Break Characters - When you have any text,
clicking on this command will break it all into

separate characters.

4. Change Case - You may wish to change a selected

This Power Menu presents you with several choices (to implement any of these
commands click “Once”

on the required one).

Below is an overview of these commands.

word’s case from any one of the samples provided,
which will automatically change the selected word to
your nominated change.

5. Recheck Spelling - This command rechecks all the
spelling of the words in your document.

6. Insert Text from Clipboard - This command pastes
any text from the windows clipboard directly into a Text
Box see Topic 13.8 on page 13-4. This means that text
from other programs such as word for windows can be
pasted directly into VinylMaster Pro.
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Font
Ei Font style: Size:
J ellzhire] IHEguIar 32 Ok I
- g
g FFaerln B g & | Concd |

T FFBilboard 592

T FFBrosnan Exp — Bl Italic 11

T FFBiush Outine 12

T FFBrushit Ext It 14

T FFChrome X =l |is

T FFCiimsan It hd! 18 =
i~ Effect Sampl

™ Stikeout

™ Underling

LCalar:

I Black - Seript:

Westem vl

You must type the name of the font again under File

Name, (Note, typing ***.ttf is not necessary), then select
the disk you wish to save the Font File to, this can be any
hard disk or floppy drive - then click “OK”, and the Font

File will be saved to that location.

Tip: This procedure will only save the Font as a File, if you wish
to use the font in another program you may have to install the

font through Future Corporation’s Font Manager or MS Windows, I
please refer to your windows manual for instructions on installing

true type fonts.

13.17 Favorite Font List

=

VinylMaster Pro Text 13 - 12

7. Save Font File to Disk - This command allows any true type font
to be saved to disk, which can then be used by VinylMaster Pro on
another computer.

To implement this command, click on the “Text Options” button and
from the menu select on the “Save Font File to Disk” command.

Next, type in the name of the font you wish to save, along with any
particular details of the font, then click on the “OK” button (Note,
details are usually unnecessary)

Then, the program will present you with the following window, as
shown below.

Rslo] =)=

Save in: I {3 wmpra

[} spool

[rtwork:
clipart
data
Forts
Images

samples Type name of Font

File narne: |

Save I
j Cancel |

Save as lype: ITrue Type Font

™ Open as read-only

<—eo Edit Favorite Font List - Launches the Edit Favorite Font List Module

As there are so many fonts available plus the 5000 that come with VinylMaster Pro, the program comes with a
Favorite Fonts List Module. This module allows you to have a separate list of your most used or favorite fonts, as
many fonts are rarely used and may clutter up your drop down font list and dramatically slow down your computer.

Although you could list all your fonts in this list, it is recommended that you only have 50 to 100 fonts at any one
time in the favorite list. Note, This module only works with fonts that are installed through windows.

;J.' Edit Favorite Font List

Favorite List

FFArkona Ext
FFEellbirds
FFEerin

FFEillboard 532
FFErosnan Exp
FFBrush Outline
FFBrushit Ext It
FFChrome Fx
FFCrimzon It
FFCrockett
FFDandy Caps
FFDarlzen
FFEmblem Outline
FFE scade? Outling

FFArchbold

AaBbCcbdEe

Save

& #

Restore |

Cancel |

To implement this feature, click on the “Edit Favorite Font List”
button, shown above. Next, the editing module will appear as shown
on the left. To move your most used/favorite fonts to the favorite list,
click on a “Font” in the left list and hold down your mouse button,
then drag it over to the right box and let go of the mouse button, and
the font will now be moved across to the favorite list.

If you have a font that you don’t want in the favorite list, just click on
it and drag it back to the available list. Once you have completed
transferring your fonts, click on the “Save” button, if you wish to start
again click on the “Restore” button, this will restore both lists as they
were at the last save.

To turn the favorite list on, click on the “Edit Favorite Font List”
button, shown above when in text mode, refer to Topic 13.3.
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13.17.1 Display True Type Fonts Only

VinylMaster Pro only works with True Type Fonts (*.ttf) which are native to both Apple and IBM computers.
However it will display other font types, such as Type 1 fonts in the drop down list. These other type of fonts can
not be used by VinylMaster Pro and may confuse you if you by mistake select on one of these fonts and cannot use
it. As this problem is limited to the minority, it may not affect you. However if it does, this can be corrected.

To only view True Type Fonts, click on the button, which is also shown on the previous page, and appears in
the “Edit Favorite Font List”. The program will then set out to find only valid True Type Fonts and will then list
these in the “Favorite List”. You can then remove any unwanted fonts from this list and the click on the “Save”
button. At this stage whenever you view your Favorite Fonts list it will only contain valid True Type Fonts.

@ 13.18 Open Font Manager

As there are so many fonts available plus the 5000 that come with Font Detective, the program comes with a Font
Manager Module. This module can be launched by clicking on the “Open Font Manager” button, shown above.
For further information on this module, see the Future Fonts Manual on page 2-1.

13.19 Paste Text from Windows Clipboard

Paste Text from the Windows Clipboard - This command pastes any text from the windows clipboard in the form of
a Text Box see Topic 13.8. This means that text from other programs such as Word for Windows can be pasted
directly into VinylMaster Pro.

To implement this command, have some text from another program copied or cut onto the windows clipboard. Next
click on the “Paste Text from Clipboard” button, shown above, then drag out the Text Box icon that will appear in
the designing area of your window to the appropriate size, and then let go of the mouse button. The text from the
other program will now appear in the Text Box.

To turn the “Text Box” off, click on the “Text Box” icon, as shown on page 13-4.

13.20 Change All Selected Fonts

Change Fort | «<—e Change Font - Changes a multiple selection of fonts to another selected font

This feature is used when two or more blocks of text require
. , o their current font changed to another font.
aht atyle: Size:
ellzhire] |F|egular 32 | Ok, I
M | Fegu=r 8 [N ERPN (R To implement this command, select the blocks of text you
FFBerin Italic I il : : « »
H FFBilbosrd 592 Eold 10 wish to change and click on the “Change Font” button, as
% FrBosnan Exp =1 {Bold taic hy . shown above on the right.
% FEBrusht Ex | o 1
T FFCimson I | 18 =l Then the Change Font window will appear, as shown on the
 Effect  Sample left. Next select the font you wish to change the selected
I~ Strikeout m—ﬂ blocks of text to, then, click on the “OK” button, and all the
I™ Underline selected text will change to the new font you have nominated.
LColar:
I- Black - l Seript:
IWestem 'l

Change Font Window
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This feature is used to modify all text within a document, regardless of the fonts used, sizing, spacing, color,
grouping, alignment, rotation and skewing etc.

To implement this command, click on the “Edit All Text” button, shown above.

fL‘VinylMaleI Pro M=
File Edit “iew Amange Lapout Tewt Tools Cut Curve Edit Help

Dregvd S BEFEI 9L Ga s ceeaa -« -8 &

QSelectAll | EEUI Fage | #0000 o000 in Ilﬁ] gjgg :: Go to Cut IE%

ﬁ % P T T T - T |i E

Al =

Q 4

- H H Bt

o Chis is an example 8

Al O

||

£, v - LL (]

% t@f edit all Eext =

o :

B . 5|

2, from the Vtrﬁmaster Pro 0

& — =

> -

| ® ® =

AN\MIILD :

||

JE

e H

i =@

N | | 7Bl inY: 036 in [Page:1af1 + =+ Palf <| J j T@s @ 1

Edit Text Content

Thiz iz an example

aof edit all text
from the Winylkd azter Pro
tanual

B

l—o Open Text File Folder

]

@ é’ UpdateAIIl Cancel |

Sample text in VinylMaster Pro

Next, the Edit Text Content module will appear. For this
example four individual blocks of text have been typed in a
VinylMaster Pro document, shown at the top - and as shown
in the Edit Text Content module on the left, these lines of text
appear as plain text, even though the actual document text
itself has different fonts, kerning and width by height ratios.

To modify the text, click on the “Line/Block” of text you
wish to change and then modify it in the “Edit Text Content”
window, as shown on the left, as is required, then, click on
the “Update All” button, and the changes will be applied.

You can also import text using the “Open Text File Folder”
shown above, as a text file from any other program, just as
long as it has been originally saved as a (***.txt) file.
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£, 14.0 VinylMaster Pro Curves & Lines

#\, VinylMaster Pro ¥2.0 [Untitled] =1 3
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Freehand Curves  Freshand Lines Edit Curres AuterTrace

| Curve Tools

8K »

Curve Tools - Fly Out Window

14.1 Curve Tools Overview

VinylMaster Pro comes with 2 different types of curves and lines, that are handled in separate modules. The first
type of curves have been designed for modeling purposes, and as a result are more suited to quick and easy curve
creation and editing. These type curves are referred to as “VMP Curves”, and are discussed in this topic.

The second type of curves (Digitizer Curves) are unique, because the curve itself passes through each control point,
which gives the user even greater control and accuracy, resulting in a very smooth curve. These type of curves are
only available in the Curve Editing Module, and are discussed in Topic 20.

VMP curves are presented in the program with a number of tools and features that greatly assist the user to create
shapes and logos with ease. However, care has been taken to ensure that the user isn’t overwhelmed with to many
tools and features all at the one time, rather making the tools that are relevant to the current operation i.e. Node
editing, only available when in Node Edit mode etc.

14.2 VMP Curve, Fundamentals (Below: General Curve Tools- That appear when selecting a Curve in Object Mode)

Open/Close Curve Reset the Curves Origin Auto Correct Curves Order
r .—l (Direction)
E‘Fﬁ Open/Cloze | 1-}'. Break Apart %Heverse Order : Nomalize g Edit Curves
Break Combined Curves Apart .—T T_. Reverse the Order (Direction) T—O Launch Curve Editing Module

of the Selected Curve

To obtain the best results when using curves in VinylMaster Pro you must have an understanding of how VMP
Curves function in the program. These curves are made up of vectors i.e a starting point with a direction (i.e. an
arrow) that when combined together with a mathematical equation create a curve, these curves are then further
combined together to create a shape, text or logo etc.
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14.2.1 Curve Order (Direction)

Curves must travel in a certain direction from their starting point. This being either clockwise or anticlockwise.
When a curve has been closed i.e. forms a solid shape, like a circle or square without any openings, this direction
specifies whether the curve (shape) is a hole or a solid i.e. as in the letter “O” the outside curve (shape) is solid and
is a curve traveling in a clockwise direction, however the inside curve (shape) is a hole and is a curve traveling in
an anticlockwise direction.

The direction of a curve is not normally displayed as it would become to confusing for day to day applications.
However to view a curve’s direction, it can be loaded into the Welding Module where the curves can be viewed by

direction.

1. Clockwise Curves - Curves that run in a clockwise direction and are colored Blue.
2. Anticlockwise Curves - Curves that run in an anticlockwise direction and are colored Red.

With Blue representing a solid curve (shape) and Red representing a hole or empty curve (shape), as shown below.

Clockwise Curve (Solid) Anticlockwise Curve (Hole)
Displayed in Blue Displayed in Red
abcdefghi @ abede {F@[h]u
Normal Text and Clipart Normal Text and Clipart with Curve Direction Highlighted

The direction of curves that form shapes is important to know especially when attempting to weld these to other
shapes; as the results can be quite unexpected if the original direction is unknown, this subject is discussed in more
detail in the Welding module on page 22.

If a curve does happen to be traveling in an undesired direction, this can be changed by clicking on the “Reverse

Order” button, as shown on the previous page, which automatically turns a solid into a hole, or a hole into a solid.
This can also be done for combined curves by clicking on the “Auto Correct” button, also shown on the previous
page. Note, this tool affects all selected curves and corrects the object as a whole.

14.2.2 Breaking Curves Apart

Shapes that are already made up of curves are quite often combined. What this means is that the program
recognizes a group of curves as one curve, like in the example of the “O”, the outside and inside curves are
combined so that when resizing, welding or changing color etc. the “O” remains as one curve object rather than
two, this is done so that the holes remain transparent (see through).

This is usually desired by the operator, however when creating or modifying a logo or shape etc. you may wish to
have the individual curves available for node editing etc. This can be done by clicking on the “Break Apart” button,
as shown on the previous page.

Curves can also be combined together by selecting them in “Object Mode”, then going up and clicking on the
VinylMaster Pro “Curve Edit” menu, and going down and clicking on “Combine Curves”, which will
automatically combine the selected curves together.

14.2.3 Curve Origin

All VinylMaster Pro objects, text and curves etc. have an origin, which is a point of reference where the item’s
position within the designing area is calculated from. This origin is located in various positions for different types
of objects. With VMP Curves, the origin is calculated from the top left hand corner of the page that they are drawn
on, unless they are normalized.
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If they are normalized the origin is calculated from the horizontal plane of the most top point (node) of the curve,
across to where it intersects with the vertical plane of the most left point (node) of the curve, as shown in the left

example below:

Vertical Plane
Vertical Plane

Horizontal Plane

/ Point of Origin (intersection point) / Point of Origin '
. . K ] m

Horizontal Plane

When the last (end) point or of a curve is across to the right of the first point, and its vertical plane does not
intersect with the horizontal plane of the first point e.g. a diagonal line, the curves point of origin once normalized,
is set at the most top let corner of the curve, as shown in the example above on the right.

14.2.4 Opening and Closing Curves

As curves are usually used to represent shapes and/or text, they must be closed i.e. have no openings, or join up,
like in a circle or square shape etc., as shown below.

o

Joining Line to Close

f the Curve

a

t First Node
(Point)

Open Curve Closed Curve

Newly created or existing open curves can be closed by clicking on the “Open/Close”, button, as shown on page
14-1, conversely closed or existing curve shapes can be opened by also clicking on the “Open/Close” button.

Note, VMP curves that are discussed in this topic, have a fixed start and end point, which means the start and end of
a curve must end in a straight line.

Which in some obscure cases may not be satisfactory to the user, when creating particular shapes, although more
often than not, a competent user can easily overcome this situation. However, the curves that are used in the Curve
Editing Module, referred to as Digitizer curves, can end a curve in a curve section, which entirely eliminates this
issue if it does ever arise. This topic is discussed from page 20-1.
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14.3 Creating Curved Shapes

éf__ <—eo Create Curve

VMP curves can be created from either the “Curve Tools - Fly Out Window” or “Base of window Line/Curve

Tools”, as shown above.

?L;VinylM aster Pro

File Edit “iew Amange Layout Test Toolz Cut Curve Edit Help

O~ & & < amn o 004in Eg:gj:: 5 Al o T

= o ff B G S

n Cloge Curve ¥ Dane

e F N T
X i
| [
@ | || Completes the Curve, also activated @—
¢y | || with aRight Click
D Curve Control Points/Nodes
Al ] N
z‘ :
LN
R o
=)
]
el Curve Start Point
= 9 (Displayed in Green)
1 X and Y Coordinates
o

£H M| w3y 271

DiPagtofl ¢ » & [\Palfl¢]

14.4 Numerical (Absolute) Curve Node Positioning

o+—n o—+o

mm omm B[l é{’};., A |s.;3i Close Curve v Done |

Add Node to the Left
Add Node to the Right r

To create a curve shape, click on the “Create
Curves” button, shown above, next click once
anywhere within the VinylMaster Pro designing
area, then go to another point where you wish
the curve to pass through, and click once again,
and a second point will be fixed and a Curve
Created, repeat this step as many times as is
required to create a Curved Shape, when you
have finished you must “Right Click” or click
on the “Done” button, to advise the program
that you have finished creating your curve, as
shown on the left.

Note, by holding down the left mouse button
when clicking to position the next point, you can
move to any position and the curve will follow
the mouse pointer, let go of the mouse button
and the next point will be created there.

Also by holding down the “Ctrl” key and using
this method just mentioned, the next point will
snap either to the horizontal or vertical planes of
the last created point, with these points
hereinafter referred to as “Nodes”, also known
as “Control Points”.

Delete Last Node

l_. Open/Close Curve

Add Node to the Top bjj L Go to Absolute Position
Add Node to the Bottom Add Node to Given Angle  Completes the Curve

Curve Position Tools- That appear when Creating a Curve in the VMP Drawing Area

While creating a curve (on the fly) the above tools will appear along the second row of tools below the VinylMaster
Pro menus. These have been designed to assist with locating the next Node of a curve while it is being created. This
feature can greatly assist in designing exact geometric shapes and logos, as the shape can be created numerically

rather than just by eye, as explained in the following Topics.



www.future-1.com VinylMaster Pro VMP Curves & Lines 14 -5

== == f[i fi| 14.4.1 Add Node to Left, Right, Top or Bottom

To implement any 1 of the above 4 tools, you must first be creating a curve, as explained on the previous page and
also have created at least 1 Node after the starting Node of the curve. Next, click on the required “Add Node”
button, shown above i.e. Left, Right, Top or Bottom and the “Enter Distance” window will come up.

Enter Distance (90 deg) Next, type in the distance you wish the next “Node” to
be positioned away from the current “Node”, then click
Distance Value e— [1 | on “OK” and a new Node will be created at the direction
and distance specified with the curve following the new
Lok || e | Node.

o000 0n v 0.000n | <4—o Mouse Cursor Position (X: 0.00 x Y: 0.00 = Bottom Left Hand Corner of VMP Drawing Area)

Tip: The starting point of a curve can be located by using the mouse cursor as its position is displayed as an X and Y coordinate,
which can be found in the bottom left hand corner of the VinylMaster Pro main designing area, when the Main Tools are turned off,
as shown above, and on the previous page.

& | 14.4.2 Add Node to Given Angle

This tool works much the same as Adding a Node to the Left, Right, Top or Bottom, except that it also allows the
user to specify an angle from the current Node, that the new Node will go to.

To implement this tool, click on the “Add Node to Given Angle” button, as shown above, and the “Enter
Distance” window will come up, as shown above. Next, type in the distance you wish the next “Node” to be
positioned away from the current “Node”, then click on “OK” and the “Angle of Elevation” window will come up
to set the Angle the Node is to be placed away from the current Node, as shown below:

N
~
S,

Angle of elevation? x|
0 |

H

180 < ; >0
T ‘ OK | | Cancel | . :
'\ ! ' Direction of Angle
L. \\ : in Degrees
Angle from Current Node e -é o t Nod
o urrent Node
90

Next, type in the angle i.e. between 0 and 360 degrees, you wish the “Node” to be positioned away from the current
“Node”, then click on “OK” and the Node will be placed at the distance and angle away from the current Node as
specified. Note, this tool sets the angle as shown in the above right example:

14.4.3 Go To Absolute Position

This tool is used to add a new Node from the current Node to a specified position anywhere within the designing
area of the program.

To implement this tool, you must first be creating a curve, as explained on the previous page, and also have created
at least one Node after the starting point of the curve. Next, click on the “Go To Absolute Position” button, shown
above, and the “Position Selected Nodes” window will come up as shown overleaf.
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Next, type in the exact position you wish the “Node” to be positioned away
from the current “Node”, in “X x Y Coordinates”, leaving a space between

[T )

the values and the “x” symbol, as shown above, then, click on “OK” and the
Node will be placed at the specified X and Y Coordinate.

Format to enter: 27 x 27

[10x10 4o X and Y Coordinate
to position new Node

| [1].9 | | Cancel |

14.4.4 Delete Last Node

This tool is used to remove (on the fly) the last created Node, while creating a curve.

To implement this tool, you must first be creating a curve, as explained on page 14-4, and also have created at least
one Node after the starting point of the curve. Next, click on the “Delete Last Node” button, shown above, and the
last created Node will automatically be deleted.

5% Cos=Cuve | 14.4.5 Open/Close Curve

This tool is used to turn curves from a group joining lines into a closed shape (solid) i.e. no openings, like a circle
or square. Note, to close a curve the program will automatically join a line between the first and last Nodes of the
curve, which will close the curve.

To implement this tool, you must first be creating a curve, as explained on page 14-4, and also have created at least
one. Node after the starting point of the curve, next, click on the “Close Curve” button, shown above and the
program will automatically join the first and last Nodes of the curve with a straight line to close it.

¥ Dene | 14.4.6 Completing (Finishing) a Curve

This tool is used to complete a curve after all the Nodes have been placed. To implement this tool, you must first be
creating a curve, as explained on page 14-4, next, click on the “Done” button, shown above, or click on the “Right
Mouse Button”, and the program will complete the curve and go into normal mode. At this point a curve has been
created, and can be treated as any normal curve object.

14.4.7 Creating Polygons

Creating a Polygon shape in VinylMaster Pro is identical to creating a curve shape, except that when the shape is
created only straight lines are used between the points (Nodes), as shown in the example below.

e RN ANEPZERN
| O\f\_)

Shape created from using the Curve Tool Same shape created from using the Polygon Tool

@
Q.
@
o]

As all the same rules and use of tools apply to creating a polygon shape as to creating a curve shape, it would be
pointless repeating the preceding steps to explain how to create a polygon shape. Please refer to the preceding steps
when creating polygon shapes.
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14.5 Auto Arc Segments & Numerical Border Tool

aUTO
A&EE <4—o Auto Arc Segments - Launches the Auto Arc Tools

The Auto Arc tools are used to rapidly develop geometric shapes. To launch the Auto Arc tools, click on the “Auto
Arcs” button, shown above, which is found in the “Curve Tools - Fly Out Window”, as shown on page 14-1, and
the Auto Arcs toolbox will come up as shown below:

The Auto Arcs toolbox can be positioned to any point on
the window and be used when required. To remove it, click

Create Polygon e—p ﬁ 7 R Create Curve on the “X” in the top right hand corner of the Auto Arcs

Tool Tool toolbox and it will automatically be removed.

Create Top Left e—p <—o Create Top Right . .

Arc ﬂ D Arc To implement any one of the Auto Arcs, click on the
Create Bottom G D Create Bottom rqulrgd Arc” and a Pasting Cursor Wlll appear over the
Left Arc Right Arc designing area of the program, next click on the area you

wish to place the Arc, and the specified Arc will appear
gre?te Semi e—p | @—) <—e Create 3/4 Circle at the preset size.
Ircle
Join Curves @—p | i | [ | «—e Create RightAngle  To load an Arc in at a specified size, click on the
required “Arc”, then position the Pasting Cursor where
I Mum | €—e Numerical Border you wish to begin from, click and hold down the mouse
Tool button, then drag out the Arc to its required size.

14.5.1 Numerical Border Tool

The Numerical Border Tool is used to create a border effect by typing in the width by height, then the border’s
thickness and (if required) any radius to the corners. The advantage with this tool is that rectangular borders can be
created with a typical border thickness, as shown in the examples below.

Border Examples

To implement this tool, click on the “Num” button, as shown above and a series of windows will come up
requesting a measurement to be typed in. These measurements are based on the current units in use. Where a
measurement is not required, leave this at 0.00 and this area of the border will be ignored. Once completed the

14.6 Joining Curves

{-'%w‘ <4—o Join Curves - Adds a Line between two Separate Curves

The Join Curves tool is used to quickly and easily join 2 separate open curves together.

To do this, you must first have 2 unselected separate open curves within the designing area of VinylMaster Pro,
next, click on the “Join Curves” button, shown above, then draw a selection box around the points of both the
curves that you wish to join, and the program will automatically join them as shown overleaf.
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Draw a Selection Box around the Points Program Prepares Points Curves are then Joined

At this point the curve becomes one curve and can not be joined to itself, only closed. Note, a closed curve can not
be joined to another open or closed curve, only welded.

14.7 Reverse Fill

QI <4—=o Reverse Fill - Applies a White Fill to a Selected Object, but retains its base Color Information

The Reverse Fill tool is used to convert a solid shape into white so that it may be viewed over and above any other
shapes that are of the same color behind it, making it otherwise impossible to see, i.e. Red Text over a Red Arrow,
while at the same time recording the objects original color, so that when it is sent to a cut file it retains color
separation.

The added advantage of this tool, is when both shapes are selected and their color changed, the shape within the
other that has had reversed fill applied to it, remains white with the new color recorded, with the other objects color
changing, which avoids unnecessary designing time where each object has to be individually selected and modified.

To implement this tool, you must first have a closed shape/text selected, next, click on the “Reverse Fill” button,
shown above, and the selected item will become white, with its color recorded by the program, as shown below.

Red Text

=d Red Text

With Reverse Fill Applied

14.8 Convertto Curves

{:} <4—=o Convert to Curves - Turns Text and/or VinylMaster Pro Shapes into Curve Objects

The Convert to Curves tool is used to change existing text and/or VinylMaster Pro shapes current structure into a
group of closed curves, which can then be modified as any normal curve object.

To implement this tool, you must first have text and/or an object selected e.g. a VinylMaster Pro “Arrow”, next,
click on the “Convert to Curves” button, shown above, and the selected items will be converted to a group of
closed curves.

Note, some items such as text, may appear slightly different when converted to curves. This is because Windows
uses smoothing and sizing routines known as hinting and anti alias, to display True Type Fonts on the window,
especially when the text is quite small. Once the text is converted to curves it loses all hinting and anti alias and
becomes a mathematical representation.
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14.9 Node Editing Curves

k. | «—e Node Edit Tool

The Node Edit tool is used to change the shape of an existing curve object, by moving its Nodes (Points) to other
positions.

To implement this tool, you must first have a curve object within the designing area of the program, next click on
the “Node Edit Tool” button, shown above, and the program will go into Node Edit Mode, with the selected curve’s
Node coming into view, next click and hold down the mouse button on the “Node” to be moved, then move it to the
new location, and let go of the mouse button, and the Node will move to the new position with the curve following,
as shown in the example below.

Multiple Nodes can also be moved by following the above steps,
except when clicking on the required Node to be moved, draw a

./' “Selection Box” around the Nodes that are required to be moved
and these will highlight in the color “Red”, next, click and hold
down the mouse button on any one of the highlighted nodes, then
move the mouse cursor to the new location and the selected Nodes
will move to their new location.

/' Note, when moving multiple Nodes the selected Nodes will retain
their relative positions to each other as if they were grouped.

To delete a Node, click on the “Node” to be deleted, then press the
“Delete” key on the keyboard, and the selected Node will be
‘/o automatically deleted.

Edit (Move) Nodes To undo any action carried out on a Node or group of Nodes, click
on the “Undo” button, as shown here and the last action will be
automatically undone.

14.9.1 Node Editing Curve Tools
To assist in VMP Curve development the program comes with a large range of Node Editing tools, that appear

along the second row of horizontal buttons when a curve is selected in Node Edit Mode, as shown below. These
tools are explained individually in the following topics.

Note: (S) = Selected

Remove a (S) Node Align (S) Nodes to Left
Curve to Corner Allgn (S) Nodes to Center Align (S) Node to Line
Corner to Curve Align (S) Nodes to Reposition (S)
l_. Right ' Nodes

-o-o0-o-

$;|frr{*|mm| Ed— —r%d——r% + -u-%—m ‘ u +)=”+ :;:ﬁ
Subdivide (S) Node.—T J Align (S) Nodes t°°—f Skeleton On/Off o—T J

To|
Fix (S) Node with Corners A||gnp(S) Nodes to Center Open/Close Curve

Add a Node between (S) Node Align (S) Nodes to Bottom

Curve & Line Node Edit Tools - That appear at top when Node Editing Curves in the VMP Drawing Area
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14.9.2 Adding and Removing Nodes

=

Lo Add a Node between Selected Node

<4—0 Remove a Selected Node
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The Add and Remove Node tools are used to either add complexity to a curve shape or to remove it.

Next Node in Line

Selected Node

!

Added Node

Note, in VMP Curves the Add a Node tool, only adds a Node
between a selected Node and the next in line Node directly in
between them i.e. in the center.

The newly added Node can like any other Node be
repositioned closer to either Node it was placed in between of.
However, Digitizer Curves allow the user to add a Node to
any point along the curve, see Page 20-14.

To implement Adding a Node, you must first have a curve
object within the designing area of the program and be in
“Node Edit Mode”, next click on the “Node” you wish to
Add another “Node” to and between the next Node in line,
next, click on the “Add a Node” button, shown above, and a
new Node will be placed in between the selected Node and
the next Node in line, as shown in the example on the left.

To implement Removing a Node, you must first have a curve object within the designing area of the program and
be in “Node Edit Mode”, next click on the “Node” you wish to Remove, then, click on the “Remove a Selected
Node” button, shown on the previous page, and the selected Node will be automatically removed.

14.9.3 Cornerto Curve and Curve to Corner Tools

Curve to Corner o—p Fl—n F:r“ <4—o Corner to Curve

The Corner to Curve and Curve to Corner tools are used when a curve object requires curved areas to become sharp
corners, and conversely sharp corners to become curved corners, as shown in the example below.

Selected Node

!

Selected Node

!

v
e

Curve to Corner

v
o

To implement either the Curve to
Corner or Corner to Curve tool, you
must first have a curve object within
the designing area of the program and
be in “Node Edit Mode”, next click
on the required “Node” to be

Corner to Curve changed, then, click on the required

“Curve to Corner or Corner to
Curve Tool”, as shown above, and
the nominated change will be
automatically applied to the selected
Node.
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14.9.4 Subdivide Curve

;5 | «—e subdivide Curve
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The Subdivide tool is used to add a Node to either side of a selected Node in a curve object, to effectively flatten

out the curve. Note, the subdivide feature does not apply to sharp corners.

To implement the Subdivide tool, you must first have a curve object within the designing area of the program and
be in “Node Edit Mode”, next click on the required “Node” to be Subdivided, then, click on the “Subdivide
Curve” button, shown above, and a Node will be added to both sides of the selected Node, in between the Node that
comes directly before the selected Node, and the Node that comes directly after the selected Node. Note, the

subdivide feature does not apply to sharp corners.

14.9.5Fix Curve Corners

£ | <—e Fix Curve Corners

The Fix Curve Corners tool is used to add a Node to either side of a selected Node in a curve object without
effecting the shape of the curve, but fixing the two new nodes so that any changes made to the selected node only
effects it, rather than the remainder of the curve, as shown in the example below.

Selected Node

To implement the Fix Curve Corner tool, you must first have a
curve object within the designing area of the program and be in
“Node Edit Mode”, next click on the required “Node” to have
Fixed Nodes applied to it, then, click on the “Fix Curve
Corners” button, shown on the left, and a Fixed Node will be
added to both sides of the selected Node, in between the Node
that comes directly before the selected Node, and the Node that

Fixed Node Fixed Node comes directly after the selected Node.

corners.

14.9.6 Aligning Nodes

The Node Alignment tools are used to quickly and easily align selected
nodes to each other in a given curve object. To implement any one of the
Alignment commands, you must first have a curve object within the
designing area of the program and be in “Node Edit Mode”, next select the
“Nodes” to be Aligned, by drawing a selection box over them which will
highlight them in the color “Red”, next, click on the required “Alignment”
button, as shown on the right, and the selected Nodes will automatically
align as instructed.

Note, when aligning Nodes, the extreme Node position is used as the
alignment guide i.e. the most right Node in a curve object would be used as
the point where the remainder of selected Nodes would align to, if Align
Right was implemented and so on.

Note 1, the fix curve corners feature does not apply to sharp

Note 2, the two fixed Nodes can be repositioned, however they
both remain as fixed points for the selected Node.

Note: (S) = Selected

Align (S) Nodes to Left
AI|gn (S) Nodes to Center

Align (S) Nodes to
Right

=R b
+ -o-o0-0-
gd— +§1— —rE ' 1:

e

Align (S) Nodes to O—T
Top
Align (S) Nodes to Center
Align (S) Nodes to Bottom
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14.9.7 Align Selected Nodes in Line

~2”" | «— Align Selected Nodes in Line

The Align Selected Nodes in Line tool is used to align Nodes between two other Nodes in line with each other, as
shown in the example below.

] 2nd Node

4 To implement the Align Nodes in Line
o o tool, you must first have a curve object
within the designing area of the program
and be in “Node Edit Mode”, next select
the “Nodes” to be Aligned, by drawing a
selection box over them which will
a] highlight them in the color “Red”. Next,
click on the “Align Selected Nodes in
Line” button, shown on the left, and the
selected Nodes in between the first and last

o o o Node will automatically align to them, also
I \V shown on left.
1st Node Nodes to be Result of Aligning Nodes in Line

Aligned in Line

14.9.8 Reposition Specified Node to new Xand Y Coordinate

+)1?+ <4—@ Reposition Specified Node to new X and Y Coordinate

The Reposition Specified Node to new i vinyMaster Fro =3
X and Y Coordinate tool is used to re- e

position a specific Node to a nomina-
ted X and Y coordinate for exact re-
positioning.

D-le QI EFAET WS 0a ks (aeroal- - |13 &
XD AAE A TR VA ot turie 1Y
[ L N .|HUH2'..H.|.Hii

o

g5 8

Each Node in a curve object is number-
ed with its current X and Y Coordinate
in the bottom hand left corner of the
designing window, when the main
tools are turned off, as shown on the
right below.

Bl

K& p cbnlx|i
DEEEEEEOORCEEREOOOROOOCD NN AN o & |

To reposition a particular Node, you
must first have a curve object within
the designing area of the program and
be in “Node Edit Mode”, next position
the mouse cursor over the Node to be =
repositioned and its number and curr- ! =l
ent position will display in the bottom Node 1x 2l 623 DPagsiion » » & [\eat/TH] -
left hand corner of the designing wind- l

ow, as shown on the right, next, select

the “Node” so that it is highlighted in
the color “Red”, next, (see overleaf)

¢/ 80H=

L=
@
=

Mode: 10 2153 1n w E.85in | €«—o Node Details
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click on the “Reposition Specified Node to new X and Y Coordinate” button, as shown on the previous page, and
the “Enter Node Number” window will come up, as shown below.

Enter Hode Humber E

Enter the Hode you wizh

to reposition to new location

1].4

Cancel

Pozition Selected Nodes E

Mode: 10

X 21.53in
Y: 6.85iIn

Format to enter: 77 x 77

oK

Cancel

Enter New X and Y Coordinate for Nominated Node

14.9.9 Curve Skeleton

d‘&\?f <4—e Show/Hide Curve Skeleton

Next type in the “Number” of the Node to be repositioned,
then click on the “OK” button, as shown on the left, and the
“Position Selected Node” window will come up as shown
below.

Enter Node Number

Next type in the new “X and Y Coordinate” for the
nominated Node to be repositioned to, then click on the “OK”
button, as shown on the left, and the nominated Node will
automatically be repositioned to the specified position.

Note, in order for the above procedure to work correctly, the
format that the X and Y coordinate are typed in, must be
literally as follows:

X coordinate (in current unit measure)/space/X/space/Y
coordinate (in current unit measure). For example: 25 x 50

Tip: To reposition a Node, it must first be selected (Highlighted in
Red).

The Curve Skeleton is used as a display guide of the Nodes, of a curve object that can be turned on and off, as

shown below.

Node Skeleton Off
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Node Skeleton On

To turn the Node Skeleton On, you must first have a curve object within the designing area of the program and be
in “Node Edit Mode”, next, click on the “Show/Hide Curve Skeleton” button as shown above, and the Curve
Skeleton will appear around the Curve, as shown in the example above.
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15.1 Shapes Tools Overview

VinylMaster Pro comes with a comprehensive range of highly editable Shape Tools that greatly assist you to rapidly
develop professional work.

To launch these tools, click on the “Shapes Button”, shown at the Top, then click on the Shapes Tool’s tab, also
shown above.

15.2 Shapes Tools

All VinylMaster Pro shapes are specialized objects designed to assist you in setting out your work in the shortest
possible time.

Each shape has its own various - On Board Shape Modifiers - that are editable using the node edit tool. These allow
you to modify the shape to suit a particular application without having to use a range of other tools, and time
wasting procedures.

Shapes I Line= I Oimensions

O O w £ o= @O @ s
o, 0

: : SN

Square Circle Skar Call Ot Arpow Grid Barder T
1 — : : $ : t
¢

Square Circle Star Call Out Arrow Grid Border Matrix

Shape Shape Shape Shape Shape Shape Shape
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O] 15.3 Square Shape Tool Node 1. Corner Tool

l_. Node 2. Border Tool

Square

To create a square shape, click on the “Square” shape
tool, shown above, then go to any position on the drawing
area where you wish to draw the square.

Next, click where you wish to begin from and hold down Figure 1 Edit Border Width
the mouse button and drag it out in any direction - and a
square shape will follow out your mouse cursor to any
point.

Once you’re satisfied with the size and shape of your
square - let go of the mouse button and a square shape Edit Radius Distance Combination of
will be created. Border & Radius Edit

In fig 1. a square shape is shown in node edit mode, with Node 1. modifying the Corner Radius and Node 2.
modifying the Border Width.To modify these nodes click on the shape in “Node Edit Mode”, next click on the
“Node” you wish to modify and hold down the mouse button, then move the “Node” to the required position and
the shape will change shape, as shown in the examples above.

Note 1, You can create any width by height ratio shape by turning proportional resizing off, or using the shift key
on your keyboard, this will depend on your global settings, see Topic 5.

Note 2, You can also node edit the shape as a normal curve by converting the shape to curves, but once this is done
the shape will no longer have any - On Board Shape Modifiers.

O 15.4 Circle Shape Tool Node 1. Border Tool ._l Node 2. Open Width

- . -

fig 1 Edit Border Width
Next, click where you wish to begin from and hold down — —

the mouse button and drag it out in any direction - and a
circle shape will follow out your mouse cursor to any
point. L _|_
Once you’re satisfied with the size and shape of your
circle - let go of the mouse button and a circle shape will . o "
b ted g P Edit Open Width Combination of
¢ created. Border & Open Edit

Circle

To create a circle shape, click on the “Circle” shape tool,
shown above, then go to any position on the drawing area
where you wish to draw the circle.

In fig 1. a circle shape is shown in node edit mode, with Node 1. modifying the Border Width and Node 2.
modifying the Open Width. To modify these nodes click on the shape in “Node Edit Mode”, next click on the
“Node” you wish to modify and hold down the mouse button, then move the “Node” to the required position and
the shape will change shape, as shown in the examples above.

Note 1, You can create any width by height ratio shape by turning proportional resizing off, or using the shift key on
your keyboard, this will depend on your global settings, see Topic 5.

Note 2, You can also node edit the shape as a normal curve by converting the shape to curves, but once this is done
the shape will no longer have any - On Board Shape Modifiers.
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f 15.5 Star Shape Tool Node 1_./v Vo
Number
Star of Points
fig 1.

To create a star shape, click on the “Star” shape tool,

shown above, then go to any position on the drawing area T l Node 2. Length

where you wish to draw the star. it Poi
y Node 3. Chaos Edit Point Length

POINTS 5§
(x]

Next, click where you wish to begin from and hold down
the mouse button and drag it out in any direction - and a
star shape will follow out your mouse cursor to any point.

POINTS B POINTS 10
(] o

Once you’re satisfied with the size and shape of your star
- let go of the mouse button and a star shape will be
created.

CHROS 0 & CHROS 100 &

Edit Number of Points Edit Chaos Factor

In fig 1. a star shape is shown in node edit mode, with Node 1. modifying the Number of Points, Node 2. modifying
the Points Length and Node 3. Adding or Removing Chaos Factor.

To modify these nodes click on the shape in “Node Edit Mode”, next click on the “Node” you wish to modify and
hold down the mouse button, then move the “Node” to the required position and the shape will change shape, as
shown in the examples above.

Note 1, You can create any width by height ratio shape by turning proportional resizing off, or using the shift key on
your keyboard, this will depend on your global settings, see Topic 5.

Note 2,You can also node edit the shape as a normal curve by converting the shape to curves, but once this is done
the shape will no longer have any - On Board Shape Modifiers.

.2

Call Dt fig 1.

15.6 Call Out Shape Tool ro Node 1. Number of Points

BOINTS 21 FOINTS 11

To create a call out shape, click on the “Call Out” shape
tool, shown above, then go to any position on the
drawing area where you wish to draw the call out.

CHAOS 100 # ——— LU S

Edit Point Length

Next, click where you wish to begin from and hold down Node 2. Length Node 3. Chaos
the mouse button and drag it out in any direction - and a
call out shape will follow out your mouse cursor to any
point.

POINTS 11 e — 2

Once you’re satisfied with the size and shape of your call

out - let go of the mouse button and a call out shape will
be created. Edit Number of Points Edit Chaos Factor

CHAOS 0 & CHROS 100 #

In fig 1. a call out shape is shown in node edit mode, with Node 1. modifying the Number of Points, Node 2.
modifying the Points Length and Node 3. Adding or Removing Chaos Factor. To modify these nodes click on the
shape in “Node Edit Mode”, next click on the “Node” you wish to modify and hold down the mouse button, then
move the “Node” to the required position and the shape will change shape, as shown in the examples above.

Note 1, You can create any width by height ratio shape by turning proportional resizing off, or using the shift key on
your keyboard, this will depend on your global settings, see Topic 5.

Note 2, You can also node edit the shape as a normal curve by converting the shape to curves, but once this is done
the shape will no longer have any - On Board Shape Modifiers.
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15.7 Arrow Shape Tool

=>

Arnow

L Arrow Shape Tool

To create an arrow shape, click on the “Arrow” shape tool, shown above, then go to any position on the drawing
area where you wish to draw the arrow.

Next, click where you wish to begin from and hold down the mouse button and drag it out in any direction - and an
arrow shape will follow out your mouse cursor to any point.

Once you’re satisfied with the size and shape of your arrow - let go of the mouse button and an arrow shape will be
created.

Note: You can create any width by height ratio shape by turning proportional resizing off, or using the shift key on
your keyboard, this will depend on your global settings, see Topic 5.

On Screen Shape Modifiers

Node 1. Point
Length

Edit Tail L th
it Tail Leng Edit Point Angle

7

Node 3.
Tail Length
Node 2.
Tail Width Node 4.
Point Angle
fig 1. Edit Point Length !

Edit Tail Width

In fig 1. an arrow shape is shown in node edit mode, with Node 1. modifying the Length of the Point, Node 2.
modifying the Tail’s Width, Node 3. modifying the Tail’s Length and Node 4. modifying the Point’s Angle.

To modify these nodes click on the shape in “Node Edit Mode”, next click on the “Node” you wish to modify and
hold down the mouse button, then move the “Node” to the required position and the shape will change shape, as
shown in the examples above.

Note: You can also node edit the shape as a normal curve by converting the shape to curves, but once this is done
the shape will no longer have any - On Board Shape Modifiers.
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15.8 Grid Shape Tool Node 1.@ > v —————— s
H No. of asssREnauan e e
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To create a grid shape, click on the “Grid” shape tool, A I -
shown above, then go to any position on your drawing " ¢ Node 2. No. of W
window where you wish to draw the grid. Horizontal Lines Edit Vertical Lines
Next, click where you wish to begin from and hold down P s
the mouse button and drag it out in any direction - and a P
grid shape will follow out your mouse cursor to any SERRRRRRRNE T T T 17711
point. Pl N S S S B
Once you’re satisfied with the size and shape of your grid wg TR ws ST
- let go of the mouse button and a grid shape will be Edit Horizontal Lines Combination of Horizontal

created. & Vertical Line Edit

In fig 1. a grid shape is shown in node edit mode, with Node 1. modifying the Number of Vertical Lines and Node
2. modifying the Number of Horizontal Lines. To modify these nodes click on the shape in “Node Edit Mode”, next
click on the “Node” you wish to modify and hold down the mouse button, then move the “Node” to the required
position and the shape will change shape, as shown in the examples above.

Note 1, You can create any width by height ratio shape by turning proportional resizing off, or using the shift key on
your keyboard, this will depend on your global settings, see Topic 5.

Note 2, You can also node edit the perimeter of the shape as a normal curve by converting the shape to curves, but
once this is done the shape will no longer have any - On Board Shape Modifiers.

Node 2. Border Tool

@ 15.9 Border Shape Tool
Node 1. >

Sl Corner Tool
To create a border shape, click on the “Border” shape
tool, shown above, then go to any position on your
drawing window where you wish to draw the border. fig 1. Edit Border Width

Next, click where you wish to begin from and hold down
the mouse button and drag it out in any direction - and a
border shape will follow out your mouse cursor to any
point.

Once you’re satisfied with the size and shape of your
border - let go of the mouse button and a border shape
will be created.

Edit Radius Distance Combination of
Border & Radius Edit

In fig 1. a border shape is shown in node edit mode, with Node 1. modifying the Corner Radius and Node 2.
modifying the Border Width. To modify these nodes click on the shape in “Node Edit Mode”, next click on the
“Node” you wish to modify and hold down the mouse button, then move the “Node” to the required position and
the shape will change shape, as shown in the examples above.

Note 1, You can create any width by height ratio shape by turning proportional resizing off, or using the shift key on
your keyboard, this will depend on your global settings, see Topic 5.

Note 2, You can also node edit the perimeter of the shape as a normal curve by converting the shape to curves, but
once this is done the shape will no longer have any - On Board Shape Modifiers.
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15.10 Matrix Tool

(]

o0
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T—o Matrix Tool

This tool is used to create duplicates of any shape or object in a grid pattern based upon the original objects size, as
shown in the example below.

O

-

Number of Width of
Duplicates ! Duplicates
Height of |

Duplicates

Result of a 5 x 4 Object Matrix
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16.0 Clipart & Corporate Logos
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16.1 Clipart Overview

VinylMaster Pro comes with a comprehensive range of Clipart Images from the very simple to the highly complex.
All VinylMaster Pro Clipart Images are high quality curve objects that are ready for immediate cutting or printing,
see Topic 14.0 on page 14-1.

16.2 Printing Out Clipart

To print out any or all of the Clipart Images open the “.PDF” file that is in the “Help” directory on the VinylMaster
Pro CD. If you do not have Adobe Acrobat it can be downloaded from the www.adobe.com web site.

16.3 Everyday Clipart Clipart Categories
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Category Selection Scroll Bar View Thumbnail oj_

The program has over 6000 simple and detailed Clipart Images listed in over 60 categories that are accessed via the
Everyday Clipart/Corporate Logo Panel, shown above.

To access these categories click on the “Everyday Clipart” button, shown above, and the Categories will appear in
the display box, also shown above. To select a Category click once on the “Category” of choice and the “Clipart
Viewing Module” will come up, as shown at top. This module is re-sizable and can be moved to any point on the
screen, it can also be hidden from sight by clicking on the “View Thumbnail” button, shown above, and then re-
clicked to bring the module back up. To select a Clipart Image for use in the program, double click on the required
“Clipart Image” and the “Clipart Viewing Module” will be removed and the “Paste” cursor will come up in the
designing area of the program, next click where the Clipart Image is required and it will be pasted into the
designing area at a preset size where nominated.

Note, all the Everyday Clipart Images are pasted in at a preset size of 4” x 4”
(100mm x 100mm) at the widest point of the image i.e. if an image was 4 times
wider than it was high it would paste in at 4” (100mm) wide by 1” (25mm) high,
this representing the 4 to 1 ratio. To paste a Clipart Image in at a specified size,
select it from the “Clipart Viewing Module”, except when clicking to paste it,
hold down the mouse button and drag out the image to the required size, the
same as any other pasted item, and the Clipart Image will paste in at the specified - - -
size, rather than at the preset size, as shown in the example on the right. ' FI:\
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16.4 Corporate Logos

Along with over 6000+ Clipart Images the
program also has over 3500+ Corporate Logos.

To access these Corporate Logos click on the
“Corporate Logos” button, shown on the
previous page, and the Alphabetical Listings will
appear in the display box. To select a Listing
click once on the “Listing” of choice and the
“Corporate Viewing Module” will come up, as
shown on the right.

This module is re-sizable and can be moved to
any point on the screen, it can also be hidden
from sight by clicking on the “View Thumbnail”
button, shown on the previous page, and then re-
clicked to bring the module back up.

To select a Corporate Logo for use in the
program, double click on the required
“Corporate Logo” and the “Corporate Viewing
Module” will be removed and the “Paste” cursor
will come up in the designing area of the
program, next click where the Corporate Logo is
required and it will be pasted into the designing
area at a preset size where nominated.

Note, all the Corporate Logos are pasted in at a
preset size of 4” x 4” (100mm x 100mm) at the
widest point of the image i.e. if a Logo was 4
times wider than it was high it would paste in at
4” (100mm) wide by 1” (25mm) high, this
representing the 4 to 1 ratio.

F 18.0

VinylMaster Pro

Clipart & Corporate Logos 16 - 2
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Corporate Logo Viewing Window

IMPORTANT INFORMATION: The Corporate Logos listed here and in
VinylMaster Pro are provided for convenience only and are Logos,
trademarks, copyright and registrations of their respective owners and
you are not to use these for any purpose other than those granted in
writing by the legal owner of any Corporate Logos, trademarks,
copyright and registrations listed here or in the VinylMaster Pro
program, it is the purchaser’s responsibility to obtain the proper
permission and Future Corporation shall not be held liable for any illegal
or improper use of the Logos, trademarks, copyright and registrations.
Future Corporation does not endorse, condone or agree to any illegal
misuse of the Corporate Logos here or in the VinylMaster Pro program,
and it is the expressed intent of A Future Corporation that it is the
purchasers responsibility for any unauthorized use of the Logos,
trademarks, copyright and registrations to be solely the purchasers
responsibility.

Pasting Corporate Logos

To paste a Corporate Logo in at a specified size, select it from
the “Corporate Viewing Module”, except when clicking to
paste it, hold down the mouse button and drag out the Logo to
the required size, the same as any other pasted item, and the
Corporate Logo will paste in at the specified size, rather than at
the preset size, as shown on the left.

Note, some Corporate Logos are pasted in with a bounding box,
rather than a full preview due to the complexity of the curve
format.
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N17.0 Image Cut
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17.1 Image Cut Overview

Image Cut has been designed to take a bitmap image i.e. photograph and apply vector lines to it, so that when cut
out of vinyl and weeded, the image appears to be a printout when viewed from a distance. This is shown above on
the right where a simple photograph has been processed through Image Cut and then cut out onto vinyl. This image
is an actual scan of 4” x 7” (100mm x 180mm) finished work at 600dpi.

17.2 Using Image Cut

Selecting and Loading a Bitmap

The first step is to have a bitmap image you intend to apply an Image Cut to. It is recommended not to bring in
bitmaps over 2000 x 2000 pixels as your system’s resources will become drained. The next stage is to bring the
image in by either clicking on the “Open” button, or via the Windows Clipboard by clicking on the “Windows
Clipboard” button, as shown above.

Settings

Once the bitmap is loaded the next stage is to adjust the settings to achieve the type of required results. As these
settings are practically infinite the program defaults to its own that have been proven to suit most images. There are
three groups of settings: 1. Convert to Grayscale 2. White and Black Strip % (thickness) and 3. Line attributes.

1. Convert to Grayscale: This setting simply converts a color image into shades of black (grayscale) which in turn,
allows the image to be more correctly processed by Image Cut and is recommended for all full color images.
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To apply this setting, click on the “Covert to Grayscale” button as shown on the previous page.

2. White and Black Strip % (thickness): This setting adjusts the weighting of the vector lines as they pass over the
image by either enlarging the strips or thinning them out. This setting also effects the final outcome when it comes
to weeding. It is recommended to experiment with some small images to see how these settings effect an image and
how it weeds.

Note, the sample preview, as shown on the previous page, displays a group of circles and triangles unrelated to the
image shown in the Image Preview, also shown on the previous page. This is provided so that you can compare the
effect each strip % has on the final result.

To apply this setting, click on the “Slider” holding down the mouse button, and slide it either “left or right” to
adjust the % of the selected strip color (black or white). While doing this you will see the effect in the “Sample
Preview” window, as shown on the previous page.

3. Line attributes: These settings adjust the smoothness and size of the finished work. The first “Lines per Inch” is
self explanatory and is capped at 50 lines per inch as any finer would be difficult to cut and weed. The second
“Lines” is the quantity of lines used to create the finished work. Therefore the more lines used the larger the
finished size; with this being a simple math equation i.e. a setting of 50 Lines/Inch with 500 lines would be 10”
(254mm) high, at 25 Lines/Inch the finished size would be 20” (508mm) high and so on.

To set Lines/Inch, click on the “Slider” holding down the mouse button, and slide it either “left or right” to adjust
the quantity of Lines per Inch which are listed on the left side of the slider.

To set to quantity of actual lines used in the finished work, click in the “Number of Lines” value box and type in
the quantity of required lines, and press the “tab” key on the keyboard. To assist in calculating a finished size a
calculator is provided in the value box. To calculate the lines required for a final size, multiply the required size by
the lines per inch required and apply this total in the “Number of Lines” value box. for example if you require a
finished size of 25” (635mm) high at 30 Lines/Inch. Multiply 25 x 30 = 750 and type this into the number of lines.

Proceeding with Image Cut

Once all the settings are set, the next stage is to proceed with the Image Cut. to do this click on the “Create” button,
as shown on the previous page and the image along with the settings will be processed and sent directly to the
“Vinyl Spooler” module, as shown below and discussed in Topic 31.

% VinylMaster Pro Vinyl S pooler From here select the Image Cut, “Cut File” and click on the
Dk Cainge Cule Yaw b _ “Cut Now” button, making sure to have the appropriate
‘ 1\ ]M,: TRy P* i vinyl in your plotter, and the new design will be cut out.
J ]'uJ ngdlr 'r ‘J _ Note, make sure that the vinyl width accommodates the Cut
R R File’s overall size so that the entire Cut File is cut out.

Cut Que | Done | Repeats | Deleted | 3.5" Digk

[Qty [ Size [ Calar [Date . . R
T e Y27 Alternatively save the curves off, by clicking on the “File”

menu and import these back into VinylMaster Pro. Zoom to
the imported curves and click on the “Enhanced Preview”
button, as shown on page 2-6, to see what the finished
work will look like once cut out.

Sizer B1x54in 07/04/02 -
Rid :
111 Yinwl Image-Cut ¥1.0 (] 2000 Future Corpora Q Q’ A04 Ti pS.

1. Experiment with the settings and try various techniques to
obtain special effects.

2. Save the curves off from the Vinyl Spooler and import
these back into VinylMaster Pro as explained above before

[ C:\WMPRO\SPODLACURRENT pel0i tef File Size: 40 Kb proceeding with the cut file.
3. Convert all full color bitmaps to grayscale.

b e 7 Test Cut Now ﬁ| Cancel | 3. Do not work with bitmaps over 2000 x 2000 pixels.
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<| 18.0 Image Scanning Module
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18.1 Image Scanning & Tracing Overview
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VinylMaster Pro comes with a comprehensive scanning module, which has been designed to work directly in
conjunction with a series of other VinylMaster Pro modules (sub-programs). These modules when used in turn
allow you to simply scan and trace bitmap images to create cuttable work.

The Image Scanning Module is used to launch your scanner’s software, that in turn operates the scanner, or allows
you to open bitmap images from any location on your computer. It then allows you to manipulate and adjust a
bitmap image in preparation for the Image Tracing Module (discussed in the following Topic) that is used to trace a
bitmap’s borders (edges) to create cuttable work.

The Image Scanning Module is discussed in more detail from Topic 18.7. It is advised to read through the following
topics that discuss Scanning and Tracing fundamentals so that you have a better understanding of the tasks at hand
and how you can better use these modules to your best advantage.

18.1.1 Scanning and Tracing Fundamentals

To obtain the best results from the Tracing Module you must first have a good understanding of how scanning in
bitmap images works, how to obtain the best results from your scanner and how to use these results to create
finished work.

18.2 Scanned in Images

What is a scanned in image?

In simple terms a scanned in image, is any given artwork that has been viewed, photocopied, or photographed by a
scanning machine or digital camera, with the copy saved onto a computer disk as a bitmap image. The format that
the scanner or digital camera converts the artwork into will depend on the brand and software used, but the end
result is a bitmap image, which can then be traced (or otherwise known as vectorized) by VinylMaster Pro to be
printed or cut out.
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What is a bitmap image?

A bitmap image is a digital representation of a picture and/or text made up of a grid of small square dots, that when
viewed from a distance create the illusion of the picture and/or text - much the same as newspaper or magazine
print, or a normal photograph does, as shown in the example below.

As you can see with only a few
hundred dots across and high an
image is easily created. Each dot is
completely separate from the next
and has no effect on any other dot.

The computer can not see an
image here, it can only see a grid
of dots that are all individual to
each other.

Therefore it can not cut these out,
because it can not see anything to
cut, only a group of random dots,

Magnification on Area to known as a bitmap image.
“Mailman” 340 x 330 Dots Reveal the Dots (Pixels)

What are scanned in bitmap image formats?
As mentioned in “What is a scanned image” on the previous page, the scanner or digital camera will save off the
bitmap image to a computer disk in a particular format, and this will depend on the scanner and/or software used.

The format refers to the method/procedure in which the bitmap image is actually saved in. Different formats are
used for different reasons, these reasons are usually for, either:

1. Compatibility between different programs i.e. Future Corporation’s “VinylMaster Pro” will communicate with
Microsoft’s “Paint” and the “Window’s Clipboard” using the bitmap image format “.bmp” otherwise known as a
“Windows Bitmap File”, or,

2. The bitmap image size i.e. by using “.jpeg, .tiff or .giff etc.” the size in memory that is used to save the bitmap
image is significantly decreased, i.e. a 5SMb “.bmp” bitmap image file if saved as a “.jpeg” bitmap image file will
be reduced to approximately a 0.1Mb file, this is because these formats compromise on image quality to reduce the
image’s size. Note, some formats will present you with quality options, so that the bitmap isn’t to compromised.

As the Image Tracing Module (discussed in Topic 19) only works with “.bmp” bitmap image files (for reasons
explained below) it is absolutely necessary that any given artwork that has been scanned in or photographed that
isn’t already in this format, be converted to “.bmp”, otherwise the Image Tracing Module will be unable to load in
the artwork. The Image Scanning Module (discussed in this Topic) can load in over 30 different types of bitmap
image formats and automatically converts these to a “.bmp” for the Image Tracing Module.

Why use “.bmp” (Windows bitmap image)?
The reasons why the Tracing Module only uses the “.bmp” format are:

1. “.bmp” bitmap image files are a 100% version of the original. No quality reduction has been used to save on the
image size. Therefore “.bmp” bitmap images are the best quality, which is a requirement when tracing the image, as
the better the original quality the better the finished work,

2. This format is native to all Windows platforms, so any bitmap image regardless of format that is cut or copied
onto the clipboard, can then be pasted directly into the Image Tracing Module, because Windows automatically
converts any bitmap image format to “.bmp” when a bitmap image is copied onto the clipboard; making converting
different formats to “.bmp” automatic.
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18.3 Obtaining the Best Results from Your Scanner

There is no practical limit to the varying types of artwork you may be presented with, in the course of your day to
day work. However all artwork can be broken down into specific types, which can then be applied to a simple set of
rules and guidelines - from which you can create finished work.

It is vital for you to understand that the more effort and care placed on scanning artwork, the easier and faster it will
be for you to create the best possible results from the original artwork.

The important issues to know are 1. How to scan in varying types of artwork, 2. Where to save the images to, and 3.
How to convert and load the images into the Tracing Module.

1. How to scan in varying types of artwork

This will take some getting used to, and as always practice makes perfect. Unfortunately there are so many scanners
on the market today, with each having its own specific software it is beyond the scope of this manual to deal with
each type of scanner and its software.

But, rather than skipping over this subject and/or relying solely on your scanner’s manual, the following table has
been provided, as a recommended guide to what settings should be used to obtain the best results from a typical
flatbed scanner, when attempting to scan in the following types of artwork (hand held scanners should be avoided at
all times).

Type of Artwork Scan at Scan Mode
Black and White Logo/Text 0.125” to 1.00” (3mm to 25mm) 600dpi | B&W Line Art/B&W Drawing
Black and White Logo/Text 1.00” to 2.00” (25mm to 50mm) 300dpi | B&W Line Art/B&W Drawing
Black and White Logo/Text over 2.00” (over 50mm) 150dpi | B&W Line Art/B&W Drawing

1 Color on Color B/ground Logo/Text 0.125” to 1.00” (3mm to 25mm) | 600dpi | B&W Photo

1 Color on Color B/ground Logo/Text 1.00” to 2.00” (25mm to 50mm) | 300dpi | B&W Photo

1 Color on Color B/ground Logo/Text over 2.00” (over 50mm) 150dpi | B&W Photo
Up to 3 Color Logo/Text 0.125” to 1.00” (3mm to 25mm) 600dpi | Color Picture/Drawing
Up to 3 Color Logo/Text 1.00” to 2.00” (25mm to 50mm) 300dpi | Color Picture/Drawing
Up to 3 Color Logo/Text over 2.00” (over 50mm) 150dpi | Color Picture/Drawing
Over 3 Color Logo/Text 0.125” to 1.00” (3mm to 25mm) 600dpi | Color Photo
Over 3 Color Logo/Text 1.00” to 2.00” (25mm to 50mm) 300dpi | Color Photo
Over 3 Color Logo/Text over 2.00” (over 50mm) 150dpi | Color Photo

dpi = Dots Per Inch

As mentioned, the above table is a guide only to scanning in various types of artwork, and you are recommended to
experiment with your scanner and scanner’s software to obtain the best results, for your particular application.
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It is important to note that tracing artwork is usually done so that a logo can be cut out of vinyl. With this in mind,
logos or artwork that consist of to many colors may need to be converted down to a more practical amount of
colors, so that they can be more readily turned into vinyl signage. This can be achieved by using the Color Filter
Module after scanning, which is discussed in Topic 19.7 on page 19-7.

18.4 Where to Save the Image to

This is very important because you will need to load in the bitmap image, after you’ve scanned it into the Image
Scanning Module. It is recommended to create a new folder on your hard drive where you will save or export scans
to as you do them using your scanner. Once you have begun to load scans from this location the Image Scanning
Module will automatically go there each time you load a bitmap file, unless you change the location again.

18.5 How to load Bitmap Images into the Image Tracing Module

The Image Scanning Module can read in over 30 bitmap image formats including “.tiff .giff .jpeg etc.” soitis
ideal for loading in any bitmap image for later use in the Image Tracing Module. To load in images in from the
“Image Scanning Module”, simply click on the “OK” button and the image will automatically load into the
“Image Tracing Module”.

To directly open an image within the Image Tracing Module, it must be in a “.bmp” format for it to be able to read
it in, To do this click on the “Open” button in the “Image Tracing Module” and locate the required bitmap image
and click on the “OK” button and the bitmap image will load in.

To paste an image in from the “Windows Clipboard” scan an image in using your scanner’s software as normal,
and when complete press “Crtl+C” on the keyboard, or click on “Copy” from the scanner’s software menu, which
will copy the image onto the Clipboard, then click on the “Paste” button in the “Image Tracing Module”, and the
bitmap image will automatically be loaded into the Tracing Module, ready to be Traced.

18.6 How to use the Scanned Results to Create the Finished Work

By now you should have a good understanding of what bitmap images are, the formats they can be saved in and
what settings to use when scanning in artwork. The next stage is manipulating the bitmap image to obtain the
desired results in the finished work. If you have successfully scanned in the given artwork this stage should be
reasonably quick and easy once known. The Image Scanning and Tracing Modules have been designed to be a
simple step by step process. These steps are as follows:

1. Scan artwork directly into the Image Scanning Module,

2. If required adjust the colors and black and white levels, and load into the Image Tracing Module,

3. If required go to the advanced settings and clean the image up by removing unwanted dots, colors and/or jagged
edges, or add dots where required,

4. Also, only if required open the Color Filter Module to adjust colors to be flat, black & white or inverted. This
module also removes unwanted fringing between the edges of colored dots, which can lead to poor results if not
dealt with prior to tracing,

5. Perform the initial (Raw) trace of the bitmap image,

6. Convert the raw trace into a curve object by selecting 1 of 3 settings and adjusting the quality level. If required
use the custom settings to obtain specific results,

7. Proceed with final trace into the Curve Editing Module,

8. If required clean up the curve image and then “Accept” it into VinylMaster Pro to be cut out.

Although this appears to be complicated and a lengthy process, it is actually quite simple and highly efficient once
known, with many steps unnecessary for most given artwork. The main objective with the Image Modules, has been
to provide you with an easy to use step by step tool, that automatically achieves excellent results.

While at the same time providing you with powerful tools, that when required will clean up even the poorest quality
artwork for the best possible results.
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18.7 Image Scanning Module Overview
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This module is for “Advanced Applications” and is launched directly from the “Image Tracing Module” as
discussed in Topic 19.0 from page 19-1. It primarily functions as an interface between the Image Tracing Module
and poor quality or highly complex artwork. It is also launches the current scanner’s software. It comes with
specialist tools to handle multi colored artwork. As these tools are best used in particular combinations, you are
recommended to complete the lessons in Semester 2, Lesson 13 on the VinylMaster Pro CD.

Scanning/Tracing Fundamentals - if you have not read through this topic starting from page 18-1 you are
encouraged to do so, prior to reading on. You must have a basic understanding of scanning images, to have any
continued success in tracing these scans and artwork that you will be presented with, from your clients etc.

18.8 Using the Image Scanning Module

To use the Image Scanning Module you must first have a bitmap image to work with. This can be obtained from a
saved file on any disk drive, from an image currently on the Windows Clipboard, or from acquiring an image from
an imaging device such as a scanner or digital camera.

Once an image is loaded into the Image Scanning Module, the next stage is to evaluate the image and decide how
best to obtain the desired results. This will depend on whether or not there is a colored background that will need to
be removed from text or logo/s above it, or colors that tend to blend in with each other where it is difficult to
distinguish exact borders etc.

In all these cases, the Image Scanning Module will “with practice” allow you to deal with these very difficult
situations quite efficiently. The following topics will discuss the Image Scanning Module’s tools and features and
how to use them.
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18.9 Loading & Saving Bitmap Images

Open/Load Bitmap Image e—» | = E <—e Save Bitmap Image

To Open an existing bitmap image that may have been saved on Hard Disk Drive, or Floppy Drive, click on the
“Open” button, shown above and the “Open Bitmap” window will come up, as shown on page 19-5.

From here, click on the required “Bitmap Image”, then on “Open” and it will automatically be loaded into the
Image Scanning Module.

To Save a bitmap image already loaded into the Image Scanning Module onto any disk drive, click on the “Save”
button, shown above and the “Save” window will come up, next select a location to save the bitmap image to, type

in a file name for it and click on the “Save” button, and the “Bitmap Image’ will automatically be saved to the
nominated location.

18.10 Acquire an Image from a Scanner/Digital Camera

@ <4—e Scan

This feature is used to directly launch your scanner software directly from the Image Scanning Module, rather than
needing to go through Windows.

When clicked on, it will automatically search through your system, locate then launch your scanner’s software.
From here you can carry out any required scanning and either directly load your scans into the Image Scanning
Module.

Note, if the Launch Scanner Software does not respond when clicked on, or hangs (locks up) your computer, your
scanner’s software maybe incompatible with VinylMaster Pro. If this does occur, you must launch your scanner’s
software using the standard windows procedure i.e. go to start, to programs, to scanner’s software - and it will
launch. Scan the artwork as per normal and save it off as a windows bitmap file (*.bmp), in a known
folder/directory. Then load the bitmap image as explained above in Topic 18.9

18.11 Copy/Paste Bitmap Image

Open/Load Bitmap Image e—p E <4—e Save Bitmap Image

These tools are used to either copy the existing bitmap image in the Image Scanning Module, or to paste an existing
image from the clipboard. To implement these tools see page 24-1.

18.12Hue Meter Color Spectrum  The Hue Meter is used to measure the quantity of colors that
are within and throughout the bitmap image, and then be able
High InclERES of Color (with great acguracy) to select Fhese colors, then separate
them for viewing and then tracing purposes.

]i iI The colors are measured by a Level Indicator, which is

o u Lol displayed in a graph type fashion, as shown on the left. The
taller the bars in Level Indicator, the more of that color is
within the bitmap image.

Low Incidence of Color

Hue levels present in current bitmapo—f
image
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Above each Level Indicator is the actual Color Spectrum it’s representing.

To select a color range from the Hue Meter, click at either end of “Level Indicator” you wish to select and hold
down your mouse button, then slide it either left or right to select more or less of the color range that the Level
Indicator is representing, while doing this you will see (in a black & white representation - for clarity) the color
range you are selecting in the top right “Preview” window on the Image Scanning Module, as shown on page 18-5.

The more defined the image in the preview window becomes, the more colors you are selecting. Once you have
selected the color range you intend to trace as a whole, you can change that entire color range to one flat color,
which can then be traced. This procedure pinpoints a mix of similar colors to eliminate unnecessary complexity.

Applying this method to the picture of the Chef on page 18-5, his skin color which is made up of beige and light
brown can be selected as a color range, then by clicking on the “Change Color Range” button, as shown overleaf,
all these colors can be converted into one flat color, also shown in the example overleaf, which can then be traced,
and then cut out.

However, the same color range is also apart of his outline, which must be removed prior to the step just mentioned.
This can be done by using the black & white manipulation tools which are explained overleaf.

In Summary

To obtain the correct “End Result” you should first decide exactly what your aim is with the artwork, i.e. have a lot
of colors in the finished job, shades of grey or black & white, then experiment with various techniques. These
should include working with the black & white manipulation tools prior to, in conjunction with and after using the
Hue Meter and the color manipulation tools.

Tip: It is sometimes easier to convert an image to monochrome, and then change the separate sections of the work back to colors
in the designing area of VinylMaster Pro.

18.13 Color Application Tools

The Color Application Tools are used in conjunction with the Hue Meter to select specified color ranges and change
these for better tracing results, as explained here.

% | Pick Color

This tool is used to find out where a particular color within the bitmap image is located along the color spectrum, so
that it may be singled out, to either be changed or combined with other colors.

To implement this tool, click on the “Pick Color” button, as shown above, next move the mouse pointer over the
bitmap image and the color, the mouse pointer is over will be displayed in the “Current Color” window, as shown
on page 18-5.

H Change Color Range

This tool is used to change a range of colors to one specified color, thereby simplifying a highly complex image that
would be unpractical to trace.

To implement this tool, firstly have a range of colors selected in the “Hue Meter”, next click on the “Change Color
Range” button, as shown above, next the “Change Color” screen will come up, as shown on page 19-12, select the
required color and click on the “OK” button, and the selected colors will automatically be changed to the one
whole/flat color.
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®_. | Replace Color

This tool is used to change one color to another. To implement this tool, firstly have a color selected in the “Hue
Meter”, or in the “Current Color” window, next click on the “Replace Color” button, as shown above, next the
“Change Color” screen will come up, as shown on page 19-12, select the required color and click on the “OK”
button, and the selected color will automatically be changed to the one new color.

+a | Gray Scale

This tool is used to convert a colored bitmap into a grey scale bitmap, which when combined with the black and
white application tools, lets the user create a clear black and white image from a colored image quite efficiently. To
implement this tool, click on the “Grey Scale” button, shown above and the colored bitmap will automatically be
converted into a grey scale bitmap.

18.14 Black & White Application Tools

The Black & White Application Tools are used to adjust the

Black Threshald: 128 <+—e Convert non - ;
. _ Colors to monochrome levels of a bitmap image.
 — e = y Black & White
Black & White  These tools will assist to
R U 0D Threshold define areas of the bitmap,
F:255 GG:255 B:255 along with removing
Min S aturation: 20 scattered colored pixels that
e Black are usuglly present du§: to
Threshold poor printing registration,

that is picked up in the
scanning process.

—e \White
Threshold

Convert non Colors to Black & White Converted Chef Bitmap from 1000’s to 4 colors

This tool is used to change all shades of grey to pure black & white, which greatly sharpens the image, removing
any subtle background and defining the bitmap image. To implement this tool, click on the “Black & White” button,
as shown above, and all the bitmap images grey shades will automatically be converted to black and white. Note,
this conversion is entirely related to the “Threshold” settings, which are explained below.

Black & White Threshold

This tool is used to intensify the balance between light and dark in the bitmap image. To implement this tool, click
and hold down the mouse button on the “Black & White” slider bar, as shown above, next slide it toward the left to
lighten the image, and to the right to darken the image. It is recommended to experiment with this tool to achieve
the correct balance.

“Black” Threshold / “White” Threshold

These tools work similarly to the combined Black & White slider bar as explained above, but have subtle technical
differences, which result in varying effects. They are set by default to a general balance, however by sliding these
settings left and right, while at the same time watching the preview window and occasionally clicking in it, to view
the preview in the larger bitmap preview window, you will see their effect to the black and white balance of the
bitmap. Used in conjunction with the more intense Black & White Threshold slider, it is quite possible to covert
hopelessly scanned bitmap images into quite legible and cuttable work.
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& 19.0 Image Tracing Module
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19.1 Image Tracing Module Overview

VinylMaster Pro comes with a comprehensive tracing module, which has been designed to work directly in
conjunction with a series of other VinylMaster Pro modules (sub-programs). These modules when used in turn
allow you to simply scan and trace bitmap images to create cuttable work.

The Image Tracing Module is used to manipulate and adjust a scanned or previously saved bitmap image, in
preparation for the Image Trace Settings Module (discussed later in this Topic) that in turn, is used to set specific
parameters to carry out a final trace of the first pass (raw trace) carried out by the Image Tracing Module.

This final trace is then automatically loaded into the Curve Editing Module. This module allows the user to clean up
the trace for later use in VinylMaster Pro so that it can be cut out.

19.1.1 Using the Image Tracing Module

The Image Tracing Module is used as a part of a series of modules that work together to create a step by step
process, which as mentioned above - ends in the Curve Editing Module. With the main objective to minimize clean
up time or eliminate it entirely. Whether or not each step is fully or partly used will depend entirely on the given
artwork, i.e. whether the artwork is a black and white (monochrome) image, a few flat colors or a full color photo.

If you have not read the Scanning and Tracing Fundamentals topic that precedes this topic, you are recommended to
do so now. Even if you have a lot of experience using other computer programs to trace artwork. Simply because
most computer programs use different techniques/procedures and/or formats to trace scanned in images.

As different artwork requires varying treatment and tracing techniques, this topic will discuss in detail how to trace
the 3 most common types of artwork which covers all situations.
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19.2 Launch Image Scanning Module/Scanning Software

@ <4—=o Launch Image Scanning Module - Launches the Image Scanning Module and leads to the Scanner’s Software

This button when clicked from the “Image Tracing Module” as shown above, launches the “Image Scanning
Module”, as discussed in Topic 18.0.

19.3 Launch Paint Program

E <4—o Edit In Paint Program - Launches the Current Bitmap Image into Windows Paint

This feature is used to directly launch the current bitmap image into Windows Paint, where it can be modified if
required. To implement this feature, you must first have a bitmap image loaded into the Tracing Module, next, click
on the “Edit In Paint Program” button, as shown above, and the current bitmap image will automatically load up
into Windows Paint.

19.4 Zoom Tools

Zoom Out e—»

19.5 Tracing Black & White (Monochrome) Images

(‘% Q @_ <4—e Zoom to Bitmap Height

L Zoom In

®
alman -

The Zoom tools are used to view in and out of the
right hand preview window of the Tracing Module.
To implement any one the Zoom Tools, click on the
required “Zoom Tool” and the Zoom function
selected will immediately follow.

Black & White (Monochrome) type images are a
very common example of typical artwork. The
example on the left includes a logo and some text.

The logo is comprised of many curve areas, that
could quite easily be changed a little without any
noticeable effect, while the text is very geometric -
that if changed, even slightly would change its
overall appearance.

So in these cases it is sometimes easier to scan in
each item individually, or break the items apart in a
simple bitmap processing program, like Windows
Paint.

To do this load the image into “Paint”directly from
your scanner or from a saved location, next draw a
selection box around the first item you wish to
trace, next go up to the menus and click on “Copy”
or press “Ctrl+C” on the keyboard, as shown on the
following page.

Sample Monochrome Image Scanned in as Black & White
at 600dpi
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Next load the Tracing Module, by clicking on the
“Auto Trace” button, as shown in Topic 2.11 on page
2-11, then click on the “Paste Image From Clipboard”
button, shown below, and the copied item will appear in
the Tracing Module, as shown below.

Paste Image From Clipboard

E‘:_.!Image Tracing M odule
File  Edit

el s LR £

Preview of Pasted
Image

Mailman

Advanced > |

817 # 173 pinels Trace

untitled brp

Proceed with Raw

A Trace
T—O Image Size in Pixels

It is usually unnecessary to need to clean up a monochrome image, unless the original artwork was very small, had
unwanted dots or was missing detail. The advanced section of the Tracing Module which deals with these issues is
discussed from page 19-6. For this exercise we will deal with the artwork as being acceptable.

Next, click on the “Trace”, button shown above right, and the program will proceed with a Raw (Preliminary) Trace
of the image, which is shown in the window as it progresses to trace the image. Next, the Image Trace Settings

window will come up, as shown below.

Preset Tracing Settings Manual Tracing Settings

% Image Trace Settings

:T racing Mode

" RawT race
" LogoTrace
% TextTrace

" CustomTrace 4—/

Smoathing Tollerance: 50 %

Text

AaBbCc

Accurate

e

<- More Nodes Lezs Modes -»
Adjuzt thiz ghder ta influence how the image iz

processed. For wery Accurate Tracing uze lower
Taollerance walues.

Feady to Trace...

Trace |

This module has been designed as an interface
between the Raw Trace and the Curve Editing Module.
Its function is to allow you to decide how you wish to
deal with the Raw Trace e.g. whether or not to smooth
out bumpy areas or to fit sharp corners to jagged
corners etc. To simplify its use, you are given 3 preset
choices along with a smoothing tolerance slider, as
shown on left, these cover nearly all situations where
the original bitmap fits into a particular category i.e.
text to be traced as text and logos to be traced as logos.

The Custom Trace Setting is very useful once you
understand the relationship between the manual
settings and the image you are attempting to trace, this
topic is discussed in further detail on page 19-14.

The next step in the current example, is to choose
which preset option applies best to it. In this case as
the image is a representation of “Text” the best choice
is “Text”. To do this click in the “Text” check box,
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as shown on the previous page. Note, if you were tracing the Logo part of the sample then “Logo” would need be
selected. Next, the Smoothing Tolerance needs to be set. It is set by default to 50% which is a good compromise
between too much detail (too many nodes) and too little detail (too few nodes). However the size of the original
artwork does make a difference to the tolerance settings, i.e. for very small text (between 75 and 120 pixels, 0.125”
to 0.20” (3mm to Smm) scanned in at 600dpi) the tolerance should be set to 0% “High Detail” which means the
program will retain as much detail as possible.

1. For text (between 120 and 300 pixels, 0.20” to 0.50” (Smm to 13mm) scanned in at 600dpi) the tolerance should
be set to 50% “Accurate” which means the program will retain enough detail without using an excessive amount of
nodes to describe the shape of the text.

2. For text (between 300 and 600 pixels, 0.50” to 1.00” (13mm to 25mm) scanned in at 600dpi) the tolerance
should be set to 75% “Normal”, which means the program will use fewer nodes to describe the larger sized text.

3. For text over 600 pixels high, which could be 1.00” (25mm) high text scanned in at 600dpi or 4.00” (100mm)
high text scanned in at 150dpi etc. the tolerance should be set to 100% “Fewer Nodes”, which means the text is
very large and only requires the minimum of nodes.

Note, with Monochrome images the general rules explained above, generally apply to both text and logos, however
you a recommended to experiment with these settings to fully understand how they affect the finished results of
varying artwork. Once the Tolerance has been set according to the text’s size, click on the “Trace” button, as shown
below, and the artwork will be traced as specified.

Once the original Raw Trace has been Re-Traced
according to the new settings, the results are loaded
into the Curve Editing Module which is

= .
%a Image Trace Settings

~ Tracing Mode

; E‘:;TT';ZZ TeXt automatically launched at this stage. The Tracing
‘o Tl Modules are then automatically closed down, until
" CugtomTrace ﬂuBbcc required again'
Smoathing Tollerance: 25 % High Detail The Curve Editing Module has been specifically
-« Tolerance designed to deal with curve objects, focusing
< More Mades Less Nodes Setting entirely on editing these with specific curve tools
o - and features. This module can also be launched
Adjust this zhider to influence how the image is . . . .
processed. For very Accurate Tracing use lower dlrectly from melMaster Pro brmgmg 1n any
JelEEnes vEles ¥ Progress  Selected curve objects, and can also be used to create
[ ZES Barg new curve objects within itself. As shown on the
[ Asdding Tangert Paints [18/79] Proceed left, the traced curves are loaded into the Curve

with Trace  Editing Module. From here they can be further
edited to obtain the best possible results, before they
T2 135 Curve Editing Hodule V20 are sent to be cut out via VinylMaster Pro.
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B 9 o
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19.6 Tracing Color Images

Sample: Courtesy of International Sign Corporation (c) 1998

Sample Monotone Color Image Scanned in as a Color Drawing, scanned in at 600dpi

Color images are a very common example of typical artwork. The above monotone color example includes text,
that with some modification, has been designed to form a logo. It is comprised of many curve areas, that are very
geometric - that if changed, even slightly would change the logo/text’s look. It is important to note that this artwork
is of very poor quality. The original artwork is from a business card and only measures 0.25” (6mm) in height.

Although this manual is printed in black and white, the on-line manual in VinylMaster Pro or from www.future-
1.com will clearly show you the mix of colors used to create the shades of red and green, you will also see how the
background has also been picked up in the scan.

This image has been purposely chosen to demonstrate how many printers, use combinations of colors to create
various shades in finished artwork, and how the advanced tools in the Tracing Module can be used to successfully
deal with difficult artwork such as this.

Firstly load the Tracing Module. To do this click on the “Auto Trace” button, as shown on page 2-11, then load the
saved scan from its location by clicking on the “Open Bitmap” button, shown below, Next, the “Open Bitmap”
window will come up, also shown below.

Open Bitmap “samples” Folder found in the “vmpro” folder

Open Bitmap E |
Look jn: Iﬁ samples j ﬁl

B4 Burger ¥ Lagobw ¥ Times
E’l Burger2 @ M ailman @ Times1
] Bwscan @ Mailmanz @ Timesi
{1 chessetbm @ Samplel @ Timesm
';'I Current @ Sample2

#] Fastsign @ Samplel

= 5
3..!) I mage Tracing Module

t. Select Bitmap File to Trace

Open I
Files of type: IWinduws Bitrap j Cancel |
Advanced > |

Mo Bitmap Loaded... Trace | I_ DIIIEI"I a3 [Ead-DnL‘,‘

Image Tracing Module Open Bitmap Window

Next, click on the required image, and click on the “Open” button, as shown above, and the bitmap image will be
automatically loaded into the Tracing module, as shown overleaf.
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Next, click on the “Advanced” button, shown below, and the Advanced Tools will come up, also shown below.

Paste Image from Clipboard Launch Scanner Software
. Launch Zoom In
Copy Image to Clipboard Paint Zoom Out Drawing Tool
Save Bitmap Program Zoom 1:1 Flood Fil
aig 3 0 odule X
Fie E
. - B w170y 233 .
Open Bitmap 2L 2 O € aan i 23R Drawing Color
Preview of T Color under the Mouse
Image

Cursor at xand y

Panning Box £ tSi ”

Bitmap Cleanup Options

Bitmap Details

- g Caolor Filter
367 % 349 pixels Trace Select Operation to perfom... j -

C:AYMPROMVSAMPLES MAILMAN B I Advanced >1 Clean Up Operation

Jagged Despeckle

Gaussian Blur

i RGE Color Reduction —e i i
Proceed to Raw Trace Bitmap AR Launch the Color Filter window
Monochrome (Black & Wwhite

Open the Advanced Settings

The advanced tools, as shown above, have been designed to modify the bitmap image prior to it being traced, so
that the program has a sample it can obtain the best results from. The main problem when scanning in colored
artwork, is that it’s quite often a mixture of several hundred colors, that are indistinguishable to the human eye,
unless magnified. For example, in the preview area shown above, the “FastSign” example, shown below, the green

a” is made up of approximately 20 shades of green, including shades of yellow, cyan and magenta. Around its
border (edges), there is a fringe of several shades of various colors as shown in the example on the following page.

Note, in an effort to simplify this topic, each tool will be explained individually, and if appropriate the example
“FastSign” will be used to demonstrate the tool after its main explanation.

The problem with this situation is, what
Shades of Green does the program actually trace? there
that make up the would be little point attempting to trace
Character’s Shape c e s

each individual color, as you’d end up

with literally tens if not hundreds of

thousands of separate contours, which

Fringing around would be impossible to deal with.

the edge of the
character . . . .
To overcome this problem is quite simple

using the advanced tools. However
varying techniques may end up with a
similar result, or better result; and you
are encouraged to experiment with
varying methods to develop your own
techniques, to achieve the results you
wish to obtain.
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19.7 Color Filter Window
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In the example “FastSign” the Color Filter Module is required to remove the excessive shades of colors that make
up the logo. To do this, click on the “Color Filter” button, as shown on the previous page, and the Color Filter

window will come up, as shown below.

Image Converter Module ]

Color Filter Module

™ Monochrome Fed 50%
> I Flat Matches Gresn o3 50%

[ Replace Colors— Blue 63 50 %

I~ Inverted whie O 03

Existing Preview

o - . ol _
[ 0% | Cancel | 0K

‘ Preview of Applied

—® Color Settings Changes

19.7.1 Convert to Monochrome

Image Converter Module
Color Filter Module
v tonochrome Red @ 50%
[~ Flat Matches Green B %
[~ Replace Calors  Blue B0 %
[ inverted white ©

E xizting Preview

ZZ

| Cancel |

19.7.2 Convert to Flat Matches

Image Converter Module

Color Filter Module
r{Monochmmg Red 60%
Wil Matches  Green 50%
I Replace Colors Blue 50%
I Inverted White: 0%
Existing Preview
Cancel

This module has been designed to modify the Red, Green and Blue
color settings of the original bitmap, to make it more suitable for
tracing. When it is first loaded the Preview Window automatically
displays the original bitmap in flat colors. What this means, is that all
the colors of the original bitmap are converted to their closest pure
Red, Green or Blue color. This is done so that they can be further
modified by the operator in the colors that will be reloaded into the
Tracing Module.

The module can automatically apply the following conversions to the
original bitmap image a. Convert the image to Monochrome (Black
& White), b. Convert the image to Flat Colors (Red, Green and
Blue), c. Invert all the colors to their opposite Red, Green or Blue
color, d. Convert any selected color into another color and e. Allow
manual adjustment of Red, Green and Blue Colors; with each
conversion explained as follows.

This conversion is used to convert a simple colored image, i.e. a
monotone colored image like the “FastSign” example straight into a
solid black and white bitmap, without the requirement of significant
color preparation prior to tracing. Where maintaining the colors isn’t
necessary, or where the traced image can be broken apart in
VinylMaster Pro and then have the colors changed back to the
original color scheme. This will entirely depend on the given artwork
and the circumstances of the job itself. Note, converting a full color
image into monochrome, may sometimes produce unwanted results.

To apply this conversion, click on the “Monochrome” check box, as
shown on the left, and the Monochrome conversion will be applied in
the preview window, also shown on the left.

This conversion is automatically applied when first loading the Color Filter
Module, except that when selected the Red, Green and Blue slider bars are
removed, so that no changes to the colors percentages can be applied.

Although the Tracing module can trace a highly complex full color image i.e.
a color drawing or photograph, it does not trace around bitmap images of less
than 5 x 5 pixels, as these would be to difficult to cut out and work with.
Most high resolution color photographs are made up of thousands of
individually colored pixels that can not be successfully traced and cut out.
This is where converting to flat matches assists, as it combines similar shades

of the same color to blocks of larger colors, which in most cases still represent the original artwork, only with a
color reduction. This is also advantageous when cutting out, as less shades of color are easier and more practical to
work with. To apply this conversion, click on the “Flat Matches” check box, as shown above, and the Flat Matches
conversion will be applied in the preview window, as shown above.
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19.7.3Invert Colors

Image Converter Module

Calor Filter Module:

g El%
g EZ
50%

I~ Monachrome
I Flat Matches
I~ Replaca Colars

W Inyveried Wi Freee e

Preview

ZF -

Existing

Cancel

19.7.4 Replace Colors

Image Converter Module

Calor Filter Module

™ Monochrome
I™ Flat Matches
I Fieplace Colors

I Inverted

Diiginal Color

[T
Final Color

12

Preview

Existing

Cancel 13

Image Converter Module
Color Filter Madule
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This conversion is used to invert the original colors to their opposite in Red,
Green and Blue, which can assist with removing fringing and spotting that
occurs when scanning in colored artwork; and can be used in conjunction
with the Replace Colors conversion tool.

To apply this conversion, click on the “Invert Colors” check box, as shown
on the left, and the Invert Colors conversion will be applied in the preview
window, also shown on the left.

This conversion is used to manipulate the image when fringing and other
anomalies occur when scanning in color images. For example, in the
“FastSign” example, shown on the left, the Red “F” has a yellow fringe
around it. By converting (Replacing) all Yellow to Red, the fringe is removed
and the “F” is more representative of the original; because if the Yellow was
removed rather than replaced, parts or chunks of the “F” would be removed
as a result. This would substantially effect the results of tracing the image.
Another example of this conversion is in the “a” of the “FastSign” example.
It has several spots of Cyan throughout it and along its edges, once again by
converting (Replacing) all Cyan to Green, the spots and fringing are
removed.

™ Monachrame: Original Color

I Flat Matches | 3 0N 0O O e
| Final Color

O
jg S—

Eristing Previsw

To apply this conversion, click on the “Replace Colors” check box, as
shown on the left, and the Replace Colors conversion will come up, where
the Red, Green and Blue Sliders were. Next, click on the original color that
is required to be changed, then click on the color that is to be used to replace
it, and the changes will automatically come up in the preview window, as
shown in the example on the left.

—® Original Color

Change to this Color

I—O Preview of Change

19.7.5Red, Green and Blue Color Adjustment

Image Converter Module %]

™ Monachrome Fed ——- g HI%
[~ FlstMatches  [Green ——————— Q———————— 5%
[ Replace Colors  Blue  ——————— Q———————— 5%
I Inveitsd white Gy

Existing Previsw

Canicel 0K

The Red, Green, Blue and White Color sliders are used to adjust the
percentage or intensity of each color in the original bitmap image.

When used in combination they greatly assist when attempting to prepare
color drawings and photographs for tracing, where the bitmap looks washed
out or too dark. Sliding each Color either left or right will greatly effect the
look of an image.

You are encouraged to load in a high color image and experiment with these
sliders, to see first hand how they combine to create various effects on
colored bitmap images.
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19.7.6 Applying Conversions from the Color Filter

Image Converter Module
Color Filter Module

[ Monochioms ~ Red ———————Q— . 50%
[ FlatMatches  Green ——————— Q——————— 5%
[ Replace Colors Bl ——————— G 5%
I Inwested

Whis G

Existing Preview

FF-

Once any conversions have been applied to the preview window of the
Color Filter Module, click on the “OK” button, shown on the left and the
specified conversions will be applied into the Tracing Module’s Preview
Window, where any further modifications can be applied to the now
converted bitmap image.

Note, the left hand side preview window of the tracing module continues to
display the original bitmap image as it was prior to any conversions/
modifications.

 ® tacel | 0k #——® Proceed with Applying Conversions

19.7.7 Applying Color Filter Module to Example

Image Converter Module %]
Color Filtet Moduls

™ Monochroms ~ Red ——————0Q-————— 0%
[~ FlstMatches  Green ———————-Q-——————— §0%
[~ Replace Colors  Blug  ———————Q-———————  50%

I~ Invattsd

Whie G-——————————————— 0%

Esisting Previsw

Cancel 0K

Blue (Cyan) Spotting o—l
v

Image Converter Module
Color Fiter Madule

I~ Monachioms
I Flat Matches

Original Color

v
T O

| Final Calar

; Elllllll’ll!l‘lll’l’

Existing Previsw

F

I~ Invertad

In the example “FastSign” we will assume that we wish to retain the colors
of the original bitmap, and prepare it so that there are no multiple colored
edges around the logo (fringing).

To do this, firstly load the Color Filter Module by clicking on the “Color
Filter” button, as shown on page 19-6, and the Color Filter Module will
come up as shown on the left.

Next, click on the “Flat Matches” check box, then click on the “OK” button,
and the converted bitmap will be reloaded into the Tracing Module. At this
stage the original bitmap has been converted to flat colors, but when
zooming in on it, we can see that there is spotting and fringing throughout
the image, as shown on the left.

To deal with this it must be removed prior to tracing. To do this reload the
Color Filter Module. Next, click on the “Replace Colors” check box, as
shown below on left.

Yellow Fringing

Next, click on the first offending color, which in this case is “Cyan”, then,
click on the correct color, which in this case is “Green”, then click on the

“OK” button, and the converted image will be reloaded into the Tracing
Module.

Follow the above and preceding steps and change “Yellow” to “Red”, and
“Purple” to “Red” to remove the fringing around the Red items in the
bitmap image.

—® Select Cyan

Change to Green

Prewew of Change
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19.8 Clean Up Tools

Clean Up Operation
- g Caolor Filter
Select Operation to perform... |1

Jagged Despeckle
Gaussian Blur

RGE Color Reduction
Silhoutte Selected Color

19.8.1 Jagged Despeckle
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The next stage does not require the Color Filter Module, as it has converted
what was approximately 50 shades of various colors into a Red and Green
logo.

Although there is still some fringing around the Green characters and this
could be removed by flood filling the characters with another color and
reusing the Color Filter Module to remove it, there are other advanced tools
available in the Tracing Module that will more quickly and easily obtain a
similar result. These Clean Up tools are explained in the following sub-
topic.

The Clean Up Operation tools are used to remove unwanted pixels (dots),
smooth out the edges of bitmap images and automatically color reduce
where necessary.

Each Clean Up Operation is explained as follows.

This tool is used to remove unwanted dots that usually form part of a shadow effect in a bitmap which is not
cuttable, and/or as a result of fringing, and/or from scanner interpolation of colors where single (different colored)
pixels are found along the very edge of a large grouping of pixels to form a particular shape.

Unwanted/Uncuttable Shaded
|_. Areas

Removed using Jagged Despekle The example “Before and

After’on the left, has been used to

demonstrate the use of Jagged
Despeckle:

Note, this sample can be found in
the Vmpro/Samples folder under
“cheesebw.bmp”.

To implement this tool, click on
the “Clean Up Operation” drop
down box, shown above, next click
on “Jagged Despeckle” and the

Before

19.8.2 Gaussian Blur

program will automatically carry
out the operation.

This tool is used to smooth out the edges of a bitmap image. It usually used for high color images where a more
blended appearance is required, or where detail will be lost due to pixel areas being too small, which will be
removed when traced. It can also be used for just printing out a bitmap.

This tool can be re-applied as many times as required (over sampling) to obtain the desired results.

The examples shown overleaf, have been used to demonstrate the use of Gaussian Blur:
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Flat Matched Bitmap 1 x Guassian Blur 2 x Guassian Blur 3 x Guassian Blur

Note, this sample can be found in the Vmpro/Samples folder under “clown.bmp”. To implement this tool, click on
the “Clean Up Operation” drop down box, shown on the previous page, next click on “Guassian Blur” and the
program will automatically carry out the operation.

19.8.3 RGB Color Reduction

This tool is used to convert a colored image into its closet Red, Green and Blue equivalent.

It works best with simple monotone color

FastSig images (solid color), or where a simplified

version of a full color image is required, as
shown in the examples on the left.

Ji]

To implement this tool, click on the “Clean Up
Operation” drop down box, as shown on the
previous page, next click on “RGB Color
Reduction” and the program will automatically
carry out the operation.

Original Bitmaps Reduced Down to RGB

19.8.4 Contour/Sillouette Cut (Die Cut)

This tool is used to place an outline contour around a bitmap image primarily for large format digital printing and
cutting, where a die cut effect is required to create stickers, as shown below. To implement this tool, you must
initially flood fill the entire background of the image with a color that is not present in the bitmap image itself, for
example bright yellow or green.

j_. Flood Fill (entire) Background

To do this click on the “Drawing Colors” box, shown overleaf,
next select a color that does not appear in the bitmap image you
with to outline i.e. Cyan, then click on “OK”, next click on the
“Flood Fill” button also shown overleaf and click on the
background sections of the bitmap image to flood fill this area.
Note, be sure to fill in all parts of the background.

Next, click on the “Clean Up Operation” drop down box,
shown on the previous page, then click on “Silhouette
Selected Color” and the program will prompt you to proceed,
click on “Yes” and it will automatically carry out the operation,
resulting in a solid background of the image being created,
which when “Traced” and placed over the original bitmap back
Original Bitmap Image Vector Outline of in VinylMaster Pro - then cut out, will form an outline around
with background color Image for Die Cutting the original bitmap image, as shown on the left.
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19.9 Drawing Tools

Pixel Drawing Tool &—»

Aol |
L Flood Fill

VinylMaster Pro

<4—e Drawing Color

Image Tracing Module 19 - 12

The Drawing Tools are used to add or remove individual pixels, and to change the color of groups of pixels, to
assist in the overall shape of a bitmap image, prior to it being traced.

19.9.1 Pixel Drawing Tool

Select a Base Color

Basic colors:

LCustom colors:

N o
N ot

| [efine Eustom Colors =5

Cancel |

Hug: IB‘I_
Sat: Iﬁ
I Colar/Solid Lum: IF

Bed: IT
Green: Iﬁ
Blue: I?

Add to Custom Colors

Create a Defined
Color

The Pixel Drawing tool is used to add or remove
individual pixels of a specified color.

To implement this tool, you must first specify the Color
of the pixels it will draw onto the bitmap image, to do
this, click on the “Drawing Color” button, shown at top,
and the “Color Selector” window will come up, as
shown on the left.

Next, select the required “Basic” Color or create a
“Defined” Color, as shown on the left, then press the
“OK” button, also shown on the left, and the specified
color will become the current Drawing Color, which will
be displayed in the “Drawing Color” box, shown at top.

To apply or remove pixels using the Pixel Drawing tool, click on the area you wish to add a pixel to, or click on the
right mouse button to remove a pixel, as shown below.

rf'_].!lmage Tracing Module
File  Edit

=0 2es> L € aan| |

BG4 39
[255,255.255]

FE) |

| QR[] 43

L

Added Pixels

7

Pixel Drawing
Tool

Missing Pixels

CAYMPROASAMPLESSFASTSIGN.B| | Advanced » Clean Up Dperation

RGE Color Beduction

1034 = 273 pixelz Trace |

g Calor Filter

Clean Up Operation

g Color Filter

FGE Color Reduction

By holding down the “Ctrl” button on the keyboard, and holding down the left mouse button when using the Pixel
Drawing tool, and moving either left or right, a single pixel width line can be created, assisting in filling in larger
areas or cleaning up unwanted fringing in horizontal lines. Note, there is no “Apply” or “OK” button when using
the Pixel Drawing tool, as pixels are created the operation is complete.
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ﬁ 19.9.2 Flood Fill

The Flood Fill tool is used to change the entire color of groups of pixels. To implement this tool, you must first
specify the Color of the pixels it will flood fill onto the bitmap image, to do this, click on the “Drawing Color”
button, shown at top, and the “Color Selector” window will come up, as shown on the previous page.

Next, select the required “Basic” Color or create a
“Defined” Color, then press on the “OK” button,
and the specified color will become the current
Drawing Color, which will be displayed in the
“Drawing Color” box, as shown on the previous
page. Next, click on the area of the bitmap that
requires its color to be changed, and the group of
pixels selected will automatically change to the
specified color, as shown on the left.

\ Original Color % Flood Filled Color

19.9.3 Monochrome (Black & White)
This tool is used to instantly change a colored bitmap image into a Monochrome (Black & White) bitmap image.

To implement this tool, click on the “Clean Up Operation” drop down box, shown on the page 19-10, next click on
“Monochrome (Black & White)” and the program will automatically carry out the operation.

19.10 Raw Tracing the Bitmap Image

Once a bitmap image has been prepared for a tracing, the next step is to proceed with a Raw Trace. To do this, click
on the “Trace” button , as shown on page 19-6, and the program will proceed to Raw Trace the image, which is an
exact outline of the bitmap image. Next, the Image Trace Settings module will come up, as shown below.

At this point the preset “Text” and a slider adjustment of “100%” can be used to proceed with the final trace, this
setting and procedure is explained on page 19-4, with the more advanced “Custom Trace” settings explained in the
following topic.

% Image Trace Settings

~Tracing Mode

" RawTrace
" LogoTrace
& TextTrace

Preset Tracing Settings

" CustomTrace

Smoothing Tollerance: 5002 Accurate

Tolerance Setting 3
£- More Modez Lezsz Modes -»
Adjuzt thiz zlider to influence how the image iz

proceszed. For very Accurate Tracing uze lower
Tollerance values. @

Feady to Trace... Trace |
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19.11 Custom Trace Setting

This setting is used when a particular  [ENETIERITE R
Raw Trace has special requirements r——
. . Tracing Mode
for its Final Trace.
" RawTrace
In most cases the preset trace settings el .
- - 7 TestTrace Manual Tracing
are more than suitable, but in cases Settings
where the original bitmap image is of % CustomTrace <
poor quality, or certain default T?tal Amount
settings that are used in the presets T gainet;othmg
are not appropriate these can all be
overridden and fine tuned (tweaked) Vs levarige [Lowwes = i a2 (el : Tolerance Setting
using the Custom Trace Settlngs. b &mimum Curve .-’-'mgle [D = Lines Dnl_'.-'] ] Curve to Corners
Y ded to experiment Angle
ou are recommended to experimen : L
. . . w Overlap Col v Snap H tal and Yertical L
W]th a]l these settmgs, as various I_ Werap Lolors I- nap AorzZontal an ercal Linges
artwork requires significantly —f ? General Ootions
different settings, to obtain the best P

results. | Readyto Trace.. Proceed with
Trace

19.11.1 Smoothing Level

This setting tells the program how many times to smooth out curves as it traces around the Raw Trace. The more
times the Raw Trace is smoothed out the less defined an image will appear.

Original Raw Trace Result of 5 x Smoothing Passes

This setting is usually used with logos and is not recommended on images that contain text or geometric shapes, as
the corners and overall shape will be rounded or smoothed out, as shown in the examples above.

19.11.2 Tolerance Setting

This setting tells the program how accurately it should trace around the Raw Trace, from an exact copy to a very
loose copy, adding more nodes to an “Accurate” Final Trace. This setting is the most influential setting and should

be used carefully to obtain the desired

Image Type Original Image Size Tolerance Setting results. It only requires slight adjustment
. to completely change the look of an

Text up to 120 pIX_eIS 0.75 image. The table on the left is a guide to
Text 120 to 300 pixels 0.85 which tolerance settings should be used
Text over 300 pixels 1.00 when tracing either text or logos.
Logo up to 120 pixels 0.10 Note, this is a guide only, you are
Logo 120 to 300 pixels 0.15 encouraged to experiment with these
Logo over 300 pixels 0.20 settings to obtain the results you require.
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19.11.3 Maximum Curve Angle

This setting tells the program at which angle in degrees (360 degrees to a circle) to fit a curved corner to a point
rather than a sharp corner. The greater the angle, the less sharp corners will be fitted to the Final Trace with more
curves fitted instead; with the lesser the angle more sharp corners will be fitted to the Final Trace resulting in more
lines.

This setting is usually increased with logos and reduced with text, but this will depend on the type of logo and text,
i.e. highly rounded text should have a higher curve angle, and accordingly a very squared off logo, should have a
lower curve angle. A setting of 60.0 degrees will suit most applications, as shown below.

A e e I e I B

0 degrees (All Lines) 60 degrees (Lines & Curves) 190 degrees (Mostly All Curves)

19.11.4 Overlap Colors

This setting tells the program to overlap colors, rather than trimming each color from the next in the Final Trace. To
have the Tracing Module overlap all the colors in an image, click on the “Overlap Colors” check box, as shown on
the previous page, and when the Final Trace is performed all Colors will be automatically overlapped.

19.11.5 Snap Horizontal & Vertical Lines

This setting tells the program to take any lines that are nearly horizontal or vertical, and make them actually
horizontal or vertical accordingly. This feature has primarily been designed for text, where horizontal and vertical
lines usually form text characters and are fundamental to the overall shape of these. However these setting can also
apply to logos, depending on the logo design.

To have the Tracing Module snap horizontal and vertical lines in an image, click on the “Snap Horizontal &
Vertical Lines” check box, as shown on the previous page, and when the Final Trace is performed all lines close to
a horizontal or vertical line, will be automatically snapped to horizontal or vertical lines respectively.

19.12 Proceeding with the Final Trace

To implement any one of the 3 Custom Settings, click in the “Number Box” of the setting to be changed, as shown
on the previous page, next type in the required value, then press the “Tab” key on the keyboard, and this will update
the changed value. It is important to note that each setting does influence the next to some degree, especially the
tolerance setting. Therefore you are encouraged to experiment with these settings to obtain the results you require.

Once all the settings are made to suit the particular image, click on the “Trace” button, as shown on the previous
page, and the Tracing Module will proceed with the Final Trace, and once the original Raw Trace has been Re-
Traced according to the new settings, the results are loaded into the Curve Editing Module which is automatically
launched at this stage. The Tracing Modules are then automatically closed down, until required again. The Curve
Editing Module has been specifically designed to deal with curve objects, focusing entirely on editing these with
specific curve tools and features. This module can also be launched directly from VinylMaster Pro bringing in any
selected curve objects, and can also be used to create new curve objects within itself, as shown overleaf.
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As shown above, the traced curves are loaded into the Curve Editing Module in their respective colors. From here
they can be further edited to obtain the best possible results, before they are sent to be cut out via VinylMaster Pro.

In most cases where the original artwork was of a reasonable size, i.e. 0.20” (Smm) or larger, and the artwork itself
was of reasonable consistency, i.e. was not a fax or poor photocopy, and the scanning in of the artwork was carried

out correctly - clean up is not necessary. In these cases click on the “Accept” button shown above, and the
curves/contours will automatically be loaded into VinylMaster Pro. If clean up is required, the next step is to use the
Curve Editing Module’s tools and features. These are explained in detail in Topic 20 on page 20-1.

19.13 Tracing Module Menus and Shortcuts

Many of the tools, applications and items discussed in the proceeding topics can also be found in the Tracing
Modules Menus, which can be found under “File” and “Edit” top left hand corner of the module, see page 19-1. To
assist in fast development time all VinylMaster Pro Modules come with Keyboard Shortcut Keys. For the Tracing
Module these are:

Menu/Function Shortcut Key/s
Open Bitmap CtrI+O
Save Bitmap Ctrl+S
Copy Bitmap Ctri+C
Paste Bitmap Ctri+V



www.future-1.com VinylMaster Pro Curve Editing Module 20 - 1

£ 20.0 Curve Editing Module

Acquire an Image

Save Re-Trace Original Artwork
Open Import/Export Undo/Redo
New Find Font Help Background Tools
Object Ell E es d=w Umage  Alignment Help _
Selector 0= & %‘ﬁ%‘@ nn|@@|’irﬂ 22
Node k Urititled Zoom Tool eg- :!: Q‘ 1€—® Misc.
Tools
Tool ~
ety
Zoom Q Fo ey 1@ Node
i N Edit
Replace B % i Tools
Curve o P .
Section @ + 4 ﬂ—o%l;glr;
o t
> 14— Guide
Tools
Designing
Area
L 1—® Object
Tools
Panning
Area
(typ.)
Q] Q
w 4180 w 196.5 o —e Zoom
N (& Tools
—e Pointer Location —e Information on —e® Accept Contours into
Current Operation VinylMaster Pro

20.1 Curve Editing Module Overview

VinylMaster Pro comes with 2 different types of curves and lines, that are handled in separate modules. The first
type of curves are more for modeling purposes, and as a result are more suited to simple curve creation and editing.
These curves are referred to as “VMP Curves”, and are fully explained in Topic 14 on page 14-1.

The second type of curves are unique, because the curve itself passes through each control point, which gives the
user far greater control and accuracy, resulting in a very smooth curve. These type of curves are only available in
the Curve Editing Module, shown above, and are referred to as “Digitizer Curves”. This module comes with a large
range of speciality tools for more advanced curve editing. The Curve Editing Module also works in conjunction
with the Tracing module as the final stage in presenting scanned in, then traced artwork back into VinylMaster Pro,
for further processing, printing or cutting.

Note, you are strongly recommended to read through the Image Tracing Module topic from page 19-1, and the
VinylMaster Pro Curves (VMP Curves) on page 14-1, prior to reading through this topic; to obtain a good
understanding of how these topics are related to this more advanced section of the software.
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20.2 Using The Curve Editing Module
To launch the Curve Editing Module click on the “Curve Edit” button, which can be found, in the main tools in

VinylMaster Pro, under “Shapes”, under the “Lines” Tab, or Right Clicking on an item in VinylMaster Pro, going
down the Power Menu and clicking on Edit Curves.

EI 20.2.1 Object Mode

The Object Selector is used to select, resize & move curve objects. To implement this command, click on the
“Object Selector”, shown above, and the program will go into Object Mode (see Topic 3).

| 20.2.2 Node Edit Mode

The Node Edit Tool is used to edit the Nodes of curve objects. To implement this command, click on the “Node
Edit Tool”, shown above, and the program will go into Node Edit Mode.

[ 20.2.3 Start aNew Project

This command is used to start a new curve editing project. To implement this command, click on the “New
Project” button, shown above and the program will automatically start a new project, unless an existing project is
open, in this case if it is unsaved the program will prompt you whether or not you wish to save the current project.
If you do not wish to save the current document, click on the “No” button, and a new project will be started. If you
wish to save the current project, click on the “Yes” button, and the “Save” window will come up, next, name the
existing project and nominate a location to save it to, and click on the “Save” button, and the program will start a
new project.

u

L= | 20.2.4 Open an Existing Project

This command is used to open an existing project. To implement this command, click on the “Open Project”
button, shown above and the “Open Curve Project” window will come up, as shown below.

Open Curve Project [ VML file |
File Location @— Laak jn: Ia samples j ﬁl

File Name @—p |:#] Tttvme

File: namme: I Open I
Files of type: IVinylMaster Curve File j Cancel |

I™ Dpen as read-only

Next, click on the required “File”, then click on the “Open” button, as shown above, and the nominated File will
automatically load into the Designing/Editing Area of the Curve Editing module.

Note, the Curve Editing Module’s File extension is “.VMC”, only these Files can be opened.
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'al| 20.2.5Saving a Project

This command is used to save an existing project.

Save Curve Project
Save jn: |@ wmpIo w j ﬁl

- ( spool N\ o Fi .
it ® File Location
data
Fonts To implement this command, click on the “Save
Images Project” button, shown above and the “Save Curve
samples l—. File Name Project” window will come up, as shown on the left.

_ _ Next, set a location to Save the File to, then click in the
Flegame:  [Uniil=d EZ “File Name”, box, as shown on the left, and type in a
Save asiype |vinylMaster Curve File =l Cancel | new “File Name” then click on the “Save” button, also

o shown on the left, and the nominated File will
pen as read-only . . .
automatically be saved to the nominated location.

20.2.6 Acquiring AnImage

This command links to the Tracing Module by either opening it from scratch, where a bitmap image can be loaded,
or brining it up after a Raw and Final Trace has been carried out without success and where the bitmap image
requires retracing.

To implement this command, click on the “Acquire An Image” button, shown above, and the “Tracing Module”
will come up, either with an existing bitmap image from a previous trace, or without any bitmap image loaded.

Note, for information on how to use the Tracing Module and its components, see Topic 19 from page 19-1.

B | 20.2.7 Retracing An Image

This command links to the Tracing Module’s Final Trace window where a Raw Trace has been recently carried out,
so that another Final Trace can be done, which will then be loaded back into the Curve Editing Module.

Note, when Retrace is used, the current curve object that appears in the Curve Editing Module is deleted.

To implement this command, click on the “Retrace Image” button, shown above, and the “Final Trace Module”
will come up with a copy of the original Raw Trace that was previously carried out.

Note, for information on how to use the Tracing Module and its components, see Topic 19 from page 19-1.

3| 20.2.8 Importing a Curve Object

This command is used primarily to import curves from previous versions of VinylMaster Pro and its predecessors,
so that anyone with previously saved work from an obsolete module can still load this work into the Curve Editing
Module.

To implement this command, click on the “Import Curves” button, shown above and the “Import Traced Curve
File” window will come up, as shown overleaf.
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20.2.9 Exporting Curves

Curve Editing Module 20 - 4

Next, click on the required “File”, then click on the
“Open” button, as shown on the previous page, and the
nominated File will automatically load into the
Designing/Editing Area of the Curve Editing module.

Note, the previous Traced Curves File extension is
“.CRV”, only these Files can be imported.

This command is used to export curve objects as a “.CRV” file extension for use with obsolete VinylMaster Pro
modules, and/or to files which can be later imported directly into VinylMaster Pro.

To implement this command, click on the “Export Curves” button, shown above and the “Save Traced Curve
File” window will come up, as shown below.

Save Traced Curve File

Savejn:l@ WITpD N j ﬁl
Atk [ spoal L. . .
clipart File Location
data
Fonts
Images
samples r File Name
File name: IUntitIed.cw

Save I

Save a3 hype: ITraced Curves

[~ Open as fead-orly

j Cancel |

Next, set a location to Save the File to, then click in the “File Name”, box, shown above, and type in a new “File
Name” then click on the “Save” button, also shown above, and the nominated File will automatically be saved to

the nominated location.

@ | 20.2.10 Search for Font

This command links to Font Detective when a monochrome (black & white) character is selected in object mode, so
that it can be pasted into Font Detective in an attempt to search and find a matching font.

To implement this command, you must first have a curve object loaded and a character selected in “Object Mode”
that either is, or has been converted into a monochrome image (as discussed overleaf), next click on the “Search
for Selected Font” button, shown above, and Font detective will be automatically loaded.

Note, for information on how to use Font Detective and its components, see the Font Detective Manual page 1-1.
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20.2.11 Changing the selected Curve Objects Color

A curve objects color can be changed from its existing color into any other color.

Color

Basic colors:

|
I
W=
.
.
W= =

LCustom colors:

[T
I

| Wefite Euston Ealore >

Cancel |

4

1717 HEEEAT
1717 HEEET]
171 TITHEEEN
11 HEEERT
11 IHEEN

Hue: Iﬁ Bed: ID_
Sat: W Green: IU_
I CalorlSolid IU_ Elue: IU—

Add to Custom Colors: |

20.2.12 Display Background

all ]

Draw Background - On/Off e—

To do this, click on the “Edit” menu of the Curve
Editing Module, next, go down and click on “Change
Color”, and the “Color Pallette” window will come up
as shown on the left.

Next, click on an existing “Color” or create a new
“Color”, that you wish the curve object to be changed
to, then, click on the “OK” button, as shown above, and
the selected curve objects Color will be changed to the
new Color.

Note, to convert a selection to monochrome click on the
“Black” color swatch and then click on the “OK”
button, as shown on the left.

<4—o Wireframe Background - On/Off

The Display Background tools are used to display a dulled out solid version of the traced curves, as a visual guide
when editing the curves on top of the background. Much the same as tracing paper is used when hand tracing a logo
or some text. The Draw Background command, displays the background image behind the curve objects, as shown

in the example below.

_n.u'.'

A

STV

To implement this command, you must first
have traced a bitmap image or loaded a pre-
saved curve object that was obtained from a
trace at one stage, next, click on the “Draw
Background” button, shown above, and the
background will appear under the traced curves,

—e Curve Objects —e Background Image

as shown on the left.

To turn Draw Background off, click on the “Draw Background” button once gain. Note, the Draw Background

command is turned “On” as a default setting.

20.2.13 Wireframe Background

This command works much the same as Draw Background, except it only displays the background in Wireframe,
rather than solid, as shown in the example below. To implement this command, click on the “Wireframe

1.@‘"_4\'449 .r_l"Ir

YRSt SIg

Background” button, shown above, and the
background will appear under the traced curves
in Wireframe, as shown above. To turn
Wireframe Background off, click on the
“Wireframe Background” button once again.

Note, the Wireframe Background will only operate with Draw Background turned “On”.
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s | 20.2.14 Display Traced Bitmap Image

The Display Traced Bitmap Image command is used to display a full color solid version of the original bitmap, that
has been recently traced, as a visual guide when editing the curves on top of the background. Much the same as
tracing paper is used when hand tracing a logo or some text, as shown in the example below.

Traced Curves, No Background Traced Curves, with Bitmap Background

To implement this command, you must first have traced a bitmap image in this session, next, click on the “Draw
Bitmap Image” button, shown at top, and the traced bitmap will appear in the background, under the traced curves,
as shown above. To turn Draw Bitmap Image “Off”, click on the “Draw Bitmap Image” button once gain.

20.2.15Enhanced Preview

The Enhanced Preview command is used to obtain a preview of how the current curve objects will appear once cut
or printed out.

To implement this command, you must first have a curve object loaded in, next, click on the “Enhanced Preview”
button, shown above, and the program will carry out an Enhanced Preview of the current Designing/Editing area.

20.2.16 Panand Zoom Tools

Zoom to :’ Zoom In The Zoom tools are used to closely examine areas of the
Selected . . . .
curve objects for fine adjustment, or to view the entire
(3 @ & |<—e ZoomOut curve object.
%1 [%7] | «—e Enhanced Preview .
(& (explained above) To implement any of the Zoom Tools (other than Zoom to
._T T_. Selected Area), click on the required “Zoom Tool” and the
Zoom to Page Zoom to Selected Object Zoom function selected will immediately follow.

To Zoom to a Selected Area, click on the “Zoom to Selected Area” button: Q and the mouse pointer will change
to a magnifying glass, like this: & next draw a “Selection Box” around the area you wish to Zoom to, by holding
down the mouse button and drawing a rectangle over the area, and the program will immediately Zoom to this area,
as shown on page 4-2.

Along with the standard type Zoom Tools, the Curve Editing Module also has interactive panning and zooming
from all 4 boundaries around the Designing/Editing area of the module.
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To Pan around this area, click and hold down the mouse button anywhere around the boundary when the “Panning
Hand” appears, as shown here: @ next, move around on the window and the program will automatically pan with

the mouse cursor.

To interactively zoom in or out, click and hold down the mouse button on the “Zoom Scale” in the top right hand
corner boundary, next, move the mouse cursor “Up” to zoom in, or “Down” to zoom out.

20.3 Digitizer Curve, Fundamentals

To obtain the best results when using curves in the Curve Editing Module you must have an understanding of how
Digitizer curves function in this module. These curves are made up of vectors i.¢ a starting point with a direction
(i.e. an arrow) that when combined together with a specialist mathematical equation create a curve, these curves are
then further combined together to create a shape, text and/or logo etc.

Although sharing some similarities with VMP curves, Digitizer curves incorporate a different mathematical
equation. This allows them to have some rather unique and highly beneficial features that are limited or not present
with VMP curves.

These features include, the ability:

1. To interactively add Nodes anywhere along the curve.

2. To interactively slide Nodes along the curve.

3. To have pure elliptical and arc segments auto fitted.

4. To be broken at any point and rejoined.

5. To fit (like rubber) to practically any given shape with very high accuracy.

These features make these curves ideal for editing Raw Traced bitmap images, as they give the user complete
control in adjusting the resultant curve objects to better represent the original artwork. Hence this module being
used as the final editing stage of tracing bitmap images.

They are also ideal for editing existing shapes and/or text created or imported into VinylMaster Pro. This can be
done by selecting on an item in VinylMaster Pro, right clicking on it to bring out the “Power Menu”, then, going
down and clicking on “Edit Curves”, which automatically loads the selected item directly into the Curve Editing
Module, which is also loaded as a result.

20.3.1 Curve Order (Direction)

Curves must travel in a certain direction, this being either clockwise or anticlockwise. When a curve has been
closed i.e. forms a solid shape, like a circle or square without any openings, this direction specifies whether the
curve (shape) is a hole or a solid i.e. as in the letter “O” the outside curve (shape) is solid and is a clockwise curve,
however the inside curve (shape) is a hole and is an anticlockwise curve.

The direction of a curve is not normally displayed as it would become to confusing for day to day applications.
However to view a curve’s direction, it can be loaded into the Welding Module where the curves can be viewed by
direction. This is possible because when instructed the Welding Module displays curve direction as a color, as
follows:

1. Clockwise Curves - Curves that run in a clockwise direction and are colored Blue.
2. Anticlockwise Curves - Curves that run in an anticlockwise direction and are colored Red.

With Blue representing a solid curve (shape) and Red representing a hole or empty curve (shape), as shown on the
following page.
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Clockwise Curve (Solid) Anticlockwise Curve (Hole)
Displayed in Blue Displayed in Red
bcdefghi @\K abede efichll
Normal Text and Clipart Normal Text and Clipart with Curve Direction Highlighted

The direction of curves that form shapes is important to know especially when attempting to weld these to other
shapes, as the results can be quite unexpected if the original direction is unknown, this subject is discussed in more
detail in the Welding module on page 22-3. Note the Welding Module can be directly loaded from the Curve
Editing Module.

If a curve does happen to be traveling in an undesired direction, this can be changed from the “Edit” menu under
“Reverse Curve Order” or from VinylMaster pro by clicking on the “Reverse Order” button, as shown on page
14-2, both of which automatically turns a solid into a hole, or a hole into a solid, just depending on the original
direction of travel.

20.3.2 Breaking Curves Apart & Combining Curves

Shapes that are already made up of curves are quite often combined. What this means is that VinylMaster Pro
recognizes a group of curves as one curve, like in the example of the letter “O”, the outside and inside curves are
combined so that when resizing, welding or changing color etc. the “O” remains as one curve object rather than
two, this is done for consistency and ease of operator use.

This is usually desired by the operator, however when editing a curve, shape or text in the Curve Editing Module,
each contour is considered as a separate curve, and once finished returns the edited contours back into VinylMaster
Pro as separate curve objects.

These curves once back in VinylMaster Pro, can then be recombined, by selecting them in “Object Mode”, then
going up and clicking on the VinylMaster Pro “Curve Edit” menu, going down and clicking on “Combine
Curves”, which will automatically combine the selected curves together.

20.3.3 Curve Origin

All VinylMaster Pro objects, text and curves etc. have an origin, which is a point of reference where the item’s
position within the designing area is calculated from .

This origin is located in various positions for different types of objects. With Digitizer Curves, the origin is
calculated from the top left hand corner of the page that they are drawn on, unless they are normalized. If they are
normalized the origin is calculated from the horizontal plane of the most top point (node) of the curve, across to
where it intersects with the vertical plane of the most left point (node) of the curve, as shown in the left example
below.

Vertical Plane
- -Vertical Plane
-

Point of Origin Point of Origin.
. :/ (intersectjon point). . . .

Horizontal Plane T '\W """"""""" Horizontal Plane
A .
" . o .
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When the last (end) point or of a curve is across to the right of the first point, and its vertical plane does not
intersect with the horizontal plane of the first point e.g. a diagonal line, the curves point of origin once normalized,
is set at the most top let corner of the curve, as shown in the example on the previous page.

Unlike VMP curves, Digitizer curves retain their origin when moved; however if a Digitizer curve object has been
rotated or skewed, the origin is still being calculated from the original point, clicking on “Normalize”, as shown on
page 14-2, will reset the origin back to the curve’s new position, either at the intersection point, or at the top left
point, as shown in the example on the previous page.

20.3.4 Opening and Closing Curves

As curves are usually used to represent shapes and/or text, they must be closed i.e. have no openings, or join up, like in a
circle or square shape etc., as shown below.

/ Last Node (Point)
)
\ First Node
(Point)
Open Curve
___,;——-____‘_‘—\..___ ._'_o—'-__'—\_\‘__\_
e ‘H"'-\.\\ .-_I__.-" ‘H""-\-\. .
. A "
A r
f H“-\..‘_\_\-_\__'_'_.J__.-"’ N

Joining Line to Close the Curve

Closed Curve

Newly created or existing open curves can be closed by clicking on the “Open/Close”, button, as shown on page
20-15, conversely closed or existing curve shapes can be opened by also clicking on the “Open/Close” button.

Note, when opening a closed Digitizer curve object in the Curve Editing Module, either or both of the start and end
points may be a fixed line or a curve. This is known by the color of the Nodes themselves, as explained overleaf. If
a Node starts or ends in a curve, this position is fixed and the Node can not be moved, however by “Right
Clicking” on the Node it will become a line, which can then be moved into another position.
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20.3.5 Node Types

To assist the user in identifying Node types the Curve Editing Module automatically colors Nodes according to
their type, these are: Note, Nodes become Red when selected.

1. Blue - represents a curve point (rounded corner),

2. Black - represents a line point (sharp corner) and

3. Green - represents a clamped point. These points are useful when an area of a curve that is being modified
inadvertently and/or unwantedly affects other parts of the curve. These points is effect lock or clamp any further
changes away from the area which is being modified from their current position. However these points themselves
can be moved about to give the user even greater control over their work.

éf,_ 20.4 Creating Curved Shapes

Curves can be created when in the Curve Editing Module, much the same as creating curves in VinylMaster Pro.
However for exact Node positioning this is better done in VinylMaster Pro, with these curves later brought into the
Curve Editing Module for fine adjustment.

To create a curve shape, click on the “Create Curves” button, shown above, next click once anywhere within the
designing area, then go to another point where you wish the curve to pass through, and click once again, and a
second point will be fixed and a Curve Created, repeat this step as many times as is required to create a Curved
Shape, when you have finished you must “Right Click” or click on the “Done” button, to advise the program that
you have finished creating your curve, as shown below.

% IBS Curve Editing Module ¥2.0
File Edit Modes Wiew Image Alignment Help

== ‘ME; ‘ el | s [c]1BS 19881999 ) | 2 & | Al -1 £ ]

Dione <4—o Finish Curve Create Zoom 47.7 % éﬁ .:!: &

ety
e n
Curve Control Points/Nodes

' ool

—m +

ErRIrE

I XA

Curve Start Point T

X and Y Coordinates % @

QR
Q]

% 7533y 2230 | Accept |

Note, by holding down the left mouse button when clicking to position the next point, you can move to any position
and the curve will follow the mouse pointer, let go of the mouse button and the next point will be created there.
Also by holding down the “Shift” key and using this method just mentioned, the next point will become a line
rather than a curve, so that polygon shapes can be created.
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7" | 20.5Replace Curve Section

The Replace Section tool is used to replace any section of a curve object that may be a little rough or have to many
Nodes, as shown in the left example below.

N

Areas of Poor Shape More Accurate General Shape

Excessive Nodes

Areas of Excessive Removed

Nod?

Start Point Start Point

End Point End Point

As can be seen in the above left example “S” there are to many Nodes, which are effecting the overall shape of the
character.

The Replace Section tool has been designed to follow around the general shape of the contour interactively by the
user, by using less Nodes and locating areas that can be used to generally represent the curve.

This is done by clicking on the curve object, in “Node Edit Mode”, next, click on the “Replace Section, button,
shown above, then, click along the curve at the point the curve requires replacing “The Starting Point”, next, click
on a “Point” along the curve where the next node should be, this point should be in an area that represents the
general shape of the curve (avoid bumpy/uneven areas), but is not to close, nor to far from the first point, next,
continue to go around the curve until the section that needs replacing is now fully replaced with the new curve
section, and “Right Click” the mouse, or click on the “Done” button, and the old curve will be automatically
replaced with the new.

As shown in the above right example the entire curve has been replaced. This was done in one operation, however it
can be done in several. The direction (clockwise or anticlockwise) in which a curve section can be replaced does
not matter and will make no difference to the result. The Replace Section tool can be applied as many times as is
necessary to any curve object, and as always, practice makes perfect.

Note 1, the Replace Curve Section tool automatically snaps to the original curve object.

Note 2, by holding down the “Shift” key on the keyboard a sharp corner can be created while replacing a curve section.
This is useful when replacing a corner of a character, or wherever a sharp point is required.

Note 3, also by holding down the “Shift” key on the keyboard and the mouse button at the same time, the current Node
can be slid back and forth along the contour of the curve object.

Tip: whenever replacing a curve section of a curve object, use as little Nodes as possible, to replace the curve section.
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<13 | 20.6 Create/Replace Elliptical Corner Section

The Create/Replace Elliptical Corner Section tool is used to replace any elliptical section of a curve object that may
be inaccurate or have to many Nodes, as shown in the left example below.

Start Point Start Point

New Elliptical Section
(Less Nodes and More Accurate)

/

Elliptical section to be Replaced
(to many Nodes and Inaccurate)

End Point End Point

As can be seen in the above left example “M” there are to many Nodes, which are effecting the overall shape of the
elliptical section at the top right hand corner of the character.

The Create/Replace Elliptical Section tool has been designed to follow around the general shape of a contour’s
elliptical section, replacing it with a pure ellipse, interactively by the user.

This is done by clicking on the curve object, in “Node Edit Mode”, next, click on the “Elliptical Corner”, button,
as shown above, then, click on the curve at the point where an elliptical section begins “The Starting Point”, next,
click on a “Point” along the curve where the ellipse should end and hold down the mouse button, then slide the last
point along the curve until the ellipse best fits the original section of the curve object, or until it looks visually
correct, next, let go of the mouse button, and the original section of the curve object will be replaced with the new
elliptical section.

As shown in the above right example the entire elliptical section has been replaced with an ellipse section. This was
done in one operation, however it can be done in several. The direction (clockwise or anticlockwise) in which a
curve section can be replaced does not matter and will make no difference to the result. The Replace Section tool
can be applied as many times as is necessary to any curve object, and as always, practice makes perfect.

Note 1, the Create/Replace Elliptical Corner Section tool automatically snaps to the original curve object.

Note 2, the Create/Replace Elliptical Corner Section tool fits an ellipse to the section of curve, that it is replacing,
that has the least number of Nodes, which on occasion may present an unwanted result. To overcome this situation,
add more Nodes to the section to have an elliptical replacement fitted to it.

Note 3, the Create/Replace Elliptical Corner Section tool does not work with straight lines.

Tip: whenever replacing an elliptical section of a curve object, slide the mouse cursor back and forth along the curve after the
second click down, to better view the finished elliptical section.
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'- 20.7 Create/Replace Arc Segment

The Create/Replace Arc Segment tool is used to replace any arc section of a curve object that may be inaccurate or have
to many Nodes, as shown in the left example below.

" Start Point " Start Point

Arc segment to be Replaced

(to many Nodes and Inaccurate) e—» New Arc Segment &—»

End Point End Point

As can be seen in the above left example “R” there are to many Nodes, which are effecting the overall shape of the
arc segment at the top right hand corner of the character. The Create/Replace Arc Segment tool has been designed
to follow around the general shape of a contour’s arc segment, replacing it with a pure circular arc, interactively by
the user.

This is done by clicking on the curve object, in “Node Edit Mode”, next, click on the “Arc Segment”, button, as
shown above, then, click on the curve at the point where an arc segment begins “The Starting Point”, next, click on
a “Point” along the curve where the arc should end, and 2 dotted lines representing the radius from the start point
and end point to the center of the arc will appear, next, click anywhere along these dotted lines and hold down the
mouse button, next drag out an arc from around the center outwards - towards the edge of the original curve object,
until the arc best fits the original section of the curve object, or until it looks visually correct, and let go of the
mouse button, and the original section of the curve object will be replaced with the new arc segment.

As shown in the above right example the entire arc segment has been replaced with a pure circular arc. This was
done in one operation, however it can be done in several. The direction (clockwise or anticlockwise) in which a
curve section can be replaced does not matter and will make no difference to the result. The Replace Section tool
can be applied as many times as is necessary to any curve object, and as always, practice makes perfect.

Note 1, the Create/Replace Arc Segment tool automatically snaps to the original curve object.

Note 2, the Create/Replace Arc Segment tool fits an arc to the section of curve, that it is replacing, that has the least
number of Nodes, which on occasion may present an unwanted result. To overcome this situation, add more Nodes
to the section to have an arc segment fitted to it.

Note 3, the Create/Replace Arc Segment tool does not work with straight lines.

Tip: whenever replacing an arc segment of a curve object, in the last step push the arc segment beyond the original curve objects
arc segment, then pull it back in for the most accurate arc segment fit.
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The Node Edit tool is used to change the shape of an existing curve object, by moving its Nodes (Points) to other

positions.

To implement this tool, you must first have a curve object within the designing/editing area of the Curve Editing
Module, next click on the “Node Edit Tool” button, shown above, and the module will go into Node Edit Mode,
with the selected curve’s Nodes coming into view, next click and hold down the mouse button on the “Node” to be
moved, then move it to the new location, and let go of the mouse button, and the Node will move to the new
position with the curve following through it, as shown in the left example below.

/

'

Edit (Move) Nodes

20.8.1 Adding and Removing Nodes

Add a Node e— | 4 'i':'r <—e Delete

Multiple Nodes can also be moved by following the above steps,
except when clicking on the required Node to be moved, draw a
“Selection Box” around the Nodes that are required to be moved
and these will highlight in the color “Red”, next, click and hold
down the mouse button on any one of the highlighted nodes, then
move the mouse cursor to the new location and the selected Nodes
will move to their new location.

Note, when moving multiple Nodes the selected Nodes will retain
their relative positions to each other as if they were grouped.

To delete a Node, click on the “Node” to be deleted, then press the
“Delete” key on the keyboard, and the selected Node will be
automatically deleted.

To undo any action carried out on a Node or group of Nodes, click
on the “Undo” button, as shown here and the last action will
be automatically undone.

The Add and Remove Node tools are used to either add complexity to a curve shape or to remove it.

T\@_}/

Existing Node t Node Cursor

\/

IAdded Node

Note, unlike VMP curves in VinylMaster Pro, the curves in the
Curve Editing Module allow the user to place a Node at any
point along the curve .

To implement Adding a Node, you must first be in “Node Edit
Mode”, next click on the “Add a Node”, button, shown above,
and the curve will have a circular cursor appear on it, which
moves along with the mouse cursor, once this “Node Cursor” is
in the correct position, “Click Once” with the mouse, and a Node
will be added in the specified location. Alternatively select a
curve in “Node Edit Mode”, then “Click Once” with the mouse
on any point of the curve, and a Node will be added in the
specified location, as shown on the left.

To delete a Node, click on the “Node” to be deleted, then press the “Delete” button, shown above, or “Delete” key
on the keyboard, and the selected Node will be automatically deleted.
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20.8.2 Cornerto Curve and Curve to Corner Tools

Curve to Corner e—p -l_"‘:f“ Fl—“ <—o Corner to Curve

The Corner to Curve and Curve to Corner tools are used when a curve object requires curved areas to become sharp
corners, and conversely sharp corners to become curved corners, as shown in the examples below.

To implement either the Curve to
\ Corner or Corner to Curve tool, you
Selected Node Selected Node must first have a curve object within
the designing area of the program and
be in “Node Edit Mode”, next click
on the required “Node” to be
Curve to Corner Corner to Curve changed, then, click on the required
“Curve to Corner or Corner to
Curve Tool”, as shown above, and
the nominated change will be
automatically applied to the selected
Node.

e =]

2%%| 20.8.3 Open/Close Curve

This tool is used to turn curves from a group joining lines into a closed shape (solid) i.e. no openings, like a circle
or square. Note, to close a curve the program will automatically join a line between the first and last Nodes of the
curve, which will close the curve.

To implement this tool, you must first be creating a curve, as explained on page 20-10, and also have created at
least one Node after the starting point of the curve, next, click on the “Close Curve” button, shown above and the
program will automatically join the first and last Nodes of the curve with a line, to close it.

-l?" 20.8.4 Auto Corner Tool

The Auto Corner tool is used to fit a corner to a curve object, taking into consideration any existing angles any lines
may already be on, and retaining these as shown below.

* )
/ Auto Corner /

[/ [ /]

To implement the Auto Corner tool, you must first be in “Node Edit Mode”, next click on the required “Node/s” to
have a corner fitted to it/them, then, click on the “Auto Corner” button, shown above, and a corner will be
automatically fitted, retaining any preexisting angles, where possible, as shown above.

Note, the Auto Corner tool can also be implemented by pressing the “T” key on the keyboard. Pressing twice on this
key will also snap the lines to the closest horizontal and/or vertical line within approximately 5 screen pixels.
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20.8.5 Snap Horizontal & Vertical Lines

The Snap tool is used to fit (snap) a straight horizontal and/or vertical line to lines that are already close horizontal
and/or vertical.

To implement the Snap tool, you must first be in “Node Edit Mode”, next click on the required “Node/s” that are
on a line or at the end of a line, that is already close to horizontal and/or vertical, next, click on the “Snap” button,
shown above, and the line will be snapped either to a horizontal and/or vertical line.

Note, the snap tool only works with straight lines, not curves.

§1"| 20.8.6 Reduce Nodes Tool

b

The Reduce Nodes tool is used to remove unwanted Nodes along straight lines (Noise), where their presence makes
no noticeable difference to the curve object.

To implement the Reduce Nodes tool, you must first be in “Node Edit Mode”, next click on the required “Curve

Object” to have its unwanted Nodes in straight lines removed, next, click on the “Reduce Nodes” button, shown
above, and any unnecessary Nodes in straight lines will be automatically removed.

20.8.7 Aligning Nodes

l_. Align Selected Nodes to Center

Align Selected Nodes to Left }4— +§4— —r§ <40 Align Selected Nodes to Right

Align Selected Nodes to Top & | =3~ 2. 1 <o Align Selected Nodes to Bottom

4

T—O Align Selected Nodes to Center

To implement any one of the Alignment commands, you must first be in “Node Edit Mode”, next select the
“Nodes” to be Aligned, by drawing a selection box over them which will highlight them in the color “Red”, next,
click on the required “Alignment” button, as shown above, and the selected Nodes will automatically align as
instructed.

Note, when aligning Nodes, the extreme Node position is used as the alignment guide i.e. the most right Node in a

curve object would be used as the point where the remainder of selected Nodes would align to, if Align Right was
implemented etc.

20.9 Guides

l_. Guides On/Off
Snap Nodes to Guide e ﬁ . <48 Guide Color

Add Horizontal Guide e | | i | @ | |«4~e Clear All Guides

T—O Add Vertical Guide

To assist with editing curve objects, the Curve Editing Module comes with guides. These can be added and
removed at will and are explained as follows.
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20.9.1 Guides On/Off

This command sets the display to show guides or not to show guides, and is set to “On” by default. To implement
this command, click on the “Guides On/Off” button, shown on the previous page, and any guides will be removed
from view. To redisplay the guides, click back on the “Guides On/Off”, button.

2 ]| 20.9.2 Clear Guides

This command sets the display to remove any existing guides. To implement this command, click on the “Clear
Guides” button, shown above, and any guides will be permanently removed from view.

. 20.9.3 Guide Color

The Guide Color command allows the user to change the color of the guides.

To do this, click on the “Guide Color” button, shown above, and the “Color Pallette” window will come up as
shown on page 20-5. Next, click on an existing “Color” or create a new “Color”, that you wish the Guide Color to
be changed to, then, click on the “OK” button, as shown above, and the current Guide Color will be changed to the
new Guide Color.

|| 20.9.4Fit Horizontal Guides

This command fits Horizontal Guides to curve objects within the Curve Editing Module.

To implement this command, you must first select a curve object and be in “Node Edit Mode”, next click on a
Node to where a Horizontal Guide will be fitted, next click on the “Add Horizontal Guide” button, shown above,
and a Horizontal Guide will be fitted to the curve object, as shown in the example at the bottom of the page.

Note, a horizontal guide can also be fitted in “Object Mode”, however this will be at the closet point along the
curve object to the top of the editing area.

]| 20.9.5Fit Vertical Guides

This command fits Vertical Guides to curve objects within the Curve Editing Module.To implement this command,
you must first select a curve object and be in “Node Edit Mode”, next click on a Node to where a Vertical Guide
will be fitted, next click on the “Add Vertical Guide” button, shown above, and a Vertical Guide will be fitted to the
curve object, as shown in the example shown below.

Note, a vertical guide can also be fitted in “Object Mode”, however this will be at the closet point along the curve
object to the left edge of the editing area.

! Note, once a guide has been fitted to a curve

' ) ) object, it can then be moved by clicking on it

@ Horizontal Guide holding down the mouse button, then
sliding it either Up or Down or Left to Right,
to move the guide accordingly.

1<4—e Vertical Guide
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This command snaps selected Nodes within a preset tolerance to their closest guide/s.

\ Selected Node

[T

1 | 20.10 Lock Curve Objects

To implement this command, you must first select a curve object
and be in “Node Edit Mode”, next select the Node/s to be
snapped to their closets Guides, next click on the “Snap to
Guide” button, shown above, and the selected Nodes will

automatically snap within a given tolerance to their closest
guides, as shown on the left.

This command locks any selected curve objects into position, so that they can be seen but not edited until unlocked. To
implement this command, select the curve object/s to be locked, next, click on the “Lock Selected” button, shown

20.10.1 Unlock All Curve Objects

above, and the selected curve objects will be automatically locked into position until unlocked, as explained below.

This command unlocks any curve objects, so that they can be edited as per normal. To implement this command,

I’D‘l

:0:/| 20.10.2 Rotate to Horizontal

click on the “Unlock All” button, shown above, and the selected curve objects will be automatically unlocked.

The Rotate tool is used to rotate the current curve objects to horizontal. To implement this tool, you first must have a
curve object loaded into the Curve Editing Module, next, click on the “Rotate” button, shown above, and the
Interactive Rotate Tool will appear as a cursor on the editing area of the Curve Editing Module, next, click on the
point you wish to rotate/pivot the curve object from, and a line will appear, next, move this line either up or down,
by clicking on the screen and holding down the mouse button, and moving the mouse cursor either up or down and
the line will follow, this line will become the new horizontal level on which the curve object will follow, as shown
below.

Note, when locating the Pivot Point the mouse button can be held down and the cursor moved into an exact position
prior to setting the horizontal level.

Rotation: 5.83 Degrees.

A

Set Horizontal Level 0

£ E-ﬁﬂ X 5 }ﬂ

rasESigwy

Original Curve Object - To be Rotated

Result of Rotation
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| 20.10.3 Break Apart Curve atNode

The Break Apart tool is used to separate a selected curve at a selected Node.

To implement this tool, you must first select a curve object and be in “Node Edit Mode”, next click on the “Break
Apart” button, shown above, then, click on the “Node” where you wish to break the curve apart, and the curve will
automatically be broken apart at the selected Node, as shown below.

Break Apart

< | 20.10.4 Join Together

The Join Together tool is used to join two separate curves together at their closest Nodes.

To implement the Join Together tool, you must first have two separate curve objects that you wish to join close to
each other, next, select either one of the curve objects in “Node Edit Mode”, next click on the “Join Togther”
button, shown above, and the curve objects will automatically join together at their closest point, as shown below.

Note, a closed curve can not be joined to another open or closed curve.

Join Together
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20.10.5 Change Curve Object Color

The Change Color command allows the user to change the color of the curve objects.

To do this, click on the Curve Object that needs to be changed, next, click on the “Change Color” button, shown
above, and the “Color Pallette” window will come up as shown on page 20-5. Next, click on an existing “Color” or
create a new “Color”, that you wish the curve object to be changed to, then, click on the “OK” button, as shown on
page 20-5, and the selected curve object color will be changed to the new Color.

T

) | 20.10.6 Make Circle

The Make Circle tool is used to change any existing curve object into the shape of a circle, taking into consideration
the original curve objects width by height ratio and physical size.

To implement the Make Circle tool, you must first select the curve object to be changed in any mode, next click on
the “Make Circle” tool, shown above, and the selected curve object will automatically change into a Circle Shape,
taking into consideration the original curve objects width by height ratio and size.

d

(1| 20.10.7 Make Square

The Make Square tool is used to change any existing curve object into the shape of a Square, taking into consideration
the original curve objects width by height ratio and physical size.

To implement the Make Square tool, you must first select the curve object to be changed in any mode, next click on
the “Make Square” tool, shown above, and the selected curve object will automatically change into a Square
Shape, taking into consideration the original curve objects width by height ratio and size.

[ B

s2%| 20.10.8 Selectby Color

The Select by Color tool is used to multiply select objects of the same color with the click of one button.

To implement the Select by Color tool, you must first select the curve object of the required color in “Object
Mode”, next click on the “Select by Color”, button, shown above, and all the other curve objects of the same color
as the originally selected curve object, will all become automatically selected.

i

| 20.10.9 Clone Curve Object

The Clone Curve Object tool is used to make an exact copy of a selected curve object out of other existing curve
objects. This tool is useful for when text has several copies of the same character throughout it, as only one
character has to be edited and then used as the clone to change all the other characters. Note, the curve object to be
used as the parent clone must be located at the closest point to the top of the editing area, so as the program can
recognize it as the parent clone.

To implement the Clone Curve Object tool, make a duplicate of the parent clone by clicking on it in “Object Mode”
and pressing the “+” key on the keyboard, then move the duplicate up to the top left hand corner of the editing area,
next, edit the curve object if not already done, then, select it and the curve object to be cloned to it in “Object
Mode”, next click on the “Clone Shape” tool, shown above, and the Parent Clone will be copied to the other
selected curve object, as shown overleaf.
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Note, the parent can be cloned to any selected curves, changing them all to its shape and dimensions.

z4| 20.10.10 Weld Selected

The Weld Selected tool is used to join two or more separate curves together, removing any overlapping contours.

To implement the Weld selected tool, you must first have 2 or more overlapping curve objects selected in “Object
Mode”, next, click on the “Weld Selected”, button, shown above, and the selected curve objects will automatically
be weld togther.

W]| 20.10.11 Launch Welding Module

The Launch Welding Module button, loads any selected curve objects directly into the Welding Module, where they
can be further edited there.

To implement the Launch Welding Module feature, you must first have two or more overlapping curve objects
selected in “Object Mode”, next, click on the “Launch Welding Module”, button, shown above, and the selected
curve objects will be automatically loaded into the Welding Module.

Note, once the curve objects have been welded and/or edited in the Welding Module, click on the “Accept” button
of the Welding Module, and the curve objects will be automatically reloaded into the Curve Editing Module.
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20.11 Curve Editing Module Menus and Shortcuts

The majority of tools, applications and items discussed in the proceeding topics can also be found in the Curve
Editing Modules Menus, which can be found under “File, Edit, Nodes, View, Image, Alignment and Help” in the
top left hand corner of the module, see page 20-10.

To assist in fast development time all VinylMaster Pro Modules come with Keyboard Shortcut Keys. For the Curve
Editing Module these are:

Menu/Function Shortcut Key/s Menu/Function Shortcut Key/s

File

Open File Ctrl+O View

Save File Ctrl+S Zoom F2

Import Curves Ctri+l Zoomin F3

Export curves Ctrl+H Zoom Out F4
ZoomtoAll F5

Edit Zoom to Selected F6

Copy Selected + Show/Hide Background F9

Reduce Nodes D Show/Hide Bitmap B

Snap Horzntl & Vertical P Enhanced Preview F10

Extrapolate Corners Ctri+E

Open/Close @) Alignment

Join Curves J Alignto X Center X

Break Apart K AligntoY Center Y

Weld Selected Ctrl+wW Add Horizontal Guide H

Undo Ctrl+Z Add Vertical Guide \%

Redo Shift+Ctrl+Z Snap Nodes to Guide G

Nodes

Auto Corners T

Add Node A

Average Selected Nodes S

Circular Section Q

Elliptical Section E

Replace Section R

Make into Corner N

Make into Curve C
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&i2&% | 21.0 Interactive Effects Module
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21.1 Interactive Effects Module Overview

VinylMaster Pro comes with a comprehensive Effects Module that is truly Interactive. A virtually limitless amount
of effects can be created using this module from the very simple to the highly complex, all quickly and easily, but
most importantly interactively.

To further assist you in rapidly developing your work, the Interactive Effects Module comes with a good range of
Preset Designs, which you can instantly adapt to your text and/or objects with a couple of mouse clicks. Before

using this module it is highly recommended to read over the how to use this module section, which you’ll find next.
This is important, because the way this module works must be known to achieve the best results.

21.2 Using the Interactive Effects Module

To use the Interactive Effects Module, you firstly must have an object and/or text to apply an effect to and then
launch the module, as shown in the example above.

To do this, select the text and/or objects in “Object Mode” within the designing area of VinylMaster Pro, and either.

1. Right click on the objects and/or text, go down the menu and click on “Outline/Shadow”and the “Interactive
Effects Module” will come up with the selected objects and/or text, or, (continued overleaf)
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2. Click on the “Welding/Outlining” button, as shown here: @ next click on the “Interactive Effects Module”
button, as shown on the previous page and the “Interactive Effects Module” will come up, with the selected
objects and/or text.

Next, by clicking on the “Effect” tabs, as shown on the previous page, you can go from one Effect to another and
apply various effects to the objects within the module, as discussed in the following pages.

Note, the objects and/or text, can already have the full range of distortions and/or colors etc. applied to them prior
to being loaded into the Interactive Effects Module, to effectively add one effect to the next and so on.

After trying various Effects, you can Restore the Object/s back to their original state by clicking on the “Restore to
Original” button, as shown on the previous page.

21.2.1 Creating an Effect

<4—=o Create - Removes all overlapping contours

Throughout the Interactive Effects Module section in this manual you will be instructed how to apply different tools
and techniques to achieve all kinds of effects to object/s and/or text brought into the module.

But rather than explaining how to actually Create an Effect once the general layout has been achieved every time a
tool’s use is explained, the following explains how to do this once you are satisfied with the results you have
achieved, using any one or combination of the Interactive Effects Module’s tools.

Once the effect is satisfactory, click on the “Create” button, shown here: and the program will create
the effect with the results displayed in the Designing Area of the module.

If the results are satisfactory, click on the “Accept” button, shown here: and the Effect will be placed
into VinylMaster Pro.

If the results are unsatisfactory, click on the “Cancel” button, shown here: and you will be returned to
the editing stage of the effect.

Note, Although you can not combine the 5 Major type of effects together at the same time, you can however, create an
effect, then accept it - so that it is loaded back into VinylMaster Pro, then bring it back into the Interactive Effects
Module to add even more effects to it, and so on.

21.3 General Tools
Zoom In Zoom Out The Interactive Effects Module comes with a range of
View in Wireframe general tools that stay present regardless off which
effect is in current use.

Zoom to Selected

These tools are used for viewing and changing aspects
of the objects and/or text within the module, as listed
on the left.

Quick Draw on/off
Launch Color Pallet

Adjust Quality Level
Save as Preset
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21.3.1 Zoom ToolsTools

Q Q Q <4—o Zoom Out
t. Zoom In

Zoom to Selected

The Zoom Tools are used to view the objects within the Interactive Effects Module. To implement the Zoom to
Selected tool, click on the “Zoom to Selected Area” button, as shown above and the mouse pointer will change to
a magnifying glass, like this: & next draw a “Selection Box” (Marquee) around the area you wish to Zoom to, by
holding down the mouse button and drawing a rectangle over the area, and the program will immediately Zoom to
this area.

To implement either the Zoom In or Zoom Out tools, click on the required “Zoom Tool” and the Zoom function
selected will immediately follow.

21.3.2 View in Wireframe

@ <4+—o View in Wireframe - Places all the objects within the Interactive Effects Module in Wireframe

The Wireframe mode is used to view all the objects within the Interactive Effects Module without any fill color or
shade, only the very outline. To implement this mode, click on the “View in Wireframe” button, shown above, and
all the objects within the Interactive Effects Module designing area will be redrawn in Wireframe Mode.

21.3.3 Quick Draw On/Off

(7&¥| «—e Quick Draw - On/Off

The Quick Draw mode only previews a rectangular box as the effect when it is moved around using the mouse
pointer when in Interactive or 3D mode, instead of a full preview of the item/s forming apart of the effect when
being moved.

This feature is used to save on computer resources, as extra processor time is required to move an item/s around the
screen in full preview. It is highly recommended for computer systems with a CPU speed running at or less than
200Mhz to use this feature permanently to significantly increase designing time. To implement this mode, click on
the “Quick Draw On/Off” button, shown above, and Quick Draw will be turned “On”, click on it once again to turn
Quick Draw “Off”.

21.3.4 Change Object Color

<4—o Change Object Color - Launches the Color Pallet where the Object’s Color can be changed

The Change Object Color tool is used when the existing object and/or texts color requires to be changed.

To do this, click on the “Change Object Color” button, shown above, and the Color Pallet Module will come up, select
the required color and click on the “OK” button and the Object’s Color will automatically change to the new Color, see
Topic 11 onPage 11-1.
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21.3.5 Save Preset

m <4—0 Save Preset - Saves the Current Effect as a Preset

The Save Preset tool is used when a particular type of effect is required on a regular basis, or for regular work, where the
effect may remain the same but the text or particular object may change.

To implement the Save Preset tool, click on the “Save Preset” button, shown above, and the “Save VinylMaster
Effects File” window will come up, as shown below.

Save VinylMaster Effects File 7] Next, type in the “Name” you wish to call the
; o | el o Preset, as shown above, select the location to
: data »| [ &z 3 > ’
sover | : -l =l “Save” it to (it is recommended for .efx files to be
| “recent.ef ibSU?-Bf“ saved in (Main Drive, usually C:\) in the Vmpro
!bsm'ef" beDS'BF“ Folder under the Data Directory), next, click on the
|bsl]2.ef:4 |bsDS.ef:-: « s .
ET]ibs03 ofs ET]ibs10.ef OK” button, as shown above, and the Effect will be
[E]]1b305. e ] s 11, Enter Name of saved as a Preset.
[ET]ib=16 o Elibsizets T PresetHere
Note, the program will automatically go to the
[« | i correct directory the first time, and remain going
Flename: | Save I there unless a new path is chosen.
Save a3 hupe: | - Cancel Tip: If you have a lot of clients all with their own individual
o IEHECtS Fle Preset (o1 J —I presetsy, make a separate folder for each one, so that your
™ Dpen as read-only presets don’t get mixed up, and are easy to find when
required.

21.3.6 Quality Setting

<—=o Quality Setting - Launches the Set Curve Angle Threshold Module.

The Quality Setting tool is used to set the accuracy of the effect where tight tolerances are required on the finished work.

To implement the Quality Setting tool, click on the “Quality Setting” button, shown above, and the “Set Curve Angle
Threshold” module will come up, as shown below.

Set Curve Angle Threshold [Def=35) | Next, type in the “Value” for the Quality Level as shown

above, next, click on the “OK” button, also shown above, and
Enter a value between 15 - 90 [Deg]) the nominated Value will be used when the Effect is Created.
to zet the desired quality level

Values closer to 10 represent Note, the quality setting should only be changed when

higher quality, at the expense of absolutely necessary, as the greater the quality, the longer it
processing time. will take to create the effect. This will be lessened by faster
computer’s i.e. computers with a C.P.U. clock speed of more
E | than 400Mhz will not be noticeably affected.
Tip: When using the Multiple Outline effect with 3 or more Outlines
" OK X Cancel change the Quality Setting to 15 for better results, for those with a

C.P.U. clock speed of more than 500Mhz and at least 128Mb of
memory try the setting at 10 for the best results.

® Enter Value of Quality Level here
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21.4 Presets

VinylMaster Pro

Interactive Effects Module 21 -5

The Interactive Effects Module comes with a varied range of Preset designs for your convenience.

These Presets can be applied to any objects and/or text brought into the module for rapid effect development. They
can also be edited for particular applications, and saved off under another name to be reused later - for reoccurring
work. To use a Preset provided with the module, click on the “Preset” Tab, as shown below.

Preset Tab

fL‘ Interas tive

Quality [Good)

Presets Interactive 30 Shadow Stripes

Multi Outling: I Keyling I

/ Object/s
=]

K

Recent Effect

Sample 2

‘Yo can Create o

Sampﬂ@
Sample

ur owh Preset Effects by selecting Save. ..

I} Open

@ g Create |
@\ Cancel |

Save

e Selected Preset

—® Apply the Most Recent Effect

21.4.2 Recent Effect

l Edit Current Preset

Scroll Down for more Presets

Next, select the required “Preset” by
either 1. double clicking on it, or 2.
clicking on it once so that a “Red
Square” appears around it, as shown
on the left, then click on the “Apply”
button, also shown on the left, and the
Selected Preset will be applied to the
Object/s in the designing area of the
module, as shown here.

21.4.1 Editing a Preset

Any Preset can be edited by clicking
on the “Edit” button, shown on the left,
which will place it, in its appropriate
Effect Tab, where it can then be edited
as a normal effect.

The Preset section of the Interactive Effects Module also lets you apply the most recent effect created, to any new
object/s brought into the module, much the same as a normal Preset, but only for the last effect created.

To use the recent effect, click on the “Recent Effect” square, as shown above, and then click on the “Apply”
button, also shown above, and the last effect created will be applied to the object/s in the designing area of the

module.

21.4.3 Creating the Preset/Effect

Once the effect is satisfactory, click on the “Create” button, shown here: and the program will create
the effect with the results displayed in the Designing Area of the Module.

If the results are satisfactory, click on the “Accept” button, shown here:

into VinylMaster Pro.

and the Effect will be placed

If the results are unsatisfactory, click on the “Cancel” button, shown here: and you will be returned to

the editing stage of the effect.

21.4.4 Saving a Preset To save an edited Preset see the previous page.
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21.5 Interactive

The Interactive section of the Interactive Effects Module allows you to set an Outline, an Inset, a Bevel Width, a
Bevel Gap, a Drop Shadow and a Block Shadow along with setting the 3D aspect of the Shadow, and setting any
color scheme to suit, as shown below.

Interactive Tab

8 VinylMaster Pro Interactiv e Effects Module ¥2.0 You are also given 2 methods in
I ou ol (G ood) which to apply the desired effects,
Presets Interactive 20 Shadow I Stiipes I Multi Dutiine I Keyline | the ﬁrst iS by the traditional numbel‘
» Object/s =l box method, that allows you to type
in a specific value and apply it to the

effect, the second is purely
interactive using your mouse.
Naturally you can use combinations

- of both to achieve the desired
results.

To implement these tools is quite

Set Bevel Width & Gap and Bevel Color @~ simple, but you’ll need to spend
4] I v[a] some time learning different

— Oulline & Irline width—————— [ Beveling On/Dff Y q&Qqm techniques and developing your
5 Outire [ ] [ 1450] m Bevel [ [_smf 3 _ own, and as always “Practice Makes
Inset [ 1200 _u Gap Width 77 |55 [ Perfect”

1 Drop Shadow On/Off

xoiset [l & D Pocmae [ 5] @ Z ceat | Each effect is discussed in the

¥ Ofset I_Absoulta finche T &  Conce | following pages.
Set Outline/Inline Width & Outline |-o Set 3D Percentage
Color
——=@ Set Drop Shadow X & Y Offset and Absolute (Current Unit Measure)
Color On/Off

21.5.1 Outline & Inset

The Outline and Inset tools are used to create a parallel line
around the outer edge of the objects that have been brought

DOutling D 4—" Outline  into the Interactive Effects Module, commonly referred to as a

Outling f Inline Width

e N9t 5olid Outline or Contour. The Inset is al llel 1i
Inset [] o inset  S°lid Outline or Contour. The Inset is also a parallel line
e T width  following this edge, however it is clear and is designed to

create a barrier (gap) between the objects themselves and the
|_. ) Outline, as shown in the example below:
Outline Color

Original Object (Black) \s I

Outlme (Blue)

Inset (Clear)
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Along with being able to set the outline and inset width, the outline’s color can also be changed.

To do this, click on the “Outline Color” box, as shown below, and the Color Pallet Module will come up, select the
required color and click on the “OK” button and the Outline’s Color will automatically change to the new Color, see
Topic 11 on Page 11-1.

To set the Outline Width numerically (by the current unit measure) click in the “Absolute” check box, as shown
below, this will set all number boxes to work in the current unit measure (Imperial or Metric) rather than as a
percentage of the Object’s Height, next, click in the “Outline Width” box, also shown below, and type in the
required Outline Width value and press “Enter” on your keyboard, and the nominated value will be automatically
applied as an Outline around the Object/s.

To set the Inset Width, click in the “Inset Width” box, as shown below, and type in the required Inset Width value
and press “Enter” on your keyboard, and the nominated value will be automatically applied as an Inset around the
Object/s and between the Outline.

Note, if the inset width is set wider than the outline, the outline will be obscured by the inset.

Inset Control Point Outline Control Bar
-_JI' VinylM aster Pro Interactive Effects Module V2.0 _ o] x|

File  Wiew Quality [Good)

Presets Interactive | 30 Shadow I Stipes I tdulti Dutline | Keyline |
v \4
= .
s I Outline Control Bar
Outline Control Bar e > E | : E
Outline Control Bar
T 4 va
— Outling & Inline width —————————————— Beveling On/Of —— ————
Outline D - Bevel Q Q Q @
Inset [ o5 /An u\ Gep Wu:ilh AEE =
T Drop Shadaow On/Dff
= Offset . - 3D Percentage 1DD UU @ g Create |
' Dffset [ Absoulte [Inche o Cancel

To set the Outline Width Interactively (using your mouse), click anywhere along the “Outline Control Bar”, as
shown above, where you’ll see the mouse cursor on the screen change from a “Hand” to a “Double Pointed

Arrow” hold down the mouse button and move the mouse either up or down, or left to right to increase or decrease
the Outline’s Width.

To set the Inset Width Interactively (using your mouse), click on the “Inset Control Point”, as shown above, where
you’ll see the mouse cursor on the screen change from a “Hand” to a “Double Pointed Arrow” hold down the
mouse button and move the mouse either up or down, or to increase or decrease the Inset’s Width.

Note, as the outline and/or inset values are increased or decreased the changing values are displayed in the
number/value boxes at the base of the module’s screen.
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21.5.2 Bevel & Gap

;I'urcr; Bev<tel On/Off (Must be checked for Bevel  The Bevel tool is used to create a parallel line around the
© Operate) Bevel Color outer edge of the objects that have been brought into the
|_. Interactive Effects Module, commonly referred to as a solid
Beveling On/Off | Outline or Contour, while at the same time creating a Miter

Joint in each corner. The Gap is also a parallel line following
— [l
A Bl . 1 \?Veu}:j/?r: this edge along with the Miter Joint in each corner, however
JE5R\  Gapwidh <+—e Gap it is clear and is designed to create a barrier (gap) between
Width the objects themselves, the Outline and the Miters, as shown

in the example below.

—— — — — Along with being able to set the Bevel
= e and Gap width, the Bevel’s color can also
_| _| be changed.
.— _

v

I To do this, click on the “Bevel Color”
box, shown above, and the Color Pallet
Module will come up, select the required
Bevel (Black) Original Object Gap (Clear)  color and click on the “OK” button and
(Blue) the Bevel’s Color will automatically

change to the new Color, see Topic 11 on Page 11-1.

To set the Bevel Width numerically (by the current unit measure) click in the “Absolute” check box, as shown on
previous page, this will set all number/value boxes to work in the current unit measure (Imperial or Metric) rather
than as a percentage of the Object’s Height, next, click in the “Bevel Width” box, as shown above, and type in the
required Bevel Width value and press “Enter” on your keyboard, and the nominated value will be automatically
applied as a Bevel around the Object/s.

To set the Gap Width, click in the “Gap Width” box, as shown above, and type in the required Inset Width value
and press “Enter” on your keyboard, and the nominated value will be automatically applied as a Gap around the
Object/s, Bevel and Miters .

Note, if the gap width is set wider than the bevel, the bevel will remain outside of the gap.

Tip: You can add outline and inset to objects that have had bevel and gap applied, for even more effects.

21.5.3 Block & Drop Shadow

l—o Turn Drop Shadow On/Off
v

Drop Shadow OnAOFF

¥ Offzet . <4——0 X Offset - Set Horizontal Distance
Y Offset T <——eY Offset - Set Vertical Distance

I—o Shadow Color

The Block and Drop Shadow tools are used to create a shadow effect behind the objects that have been brought into the
Interactive Effects Module, as shown in the examples overleaf.
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Shadow Shadow

Block Shadow Drop Shadow

To switch to a Drop Shadow from a Block Shadow click on the “Drop Shadow” check box, and only a Drop
Shadow will appear, click on the check box again to return to a Block Shadow.

To change the Shadow’s Color, click on the “Shadow Color” box, as shown on the previous page, and the Color
Pallet Module will come up, select the required color and click on the “OK” button and the Shadows’s Color will
automatically change to the new Color, see Topic 11 on Page 11-1.

To set either the Block or Drop Shadow’s X & Y positions numerically (by the current unit measure) click in the
“Absolute” check box, as shown on page 21-7, this will set all number boxes to work in the current unit measure
(Imperial or Metric) rather than as a percentage of the Object’s Height, next, click in the “X Offset” box, as shown
on the previous page, and type in the required Horizontal position and press “Enter” on your keyboard, and the
nominated value will be automatically applied as a Horizontal Shadow from behind the Object/s. Follow the same
steps for the “Y Offset” to set the Vertical position.

Note, using a “ - ” (minus) before the required value will move the shadow up and to the left.

[ Mo the Sho o Ay, DIt =] To set the Horizontal and Yertlcal Drop
with the mouse or Block Shadows Interactively (using
your mouse), go to any point in the

“Designing Area” of the module, until

=]
. Z
you see the mouse cursor on the screen
| | change from a normal arrow to a
“Hand”, hold down the mouse button
S e

and move the mouse either up or down,
or left to right to increase, decrease or
move the Shadow effect.

=« | rja

Note, as the horizontal and vertical values are increased or decreased the changing values are displayed in the
number boxes at the base of the module’s screen.

Tip: You can add outline and inset to objects that have had a Shadow applied, for even more effects.

21.5.4 3D Percentage

[~ Abzoulte [nche €———1— Absolute On/Off (Off = Percentage of Height for Outline, Inset, Bevel, Gap &
Shadows, when using typed values)

‘ & 3D Percentage | 100.00 || «{—e 3D Percentage

The 3D Percentage tool is used to set a vanishing point for a Block Shadow to give a perspective view, as shown in
the example overleaf.
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—® Vanishing Point Control Point The percentage itself represents the

=l percentage of the object/s width i.e. a
X x percentage of 50 would represent half the
object/s width, as in the example on the left.

To position the Vanishing Point, go to any

o T ; point in the “Designing Area” of the
i module, until you see the mouse cursor on
the screen change from a normal arrow to a

“Hand”, hold down the mouse button and
_ move the mouse either up or down, or left

K | L@I to right.

To enlarge or reduce the Vanishing Point by percentage, click in the “3D Percentage” box, as shown on the
previous page, and type in the required % value and press “Enter” on your keyboard, and the Vanishing Point will
automatically change to nominated percentage.

To enlarge or reduce the Vanishing Point interactively, click on anyone of the “Vanishing Point Control Points” a
shown above and hold down the mouse button, then move the mouse cursor either up or down, or left to right, to
change the Vanishing Point’s size.

21.6 3D Shadow

The 3D Shadow section of the Interactive Effects Module allows you to set the object/s themselves in true 3D
Perspective, along with fitting an Outline, an Extrusion and a Cast Shadow, it also lets you adjust the camera view
to warp the lens for that special effect.

3D Shadow Tab

- VinylMaster Pro Interactive Effects Module ¥2.0 You are also given 2 methods in
EE Mew Erefly(Ers) v which to apply the desired effects, the
Presets | Interactive 3D Shadow Stipes Multi Outline: Keyline I first iS by the traditional number/Value

box method, that allows you to type in
a specific value and apply it to the
effect, the second is purely interactive
using your mouse. Naturally you can
use combinations of both to achieve
the desired results.

- <4—e Object/s
a To implement these tools is quite

simple, but you’ll need to spend some
time learning different techniques and

Set Object/s X, Y and Z Coordinates O—I o developing your own, and as always
— Outline, Zoom, Lens 'Warp & Cast Adjustment “Practice Makes Perfect”
Quine [ [ ooofe] (bRDtYm—O_JQ‘Q &
zomz  [mwl O X @' d Each effect is discussed in the

) Rz - following pages.
—}@ Lens Warp jij' Exlrude o @ H Create |

Cast W Cast On/Off
S E Color W Chap Cast @ Cast 521 oo @ & Cancel |

L t‘ Cast Tools
Lens Warp

L Zoom Percentage Extrude & Cast Size

—— Outline Color and Width
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21.6.1 Outline

A E;ﬂ:?e . #—e Outline Width
A
L Outline Color

The Outline tool is used to create a parallel line around the outer edge of the objects that have been brought into the
Interactive Effects Module, commonly referred to as a solid Outline or Contour, as shown in the example below.

ample

X Outline (Blue)

Along with being able to set the outline
width, the outline’s color can also be
changed.

To do this, click on the “Outline Color”
box, shown above, and the Color Pallet
Module will come up, select the required
color and click on the “OK” button and
the Outline’s Color will automatically
change to the new Color, see Topic 11

on Page 11-1.

To set the Outline’s Width, which in this section is set as a percentage of the Object’s Height, click in the “Outline
Width” box, as shown above, and type in the required Outline Width value and press “Enter” on your keyboard,
and the nominated value will be automatically applied as an Outline around the Object/s.

21.6.2 Zoom

Zoom & 50.00 E <4——e Zoom Percentage

The 3D Shadow Zoom tool is used to zoom in or out by percentage rather than to selected. To use the Zoom Tool,
click in the “Zoom Percentage” box, shown above and type in the required Zoom In or Out Percentage, and the
object/s will be viewed at the nominated size.

21.6.3 Cast
J.—o Cast Color
as M Caszt [+ Cast On/0Off | «—e Cast On/Off (Must be Ticked for Cast to Operate)
Color  |v Chop Cast | «<—e Chop Overlapping Cast from Main Objects, On/Off

@ Cast ——— O | 4—® Cast Length Slider
T—O Cast Length

The Cast feature is used to create a shadow around the object/s as if they were in direct sunlight casting a shadow,
as shown in the examples on the following page.
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Along with being able to set the

cast length, the cast color can also
be changed.

To do this, click on the “Cast
Color” box, shown on the
previous page, and the Color

Pallet Module will come up, select
Back Cast Forward Cast the required color and click on the
“OK” button and the Cast

Color will automatically change to the new Color, see Topic 11 on Page 11-1.

To set the Cast Length, either click in the “Cast Length” box, as shown on the previous page, and type in the
required Cast Length value and press “Enter” on your keyboard, and the nominated value will be automatically
applied as the Cast Length from the Object/s, or click on the “Cast Length Slider” also shown on the previous
page, hold down the mouse button and drag the Slider either left or right to increase or decrease the Cast Length.

Note, when creating a cast shadow behind the main object/s you have the choice of removing any of the
overlapping areas between the cast itself and the object/s.

To do this, click on the “Chop Cast” check box, as shown on the previous page, and when the effect is created the
overlapping areas between the cast and object/s will be welded out and removed.

21.6.4 Extrude

ﬁ' E:-:trude G | «—e Extrude Length Slider
A
|—o Extrude Length

The Extrude feature is used to create an extrusion from the object/s as if they were made from a solid block, as
shown in the examples below.

Along with being able to set the

r.‘ ‘ Extrude length, the Extrude color

0 4 Ext ru e ) can also be changed via the

’ . el Outline tool. To do this see Topic
o 11 on Page 11-1.

To set the Extrude Length, either click in the “Extrude Length” box, as shown above, and type in the required
Extrude Length value and press “Enter” on your keyboard, and the nominated value will be automatically applied
as the Extrude Length from the Object/s, or click on the “Extrude Length Slider” also shown above, hold down the
mouse button and drag the Slider either left or right to increase or decrease the Extrude Length.

21.6.5 Lens Warp

m Lens Wwarp 450 E #—e Lens Warp

The Lens Warp tool is used to set the view point of the object/s at varying camera angles to achieve a lens warp effect, as
shown in the examples on the following page.



www.future-1.com VinylMaster Pro Interactive Effects Module 21 - 13

Samr* gample gample

Lens Warp 1.50 Lens Warp 4.50 Lens Warp 10.00

To change the Lens Warp, click in the “Lens Warp” box, as shown on the previous page and type in the required
Lens Warp, and the object/s will be viewed at the nominated angle.

Note, the minimum lens warp is 1.50 with the maximum 10.0, as shown in the example above.

21.6.6 Rotate Objects

(= .
(l:‘ ety Rotate Y Slider  The Rotate tools are used to rotate the object/s

i~ (] o —e Rotate X Slider around, in the designing area of the module
woF Rot mﬂ through the X, Y and Z axises, as shown in the

@ RotZ @ | «—e RotatezSlider  €xamples below.
7y

|—o Rotation Angles

sample Sample
Sample Sample

To set any one of the Angle’s of Rotation, either click in the required “Rotation Angle” box, as shown above, and
type in the required Angle value and press “Enter” on your keyboard, and the nominated value will be
automatically applied as the Angle of Rotation to the Object/s, or click on the required “Rotate Slider” also shown
above, hold down the mouse button and drag the Slider either left or right to increase or decrease the Rotated Angle.

To set any one of the Angle’s of Rotation Interactively (using your mouse), go to any point in the “Designing
Area” of the module, until you see the mouse cursor on the screen change from a normal arrow to a “Hand”, hold
down the mouse button and move the mouse either up or down, or left to right to rotate the object/s.

Note, as the angle of rotation values are increased or decreased the changing values are displayed in the number
boxes at the base of the module’s screen.

Tip: You can add the full range of 3D Shadow effects to rotated object/s, for even more effects.
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21.7 Stripes

The Stripes section of the Interactive Effects Module allows you to apply clear stripes through the object/s in the
module, which are then punched out when the effect is created.

Stripes Tab

8 VinylMaster Pro Interactive Effects Module V2.0 The stripes can be set to Varying widths and

Ele e Qually (Gocd number and can also be set to taper from a

set starting width - up or down in size to a

set ending width. Along with these options

/‘ Object/s the position of where the stripes begin and
end over the object/s can also be set.

v
Presets | Interactive: I 30 Shadow Stripes | Multi Outline | Keyline |

S —— . —— - R — - - S —— - E—— - —
T . S— o —— ——  — —

[ | To use your current unit measure (Imperial
or Metric), click in the “Absolute” check
box, shown on the left and the current unit
measure will be used whenever typing in

B values, otherwise the module will convert

ai all applied values as a percentage of height.

Il

||

—® Amount of Stripes

L

Adjustment

.
Stipe‘width —— —— i "7 Q Q Q @
—J = e s -'ﬁ'-} i : o T To set the Amount (Quantity) of Stripes,
= 1 sen — €« click in the “Amount of Stripes (Qty)” box,
o M~ = @ Lo | shown on the left, and type in the required
Foueiere || 251 a0 B —— B coed | Amount of Stripes, and this figure will be

t. 4 applied as the total Amount of Stripes.
Absolute. J I—o Stripes Start

Taper Width Stripes End Position Position from 10 set the Width of the Stripes, click in the
@ Stripe Width from Bottom Top “Stripe Width” box, shown above, and type

in the required Width of the Stripes, and this figure will be applied as the Width of the Stripes.

To Taper the Stripes from thick to thin, click in the “Taper Width” box, shown above, and type in the required Taper
Width, and this figure will be applied as the Taper Width to the Stripes at the base of the object/s.

Note, if the taper width is set as a small number than the stripe width, the stripes will go from thick at the top to thin
at the bottom. Setting the taper width wider than the stripe width will set the stripes to go thick from the bottom to
thin at the top, as shown in the above example.

To set the Stripes Starting Position from the Top, either, click in the “Stripes Start Position from Top” box, as
shown above, and type in the required Starting Position, and the Stripes will be positioned to the nominated start
point, or click on the “Stripes Start Position from Top” slider bar, also shown above, hold down the mouse button
and slide it to the left or right to move the Stripe start point either up or down, as shown in the example below.

T

Top Starting Position at 50% To set the Stripes Starting Position
from the Bottom, either, click in the
= “Stripes Start Position from
Bottom” box, shown on the previous
— page, and type in the required Ending
Position, and the Stripes will be

positioned to the nominated end point, or click on the “Stripes Start Position from Bottom” slider bar, also shown
on the previous page, hold down the mouse button and slide it to the left or right to move the Stripe end point either
up or down, as shown in the example overleaf.
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NI =Y

U

I Bottom Starting Position at 50%

These settings can be combined to create many effects, as shown below.

Tip: As there is a limit to how thin a
stripe can be cut, small object/s
and text can only have a limited
amount of stripes and taper.

¢
I
G

21.8 Multi Outline

The Multi Outline section of the Interactive Effects Module allows you to apply multiple parallel outlines around the
outside, or inside of the object/s in the module.

Multi Outline Tab

- VinyIMaster Pro Interactive Effects Module ¥2.0 M =] The Outlines/Inlines and their Offsets
e Hen Deety(Bee:) can be set to varying widths and
Presets I Interactive I 30 Shadow I Stripes Multi Dutine | Keyline I numberS/quantities and can also be set to
B taper from a set starting width - up or

/

Object/ L. . .
(Aot l/l down in size to a set ending width.

To use your current unit measure
(Imperial or Metric), click in the

- “Absolute” check box, shown on the
left and the current unit measure will be
used whenever typing in values,

e B otherwise the module will convert all
Number (Qty) of Contours _ applied values to a percentage of height.
K] | ]| v[a
- Qutine/lnine Setup WahAdistnen ———————— o @ g @ To set the module to Inline the object/s

z m e 5 B d b e — = instead of Outlining them, click in the
> : Bune ool 1] o e “Inline” check box, shown above and all
Inline [~ Inline [Wood Carve] < “width 2 . . . .

I Absaute (Inche the settings will be applied as Inline, see

Offset =]
[w Combine Contours ‘I Wwiidth 1 m @ & Cieate | OVerleaf.
Oiffset ]

¥ Keep the Dffset Width

Outline the same as the Outiine's. - Wil 2 mﬂ @ Cancel | .
A To set the Number (Quantity) of

General Outline/ .J Offset Widths j I_. Outline Widths Contours (Outlines/Inlines), click in the
Inline Tools

“Number of Contours” box, shown above, and type in the required Number of Outlines/Inlines, and this figure
will be applied as the total Number of Outlines/Inlines. To set the Width of the Outlines/Inlines, click in the
“Outline Width 1” box, shown above, and type in the required Width of the Outline/Inline, and this figure will be
applied as the Width of the Outline/Inline, where no taper effect is being used.

Note, taper effects are explained on the following page.
To set the Offset Width between the Outlines/Inlines (the gap between each contour (outline/inline)), click in the

“Offset Width 1” box, shown on the previous page, and type in the required Width of the Offset, and this figure will
be applied as the Offset Width between the Outline/Inline, where no taper effect is being used.
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Note, the module defaults to “Keeping the offset width the same as the outline/inline width” which simply
means that any outline or inline will have a clear (displayed in white) contour of the same width between itself and
the object/s and any more outlines or inlines.

If this option is checked “Off” no offset will apply unless and offset value is typed into the “Offset Width 1” box, as
shown on the previous page, and in the example below.

Offset (Set Wider Outlme
than Outline)

To set a taper effect (thicker width down to a thinner width or
vice versa), the above option “Keep the Offset Width the
same as the Outlines” must be checked “Off”, next click in
the “Outline Width 2 box, as shown on the previous page and
type in a value which is greater or less than the value currently
in the “Outline Width 1” box, also shown on the previous page,
to create a taper effect between the first Outline/Inline to the
last Outline/Inline, as shown in the examples below.

Keep the Offset Width the same as the Outlines
Checked Off

Thick to Thin Taper, with same Offset Thin to Thick Taper with same Offset

Note, both “Outline 1” and “Offset 1” refer to the first contour and offset around the object/s, with “Outline 2” and
“Offset 2” referring to the last contour and offset around the object/s regardless of how many contours or offsets are
applied to the object/s.

21.8.1 Multi Inline The following are various Inline Effects as listed.

nline nlime

2 Contours Tapering Inwards 2 Contours Tapering Inwards, with a narrow Offset
I l ©) }
4 even Contours with an even Offset 5 even Contours with a narrower but even Offset

Note, after creating an Inline effect, the original object/s and/or text are placed over (brought to front) of the effect itself,
to view the full effect send the original object/s to the back, see Topic 2.12 onpage 2-11.
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21.9 Keyline

The Keyline section of the Interactive Effects Module allows you to separate each letter of text so that each letter
goes over the next, either from the left hand side across to the right or vice versa.

Keyline Tab

i VinylMaster Pro Interactive Effects Module V2.0 To obtain the best results using Keyline it
b Hen ErelpFes) is recommended to place a different
Presets I Ikeractive 30 Shadow I Stripes I Multi Dutiine Keyline | COlOred Outline to an appropriate Wldth,
Bl around the text to better distinguish each
ObJeCt/s letter going over the next, as shown in the

example on the left.

Along with being able to set the outline
width, the outline’s color can also be
changed.

To do this, click on the “Outline Color”

Outline Inset Width - box, shown on left, and the Color Pallet
Al I ’—| Y] Module will come up, select the required
~ Keyline Setup v Q® Q™ color and click on the “OK” button and
mm Quinewidt [£.000 2] Quline (77 — - the Outline’s Color will automatically
= R gEE g change to the new Color, see Topic 11 on

Inset Width P 1 1 1
mm ™ Absoulte (I age .
[~ Set keyline to go from Right to Left @ A Create |

Fepline Examples

™ Single Lines [ keeps the Dot on letir & ol | To set the Outline Width numerically (by
the current unit measure) click in the
General Keyline Tools oJ I—o Outline Color “Absolute” check box, as shown above,

this will set all number boxes to work in the current unit measure (Imperial or Metric) rather than as a percentage of
the Object’s Height, next, click in the “Outline Width” box, as shown above, and type in the required Outline Width
value and press “Enter” on your keyboard, and the nominated value will be automatically applied as an Outline
around the Object/s.

Note, the Keyline module defaults to overlap each letter from Left to Right, to change this to go from Right to Left,
click on the “Set Keyline to go from Right to Left” check box, as shown above, and the Keyline effect will
automatically change to go from the Right to the Left, as shown in the examples below.

Sample Sample

Keyline Set to go from Right to Left Inset Only (No Outline)

Sample

Inset and Outline
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To set the Inset Width click in the “Inset Width” box, as shown on the previous page, and type in the required Inset
Width value and press “Enter” on your keyboard, and the nominated value will be automatically applied as an Inset
around the Object/s, where they overlap, as shown in the examples below.

As some characters i.e. the lower case letter “i”
feature.

overlap incorrectly, it is recommended to use the “Single Lines”

To do this, click in the “Single Lines” check box, as shown on the previous page, and characters such as the lower
case letter “i” will be automatically corrected, also shown in the examples below.

/ Without Correction
I I I

Single Lines - Checked Off

/ With Correction
I Il Il

Single Lines - Checked On

Note, Single Lines does not work successfully on multiple lined text.

21.10 Interactive Effects Module Menus & Shortcuts

Several of the tools, applications and items discussed in the preceding topics can also be found in the Interactive
Effective Module Menus, which can be found under “File, View and Quality” and in the top left hand corner of the
module, see page 21-1.

To assist in fast development time all VinylMaster Pro Modules come with Keyboard Shortcut Keys. For the
Interactive Effects Module these are:

Menu/Function Shortcut Key/s Menu/Function Shortcut Key/s
Zoom to All F5 Load Preset Ctrl+O

Zoom In F3 Save Preset Ctrl+S

Zoom Out F4 Edit Preset Ctrl+E

Zoom F2

Wireframe F21
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U541 22.0 Welding Module

File ‘iew Edit Help

Q @ | - - % Ty B 3 Undo
[
| |
-

K| 4 ALY
—&pplication Taols for Selected Contour: Application Taals far All Contours .
Q8=
P
@ (@ J @ B O
wheld Punch Out Trirn Trirn colors Carmah Layers wield All
— Advanced Application Toole ——————————————————  — Information about Active Button @ g Accept |
oo = O e # 0150 p 0150100
@ “u A& m = u ’7 @ Cancel |

Window that displays when the “Welding Module” button is clicked, as shown at Top

22.1 Welding Module Overview

VinylMaster Pro comes with a comprehensive Welding Module that gives you great flexibility and control over all
your welding requirements, also known as combining or shaping.

With this module you can easily carry out all the normal operations such as Weld, Punch Out, Weld Common, Trim
and even Trim by Color. Along with these standard tools the Welding Module also allows you to Layer your work.
What this means is, all those highly complex full color clipart images that you’d like to cut out of vinyl, can now be
casily cut out with just a few clicks of the mouse, and with superior results.

Before using this module it is highly recommended to read over the Welding Fundamentals section of this topic
which starts below. This is important because the way the Welding Module handles Outside and Inside Contours
(Solids and Holes) possibly a little or completely differently to what you’ve used in the past.

22.2 Welding Fundamentals

To obtain the best results from the Welding Module you must have an understanding of how Curves function to
represent an image or fonts. This is so your work comes out the way you intend it to. Simply, there are 2 types of
Curves that represent an object or fonts, these are:

1. Clockwise Curves - Curves that run in a clockwise direction and are colored Blue.
2. Anticlockwise Curves - Curves that run in an anticlockwise direction and are colored Red.

The Blue Curves represent Solid (Filled In) areas of the object or font, with the Red Curves representing Holes
(Empty) areas of the object or font, as shown in the example overleaf.
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Clockwise Curve (Solid) Anticlockwise Curve (Hole)
Displayed in Blue Displayed in Red
abcdefghi @\;Mf @E@@@“j {F@[h]u
Normal Text and Clipart Normal Text and Clipart with Curve Direction Highlighted

It is important to understand this concept whenever using the Welding Module, especially whenever welding 2 or
more objects together that have a combination of Solid and Hole areas, because the results will entirely depend on
the amount of Solids versus the amount of Holes.

There are 5 Ground Rules that apply to Welding Multiple Objects together, these are:
1. A Solid + Solid = A Solid (Weld)

2. A Hole + Hole = Nothing (Remove/Delete)

3. A Solid + Hole = Only Solid Area Remains (Punch Out)

4. Whenever overlapping more Solids over Holes = A Solid Remains

5. Whenever overlapping more Holes over Solids = A Hole Remains

By experimenting with the Welding Module you will quickly learn these simple rules.

22.3 Welding Module Display Modes

View Contour Orientation

Bring Selected to Front

Draw Selected in Solid Send Selected to Back

-__.! ‘Welding Module ¥2.0 [C) 1988-2000 Future Corporation

Sample Image

-

I I Y
rApplication Tools for Selected Contour: .
QY Q -

Application Tools for Al Contours ———

@ @ o @ @B 9O

“wield Punch Dut Trim Trirm colors Common Layers weld All

Color Previews

Zoom Tools

— Advanced Apphcallnn Tools———————————————————— — Information about Active Button

L Accept |
BB 7 On (T ™ % 1150 y: D.160in & —
@ i m =0 u© U @ Cancel |

Changes Selected to become Unselected

The Welding Module allows the operator to view the Contours within it in various Display Modes to assist in
accurately Welding the Contours, as follows.
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22.3.1 View Contour Orientation

'& <4—=o View Contour Orientation - Displays All Contours in Direction of Travel

This mode is used to view all the contours in their direction of travel as they have been brought into the Welding
Module i.e. Blue for clockwise (a Solid Shape) and Red for anticlockwise (a Hole Shape) see Topic 22.2 on the
previous page.

To implement this mode, click on the “View Contour Orientation” button, shown above, and all the Contours will
be displayed in their Orientation by Color.

Tip: You can easily change the contours direction of travel, see Topic 22.14.6 on page 22-13.

22.3.2 Draw Selected in Solid

(ﬁ) <4— Draw Selected in Solid - Displays any Selected Contours in their Solid Color

This mode is used to view any selected contours in solid preview in color. To implement this mode, click on the
“Draw Selected in Solid” button, shown above, and all the Contours will be displayed as Solid in their Color.

22.3.3 Color Previews

Combined Color: <4+ Combined Colors - Displays All Contours As Solid in their Color

Solid Shapes <o Solid Shapes - Displays All Solid Contours in their Color
Colored Zorder

N

T—O Colored Z Order - Displays All Contours in their Color according to their Current Z Order (position
relevant to above and behind other objects)

These modes are used to view all contours according to their orientation and z order. To implement any one of these
modes, click on the “Color Preview” drop button, shown above, and the “Preview Color Menu” will drop down,
next click on the required viewing mode and the contours will display in the selected mode.

22.4 General Welding Functions for Selected Contours

Note: Contours are any Curves and Lines that form Shapes

Application Tools for Selected Contours

Q) Q) Q () <4—T—e Trim Colors - Removes any Contours that Overlap the Selected Color’s Contours
wWeld  PunchOuwt  Tim  Trim Colors without effecting the other colors

T

® Trim - Removes any Contours that Overlap the Selected Contours and Welds the
remaining Contours together

® Punch Out - Removes any Contours that Overlap the Selected Contours Including
removing the Selected Contours

® Weld - Combines any Selected Contours together and removes all Internal Solid

Contours to form one shape.

Note: Holes remain as Holes when Welding Contours.
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These Tools are used for general welding operations on selected contours.

To implement any one of these tools, the original contours to be welded must be brought into the Welding Module
via the main designing area of VinylMaster Pro, see Topic 2.9 on page 2-10.

To do this, select on the text and/or objects to be welded in “Object Mode”, next either:
1. Right click on the selected objects and go down the Power Menu to the “Welding Module” and click on it, or,
2. Click on the “Welding/Outlining” button of the “Main Tools” as shown below, then click on the “Welding

Module” button - to Launch it, also shown below, and the selected text and/or objects will appear in the Welding
Module, ready to be welded as required.

L_\'_) <4—0 Welding/Outlining - Launches the Welding/Outlining Main Toolbar

VAL

JAYat—dr .
d <4—o Launch Welding Module - Launches the Welding Module

Once the Original Contours are in the Welding Module they are ready to have various operations carried out on
them, as discussed in the following pages.

22.5 Weld Selected Contours

Q) <+—o Weld Selected - Combines any Selected Contours together and removes all Internal Contours
hafeld

This feature is used when 2 or more objects are required to form 1 new shape without any internal contours.

To implement this tool, select on the first “Contour” to be Welded by clicking on it, next hold down the “Shift
Key” on the keyboard and click on the remainder of Contours to be Welded to the first Selected Contour. You will
notice that as you select each Contour it will highlight, according to the current Display Mode you are in, next click
on the “Weld” button as shown above, and the Selected Contours will automatically Weld together, as shown in the
examples below.

Note, you can also select multiple Contours by drawing a selection box over the required Contours with a mouse.

If the results are satisfactory, click on the “Accept”
= button, shown here: = Z Accept | and the results will

automatically be placed in the Designing Area of

2 Overlapping Contours Result of Welding VinylMaster Pro.

Operation
All Contours Selected

- - If the results are unsatisfactory, click on the “Undo”

[ ] button, shown here: and the Contours will

= be returned to their original state prior to Welding.

Tip: If by accident you click on Accept when you did not
mean to, you can also Undo the Welding operation back in
the Designing Area by clicking on Undo there.

Several Overlapping Result of Welding
Contours Operation
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22.6 Punch Out Selected Contours

Q) <4—o Punch Out Selected - Removes any Contours that Overlap the Selected Contours Including removing the
Punch Out Selected Contours themselves

This feature is used when selected contours are required to be removed altogether including any contours they
overlap, effectively cutting or punching them out from the remaining contours.

To implement this tool, select on the first “Contour” to be Punched Out by clicking on it, next (only if required)
hold down the “Shift Key” on the keyboard and click on the remainder of Contours to be Punched Out. You will
notice that as you select each Contour it will highlight, according to the current Display Mode you are in, see Topic
22.3 on page 22-3. Note, you can also select multiple Contours by drawing a selection box over the required
Contours using your mouse

Next, click on the “Punch Out” button as shown above, and the Selected Contours will automatically be removed

along with any Contours they overlapped, as shown in the examples below.

— If the results are satisfactory, click on the “Accept”
button, shown here: = #Z Accept | and the results will

Selected
Contour automatically be placed in the Designing Area of
2 Overlapping Result of Punch Out VinvIMaster Pro
Contours Operation Y ’
] . If the results are unsatisfactory, click on the “Undo”
[ | button, shown here: and the Contours will
| V/ 7 B be returned to their original state prior to Welding.
L Tip: If by accident you click on Accept when you did not
gz':gjf mean to, you can also Undo the Welding operation back in
the Designing Area by clicking on Undo there.
Several Overlapping Result of Punch Out
Contours Operation

22.7 Trim Selected Contours

Q <4—o Trim Selected - Removes any Contours that Overlap the Selected Contours and

Trim Welds the remaining Contours together, retaining the Selected Contours as they
were

This feature is used when the selected contours are still required at the completion of the operation, with any
overlapping contours removed and/or welded to any other existing contours.

To implement this tool, select on the first “Contour” to be Trimmed by clicking on it, next (only if required) hold down
the “Shift Key” on the keyboard and click on the remainder of Contours to be Trimmed. You will notice that as you select
each Contour it will highlight, according to the current Display Mode you are in, see Topic 22.3 on page 22-3. Note, you
can also select multiple Contours by drawing a selection box over the required Contours using your mouse

Next, click on the “Trim” button as shown above, and the Selected Contours will automatically be Trimmed from
any overlapping Contours, as shown in the examples overleaf.
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If the results are satisfactory, click
= = —> on the “Accept” button, shown
gzmtﬁs here: = & Accept | and the results

2 Overlapping Result of Trim Operation Moving the Trimmed will automatically be placed in the
Contours Object Designing Area of VinylMaster

_ _ Pro.

— — If the results are unsatisfactory,
22, ' ;

click on the “Undo” button, shown

— Selected here: and the Contours

Contour . . .
will be returned to their original

Several Overlapping Result of Trim Operation Moving the Trimmed

tat ior t 1ding.
Contours Object state prior to Welding

Tip: If by accident you click on Accept when you did not mean to, you can also Undo the Welding operation back in the Designing
Area by clicking on Undo there.

22.8 Trim Selected Contours by Color

C’ <4—o Trim Selected - Removes any Contours that Overlap the Selected Color’s Contours without effecting any

Trim Colars other Color’s Contours, except those that Overlap

This feature is used when the selected color’s contours are still required at the completion of the operation, with any
overlapping contours removed without effecting or welding any of the remaining contours, effectively leaving them
as they were prior to trimming the selected color.

To implement this tool, select on the first “Contour” to be used as the Trim object, next (only if required) hold
down the “Shift Key” on the keyboard and click on the remainder of Contours to be Trimmed by Color. You will
notice that as you select each Contour it will highlight, according to the current Display Mode you are in, see Topic
22.3 on page 22-3. Next, click on the “Trim Colors” button as shown above, and the Selected Colored Contours
will automatically be Trimmed from any overlapping Contours, as shown in the example below.

Note, you can also select multiple Contours by drawing a selection box over the required Contours with a mouse.

| | ] <«——e Note: All contours remain separate
— - (not welded)
b
Selected

Contour

Several Overlapping Result of Trim Operation Moving the Trimmed Object
Contours

If the results are satisfactory, click on the “Accept” button, shown here: = & Accept | and the results will
automatically be placed in the Designing Area of VinylMaster Pro.

If the results are unsatisfactory, click on the “Undo” button, shown here: and the Contours will be
returned to their original state prior to Welding.
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22.9 General Welding Functions for All Contours

Application Tools for Al Contours

C@) E Q) <4—=o Weld All - Combines All Contours together and removes all Internal Solid Contours to form
+ +
one shape

Common Layers wield Al . )
Note: Holes remain as Holes when Welding Contours

T—o Layers - Separates All Contours by Color removing any Overlapping areas with several options
for laying out the finished work

® Common - Combines all Overlapping areas of All Contours and removes any Internal Contours
within this area

These Tools are used for general welding operations on all contours. To implement any one of these tools, the
original contours to be welded must be brought into the Welding Module via the main designing area of
VinylMaster Pro, see Topic 2.9 on page 2-10.

To do this, select on the text and/or objects to be welded in “Object Mode”, next either:

1. Right click on the selected objects and go down the Power Menu to the “Welding Module” and click on it, or,

2. Click on the “Welding/Outlining” button of the “Main Tools” as shown on page 22-1, then click on the
“Welding Module” button - to Launch it, also shown on page 22-1, and the selected text and/or objects will appear

in the Welding Module, ready to be welded as required. Once the Original Contours are in the Welding Module they
are ready to have various operations carried out on them, as discussed in the following pages.

22.10 Weld All Common (Overlapping) Contours

@) <4—o Weld All Common Contours - Combines all Overlapping areas of All Contours and removes any Internal
Contours within this area

Commoh

This feature is used when all the overlapping (common) areas of the contours in the Welding Module are required
as the final shape/s. As this Tool effects all the Contours within the Welding Module regardless of the current
Display Mode see Topic 22.3 on page 22-3, all that is required to implement it, is to click on the “Common”
button, as shown above, and All Contours will automatically have their Common areas welded together, as shown
in the examples below.

_ If the results are satisfactory, click on the “Accept”
B O button, shown here: | Z Accept | and the results will
automatically be placed in the Designing Area of
2 Overlapping Result of Weld Common VinylMaster Pro.
Contours Operation

If the results are unsatisfactory, click on the “Undo”

] ] button, shown here: and the Contours will
= [ be returned to their original state prior to Welding.
E]

Tip: If by accident you click on Accept when you did not
mean to, you can also Undo the Welding operation back in
the Designing Area by clicking on Undo there.

Several Overlapping Result of Weld Common
Contours Operation
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22.11 Create Color Layers

+ +

+ =
Layers
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IEI <4—o® Create Color Layers - Separates All Contours by Color removing any Overlapping areas with several options
for laying out the finished work

This feature is used when multi colored objects such as complex clipart, need to have all their overlapping contours
removed to form solid blocks of color, that do not overlap each other at any point, so that they can then be laid out
in any order of color after being cut out of vinyl, to create the desired shape.

This feature has several options that come up once it is selected. These options allow you to create a background
template in any one of the objects colors with crop (registration) marks at each corner, that are used as a layout
guide as each individual color is laid out onto the work, as shown in the example below.

<§>
N
SR end —
) e
'd
! 1 hS ’
®y 1 =
—
<§>
Create Color Layers x|
I Create Base Colar

- Selected Base Color. <
[1728] Doark Brown

— Layer Oplions

™ Treat Al Contours as Solid <

I~ Add Crop/Registration Marks <

S,

I Absolute [ Use Default Units |

A

100|200
Separation Gap Distance:

=y
!

" Out Vinyl in Any Order

4 1. Solid Background with This example
/ Layered Colored Contours

1. displays all the contours after any
overlaps have been removed (welded
out) as they would appear if laid out
on a workbench before being applied
to the work, with example,

2. displaying the completed job.

The crop (registration) marks can
also be cut out onto the vinyl with
each color. By simply lining up each
color’s crop marks and laying down
the vinyl, each color can easily be
laid out without any chance of
making a mistake; because each
color’s crop marks - coincides with
4+ each other color, so they line up
perfectly resulting in high quality
workmanship.

2. Result after Laying

As this Tool effects all the Contours

within the Welding Module

regardless of the current Display
Plaqes a SOlId Backgrou_nd behind Mode see Topic 22.3 on page 22_3’
g‘;;ﬂggeb'” tﬁgyé’”;:t‘;':s Colors, all that is required to implement it, is

y P to click on the “Layers” button, as

shown at top, and the “Create Color

Layers” window will come up, as
Turns All Holes into Solid Shapes shown on the left.

Places Crop Marks in Each Corner for Each Color

Sets Separation Gap between % of Height and Currently Used Units (Imperial or mm)

Sets Separation Gap between Contours from 0% of Height or 0.00 Units (Butting Up)
up to any Thickness to create an Outline Effect
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From here you are presented with several options that can be used in any combination to create the required result,
as follows.

22.11.1 Create Base Color

This feature is used for 2 main reasons:

1. To create a solid base, so that all other colors can be laid out over the solid base as a guide, to greatly aid in
lining up.

2. To create a solid base, that when used in combination with gap separation the solid base remains visible around
all the edges of the preset gap distance, effectively creating an outline/inline effect around all the solid colors of the
image.

To implement this feature, a color from the image must first be selected prior to clicking on the “Layers” button,
shown on the previous page. To do this click on the required “Color” to form the Solid Base from the image itself
or from the “Line of Colors” representing the image, as shown in the example below.

- Welding Module ¥2.0 (C) 1988-2000 Future Corporation cox]| If another Color is required to form the
Eie View Edit Help Solid Base Color, other than a Color
a ol | N | B 3 Undo already in the Image, select a “Color” that
4 | can be changed i.e. a small Contour or an
Line of Colors O-T existing Background Color, next click on
//// g“”e””\/ Selected the “Color Pallet” button, shown on the
olor left and the Color Pallet will come up,
™ select the required “Color” and click on
the “OK” button see Topic 11 on Page 11-
- 1, and the Selected Color will change to
the newly Selected Color, which can then
be used to form the Base Color.
Sample Image / Note: if the image contains too many
b Colors, these can be reduced down to a
K1 | +[& . )
—&pplication Tools for Selected Contour: Application Toals for A Contours . more approprlate amount’ sec TOplC 22 1 2
Q& Qs on page 22-11.
o @& (@ J o B W
wield Punch Dut Trirn Trirn colors Commarn Layers weld Al Once the Base COlOr has been Selected,
— Advanced Application Taols ——————  — Infarmation about Active Button @ 7 Accept | Click on the “Layers” butt()n, ShOWn
5 %% AR § 1y 3 Dy ( Wi o 0w @ oo | above and the “Create Color Layers”

window will come back up. Next Click in

the “Create Colors” check box, as shown on the previous page, click on and set any other required options (as
discussed in the following pages), then click on the “OK” button, as shown on the previous page and the program
will automatically create a Base Color and remove all Overlapping Contours. If the results are satisfactory click on
the “Accept” button and the Welded Image will be returned back to VinylMaster Pro, if not satisfactory click on the
“Undo” button and try again.

22.11.2 Make All Contours Solid This feature is used to ensure that any holes are not
automatically removed from the image while being
1) [~ Treat Al Contours as Salid <4—o Turns All Holes into Welded’, by turning all these into SOhd, shapes. ThlS
Solid Shapes feature is recommended to be used with all foreign

clipart images i.e. Clipart from any other source

other than from VinylMaster Pro or Future Corporation. Where these images may have the contours traveling in the
wrong direction portraying holes when in fact they should be solids. To implement this feature, click in the “Treat
All Contours as Solid” check box, as shown above, and this feature will automatically be applied after clicking on
the “OK” button of the “Create Color Layers” module as shown on the previous page.
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22.11.3 Add Crop/Registration Marks

-$— I" Add CropsRiegistration Marks | ¢—e Places Crop Marks in Each Corner for Each Color

When used, this feature automatically creates a set of 4 crop marks in each corner of the image after it has been
layered for each individual color, in exactly the same position as all the other crop marks.

Which greatly assists in laying out each individual color, as the operator only has to simply place each set of crop
marks over the last set, which automatically places each color in perfect position, to form the image.

To implement this feature, click in the “Add Crop/Registration Marks” check box, as shown above, and this

feature will automatically be applied after clicking on the “OK” button of the “Create Color Layers” module as
shown on page 22-8.

22.11.4 Use Absolute or % of Height

Ll [~ &bsolute (Use Default Units ] | <€—e Sets Separation Gap between % of Height and Currently Used Units (Imperial or
ENE mm)

This feature is used to switch between using the current measurement units (imperial or metric) or the % of height
when using a separation gap when using the create color layers feature.

To implement this option, click in the “Absolute (Use Default Units)” check box, as shown above, and the Current
Measurement Units will be applied to any Separation Gap Nominated, if left unchecked any Value typed in the
“Separation Gap Distance” will be calculated as a Percentage of the Height i.e. if 22 was typed in and the Image
was 22 inches (250mm) high the Gap distance would be se at 22% of this value which would be 1 inch (25mm).

22.11.5 Separation Gap Distance

Separation Gap Distance: 4—o Sets Separation Gap between Contours from 0% of Height or 0.00 Units (Butting

@ _g Up) up to any Thickness to create an Outline Effect

This feature is used to set a gap distance (width) between all the contours of the image.

Used in combination with a solid base color an outline/inline effect can be created around each individual color of
the image.

To implement this feature, click in the “Separation Gap Distance” box, as shown above, and type in the “Value
(Distance/Width)” required. Note, this value will depend on whether or not the “Absolute” check box had been
checked or not, see Topic above. Once the Value has been set it will be applied after clicking on the “OK” button of
the “Create Color Layers” module as shown on page 22-8.

Note, if no Separation Gap Distance is nominated the Contours of the Image will Butt Up to each other without any
Gap.

Tip: As this feature will greatly effect your results, as an experiment to see how this feature works, set the Separation Gap Distance
to 0.5% (Do not have Absolute checked) and use a dark Solid Base Color, then click on the OK button, if you don’t like the result
click on Undo and try a different setting.
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22.12 Reduce Colors

ElE <4—=o Reduce Colors - Reduces the Quantity of Colors that represent a Group of Contours within the Welding Module

This feature is used when to many colors are being used to form an image, making it unnecessarily complex, and
difficult to produce.

The reduce colors tool considers all the colors it is presented with and is given a reduction factor by the operator, to
divide these evenly down by. It minimizes any major differential between the original colors representing the
contours and the new colors used. All contours are retained as they were, only their colors are marginally reduced.

To implement this feature, click on the “Reduce Colors” button, shown above, and the “Reduce Colors” window
will come up, as shown below.

Reduction Factor: 25 Colors will be reduced down to:

Reduce Colors x| 500

2
Enter Minimum Difference [1-500] 400 2
|1 10 | 300 4
200 6

|\/ OK | | X Cancel | 220 13

75 18

50 23

Reduction Factor 1 No Change

Next, type in a “Value” between “1 and 500" as the Reduction Factor and the Colors will automatically be reduced
by this factor.

Note, the Reduction Factor used to reduce the amount of colors, depends on the amount of original colors and

whether or not they are similarly shaded or starkly contrast. As a guide, if you had say - a Contour with 25 starkly
contrast colors, you would expect the above right color reduction:

22.13 Weld All Contours

Q) <4—o Weld All Contours - Combines All Contours together and removes all Internal Solid Contours to form one shape
Wield Al

This feature is used when all the contours in the Welding Module are required to be combined together removing
any internal overlapping contours.

As this Tool effects all the Contours within the Welding Module regardless of what contour is or isn’t selected. It
works exactly the same way as “Weld Selected Contours” as explained on page 22-4. To implement “Weld All
Contours”, click on the “Weld All” button, as shown above, and All Contours will automatically be combined
(Welded) together, as shown in the example below, and on page 22-4.

2 Overlapping Contours Result of Weld All Operation
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22.14 Advanced Application Tools

Select All Holes

Convert Selected into a Solid —® Convert Selected into a Hole
\ vice versa

f Flips Selected Contours from Solid to Holes and

w e
QO ‘!’@ T:" <4—e@ Deletes Selected Contours

Auto Corrects Selected Contours .J I—O Welds a Selected Contour as a Whole
Orientation removing Overlaps and Lines

Changes Selected to become Unselected

The Welding Module comes with Advanced Application Tools that area easy to use, as shown above. These tools assist
inrapidly selecting contours and changing these to suit a particular application, as follows.

22.14.1 Auto Correct Orientation

@ <4—o Auto Correct Selected Orientation - Automatically Corrects the Selected Contours Orientation

This feature is used to instantly correct any selected contour’s orientation i.e. a letter “O” with an outside contour
traveling anticlockwise (a Hole) would have this contour automatically reversed to clockwise to become a solid.

Generally this feature is only used with foreign clipart images i.e. Clipart from any other source other than from
VinylMaster Pro or Future Corporation. Where these images may have the contours traveling in the wrong direction
portraying holes when in fact they should be solids.

To implement this feature, select the Contours to be corrected and click on the “Auto Correct Selected
Orientation” button , shown above, and the selected Contours if incorrect will be automatically corrected.

Note, this tool also appears next to the Accept button, as shown on page 22-1, regardless whether or not any
contours are selected. If clicked on from here all contours will automatically be corrected, selected or not.

Tip: Whenever importing clipart from another source it is recommended to use the Auto Correct Orientation Tool.

22.14.2 Invert Selected

oo

un;h.

(9
(1]

to Invert Selected - Changes Selected to become Unselected
This feature is used to select or unselect contours.

To implement this feature, click on the “Invert Selected” button, shown above and any selected contours will become
unselected while at the same time any unselected contours will become selected.
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22.14.3 Select Anticlockwise Contours (Holes)

AE 4—0 Select Anticlockwise Contours (Holes) - Selects All Holes

This feature is used to select all the anticlockwise contours (Holes). To implement this feature, click on the “Select
Anticlockwise Contours” button, shown above and any anticlockwise contours will automatically be selected.

Tip: Use this feature to select all Hole Contours to easily Change to Solids.

22.14.4 Change to Solid

<4—@ Change to Solid - Turns any Selected Contour into a Clockwise Contour (Solid)

This feature is used to change or keep any selected contours into a clockwise orientation (solid) contour. To
implement this feature, click on the Contours to be kept and/or changed to a Solid Shape, next, click on the
“Change to Solid” button, shown above and any Selected Contours will automatically be changed to a Clockwise
Orientation (Solid).

22.14.5 Change to Hole

“u

m <4—® Change to Hole - Turns any Selected Contour into an Anticlockwise Contour (Hole)

This feature is used to change any selected contours into an anticlockwise orientation (hole) contour. To implement
this feature, click on the Contours to be changed to a Hole Shape, next, click on the “Change to Hole” button,
shown above and any Selected Contours will automatically be changed to an Anticlockwise Orientation (Hole).

22.14.6 Flip Solid/Hole

9,5 <4—o Flip Solid/Hole - Reverses any Selected Contours to the Opposite Orientation

This feature is used to reverse any selected contours orientation from its current direction to its opposite direction
i.e. a clockwise contour would become an anticlockwise contour. To implement this feature, click on the Contours
to have their orientation reversed, next, click on the “Change to Hole” button, shown above and any Selected
Contours will automatically be changed to an Anticlockwise Orientation (Hole).

22.14.7 Self Weld Selected

]
@r@ <4—o Self Weld Selected - Welds a Selected Contour as a Whole removing Overlaps and Lines

This feature is used when a contour has unwanted overlaps or lines within itself that require automatic removal,
without effecting any other contours once welded.

To implement this feature, click on the Contour/s to be Self Welded, next, click on the “Self Weld Selected”
button, shown above and any Selected Contours will automatically be Self Welded.

Tip: This Tool is very useful when welding foreign clipart.
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22.14.8 Delete Selected Contours

“t" <4—o Delete Selected Contours - Deletes any Selected Contours.

This feature is used to delete unwanted contours brought into the Welding Module.

To implement this feature, click on the Contour/s to be Deleted, next, click on the “Delete” button, shown above and any
Selected Contours will automatically be Deleted.

22.15Crop Marks

The Welding Module has an automatic Crop Mark application tool, which places a Crop Mark in each corner of an
object for each color that makes up the object/s.

This feature can be used to more easily locate complex work onto the substrate, as each color is automatically set in
the correct position in relation to the other colors within the job.

To implement the Add Crop Mark’s tool, click on the “Edit” menu of the “Welding Module”, go down and click on
“Add Crop Marks” and the program will automatically add a crop mark for each color and in each corner around
the current object/s within the welding module. Next click on the “Accept” button and the object/s will be placed
into VinylMaster Pro with their crop marks.

22.16 Welding Module Menus and Shortcuts

The majority of tools, applications and items discussed in the preceding topics can also be found in the Welding
Modules Menus, which can be found under “File, View, Edit and Help” in the top left hand corner of the module,
see page 22-1.

Note, the Undo function of the Welding Module is limited to 3 x Undos. To return any contours brought into the
Welding Module back to their original state at the time of launching the Module click on the “File Menu”, next go
down and click on “Restore to Original” and the contours will automatically go back to their original state.

To assist in fast development time all VinylMaster Pro Modules come with Keyboard Shortcut Keys. For the
Welding Module these are:

Menu/Function Shortcut Key/s Menu/Function Shortcut Key/s
Zoom to All F5 Select Holes Ctrl+H
Zoom In F3 Invert Selected Ctri+l
Zoom Out F4
Zoom F2 Delete Selected Del
Weld Selected Ctrl+W

Solid Preview (Combined)  F9
Solid Preview (Separate) F22

Undo Ctrl+z
To Front Page Up
To Back Page Down

Select All Ctrl+A
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22.17 Slicing/Dissecting Objects (Slice)

This procedure is used to separate parts of vector objects into smaller parts. There isn’t a specific Slice Tool such as
the “Chop” Tool (see Topic 6.3) rather a procedure that gives the user far greater control over slicing/dissecting
objects. This is carried out in the Welding Module and VinylMaster Pro. To do this:

1. Have an object selected, such as the one
shown in fig 1.

2 Draw a different colored polygon curve
(line) or curve object over the area/s you wish
to slice from the remainder of the object, as
shown in fig 2. (see Topic 14),

3. Select All the objects and “Right” click on
them, go down and select “Welding Module”,
and the Welding module will come up, as
shown in fig 3.

fig 1. % fig 2. %

-__.l ‘welding Module ¥2.0 [c] 1988-2000 Future Corporation.

File “iew Edit Help

@ o I T R o
[
P
Punch Out
Kl l L ALY
&pplication Tools faggelected Contours——— — Application Tools for All Contours .
Q8 QB
E +
@ @ @ o | B
‘wield Punch Out Trim Trim colars Comman Layers ‘wheld Al
— Advanced Application Taols ———— — Information about Active Button & g Accept
28~ T gy O 0 # 128647 y: 44374 mm
@ R & \\I' ’7 & ool

fig 3. fig 4.

4. Select the polygon and/or curve objects by color in the Welding Module, as shown in fig 3. and click on the
“Punch Out” button, and then on the “Accept” button also shown in fig 3. and the sliced/dissected objects will be
loaded into VinylMaster Pro,

5. Next, click on the “Break Apart” button, that appears when working with curve objects as discussed in Topic 14.
Next, select over the areas of the object that you wish to remain as one piece and click on the “Curve” menu go
down and click on “Combine Curves” and the selected items will become a single piece,

6. Change the color of the curves or reposition to suit, as shown in fig 4.
Note, you may have to send items to the back or front before combining the curves and be sure not to select the

wrong parts of the broken items. Working in “Wireframe” (F9) can assist significantly when working with complex
curve objects.
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31| 23.0 Distortions

Text to path Text to path W u 11 1 1 o
I i @ ‘ g s
M W’% - = 1 ity

Testtopath  Testonpath  Circle Toaol Colirder Perzpective Flag

Buttons that display at the base of the Window when the “Distortion Tools Command’is clicked, shown at top

23.1 Distortions Overview

VinylMaster Pro comes with many useful distortions, which remain persistent and can be combined with each other
along with outlining, beveling and inlining to create an infinite range of effects.

As these effects are practically limitless, we will only touch on the most common here, later you’ll be able to
experiment and create your own distortions and effects.

23.2 Text to path (Perpendicular)

Text to path

i

M <—eo Text to Path (Perpendicular) - Applies a rubber baseline to text or fits existing text to a selected curve object,
i.e. a circle or ellipse, with the characters remaining perpendicular to the base line throughout

Text to path

This feature allows you to:

1. Fit a rubber type base line to any line of text,
2. Fit text to a selected curve object of any shape or size.

1. To implement this command for a rubber base line, the text must be selected either in “Object or Text mode”,
then click on the button shown above. The program will automatically go into node edit mode and you will see
nodes along the base line of the text. These can be moved about individually or in groups to create variations of text
on a path, as shown in the samples below.

To change the shape of the base line, click on a “Node” and hold down
the mouse button, then move the “Node” to another position, as you do
this you’ll be able to see the base line move about with the mouse

\Qk—bm cursor. Once you’re satisfied with the new position, let go of the mouse
M button and the text will follow the new shape of the base line.

More nodes can be added to create different effects. Note, additional
nodes can only be placed in between 2 existing nodes and then moved
into position, the same as any other VMP Curve, see Topic 14.9.2 on

% \LL J Page 14-10.
\qujckpj 11% To do this click on the “Node” you wish to add another “Node” to and

between the next “Node” in line, next, press the “+” key next to the
© number pad on your keyboard (Note, do not use the Shift then “+” key)
and a new node will be added, as shown in the bottom left example.

Lol
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t h e 2. To implement this command for text to a curve
object, the text and the curve you wish to fit it to,
must be both selected in object mode.

Next click on the “Text to Path” button and the
text will be fitted to the curve object.

yornb

Note: The text will be evenly distributed along
< the curve, and will be done so with the first

O J Uumol character of the text starting from the first node

of the curve, until the last character of the last
node - effectively spacing the text to the length of

Text to Square Curve the curve, as shown in the square example.

Tip: To fit text to an existing shape, the shape must be a curve, this includes any of the shapes from the shapes tools. You must
convert these to curves before attempting to fit text to them Ctrl+Q.

23.3 Text on Path (Vertical)

Teut to path

TP

Text on path

<4+—o Text to Path (Vertical) - Applies a rubber baseline to text or fits existing text to a selected curve object, i.e.
a circle or ellipse, with the characters remaining vertical to the page

This feature allows you to:

1. Fit a rubber type base line to any line of text,
2. Fit text to a selected curve object of any shape or size.

1. To implement this command for a rubber base line, the text must be selected either in “Object or Text mode”,
then click on the button shown above. The program will automatically go into node edit mode and you will see
nodes along the base line of the text. These can be moved about individually or in groups to create variations of text
on a path, as shown in the samples below:

o 5 O

o o

&
€ qui

o

15

To change the shape of the base line, click on a “Node” and hold
down the mouse button, then move the node to another position,
as you do this you’ll be able to see the base line move about with
the mouse cursor. Once you’re satisfied with the new position, let
go of the mouse button and the text will follow the new shape of
the base line.

More nodes can be added to create different effects. Note,
additional nodes can only be placed in between 2 existing nodes
and then moved into position, the same as any other VMP Curve,
see Topic 14.9.2 on Page 14-10. To do this click on the “Node”
you wish to add another “Node” to and between the next node in
line, next, press the “+” key next to the number pad on your
keyboard (Note, do not use the Shift then “+” key) and a new node
will be added, as shown in the example above.

As this “Text on Path (Perpendicular)” distortion behaves
identically to the Text to Path discussed on the previous page,
please refer to it for fitting “Text on Path” to a curve object.
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23.4 Circle Tool

<4—=o Circle Tool - Fits selected text and/or object/s to a circle with several options

Circle Taal

This is a highly diverse distortion that can be used to create a wide range of effects which can also be successfully
combined with other distortions.

To implement this command have the “ltem/s” you wish to fit to a circle selected, then click on the “Circle Tool”
button, shown above.

The item/s will now be fitted to the circle tool and the program will automatically go into node edit mode, as shown
below.

Circle Tool's angle of rotation node @. 0.0 % 1.0 4«—@ Circle Tool's X & Y Radius
Sets outside radius oj
distance F q08 Item’s current
a angle node
Item (Text and/or 0—/ T
® Sets inside radius

Objects)
distance

Center Point Node of
Circle Tool

Circle Tool

To modify an item within a circle tool distortion you must have the circle tool selected and be in node edit mode.
You can select 1 of 6 points to change the item within the distortion, these are:

. The outside radius distance.

. The inside radius distance.

. The centerline angle of the item within the circle tool.

The outermost size of the item within the circle tool - measured in degrees, as an angle.
. The item’s upside down orientation.

. The circle tool’s physical position.

The following is a diagram of each of the abovementioned points with detailed information:
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Click on this line, and
drag out with swe 13000
the mouse a

1. The outside radius distance continued

Along with increasing the outer perimeter’s radius, it
can also be decreased as shown opposite.

You will notice the closer it is dragged inward the
more squashed the item within appears.

As in the previous example, the base line of the item

remains fixed in position within the circle tool.

#W° 1.0 % 19.0

Click on this
line, and
dragitin or
out with
the mouse

1. The outside radius distance.

To implement this command, you must select or be in node
edit mode.

Next, select anywhere along the items outermost perimeter
line, in this case between the “r” and the “I”’, as shown.

Click on this line and hold down the mouse button, then drag
it out to the required radius. You will notice the further you
drag out this line the more distorted the item within becomes.

Note: The base line of the item remains fixed in position
within the circle tool.

Click on this line, and 2100 9.0 % 9.0
drag in with the mouse\

* 809

2. The inside radius distance.

To implement this command, you must select or be in
node edit mode.

Next, select anywhere along the items innermost
perimeter line, in this case between the “r” and the “I”, as
shown.

Click on this line and hold down the mouse button, then
drag it in or out to the required radius.

3. The centerline angle of the item within the circle tool.

To implement this command, you must select or be in

node edit mode.

3259 10.0 % 10.0

¥~ Glick on this

\ node, and spin

Next click on the centerline node and hold down the the circle tool

mouse button around to any
’ [ angle

Then move it to the left or right to effectively spin the @

circle tool around, once in the correct position let go of -

the mouse button.
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Boe o BoEea Click on this

. . - . o node, to
4. The outermost size of the item within the circle tool - Change the
measured in degrees, as an angle. items angle
To implement this command, you must select or be in
node edit mode.
Next click on the angle node and hold down the mouse
button. f @ v 000

Then move it to the left or right to effectively squash or
stretch the item within the circle tool, once in the correct
position let go of the mouse button.

5. The item’s upside down orientation.

. To implement this command, you must select or be in
Angle Node node edit mode.

To flip the item over as shown opposite, the angle node
must be taken over the item’s centerline node.

To do this click on the “Angle Node” and hold down the
¥ -q0° left mouse button. Next move it right across the centerline
Centerline Node — node and once the angle on the opposite side is correct let
riin

ame  10.0 % 10.0 go of the mouse button.

2710° i0.0 & 10.0

6. The circle tool’s physical position. —

To implement this command, you must select or be in
node edit mode.

To move the circle tool to any point within your

document, click on the circle tool’s “Center Point Node” T

holding down the mouse button and move it to the

required position. / ‘
Center Point Node of Circle Tool

7. As in all the VinylMaster Pro Distortions, you can add one to another, with the last distortion applied remaining
persistent to the object, even if the program is shut down and restarted.

You are encouraged to experiment with combinations of distortions to create all kinds of effects.
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23.5 Cylinder Tool

1 <4—=o Cylinder Tool - Fits selected text and/or object/s to a cylinder with several options

Cylinder

This is a diverse distortion that can be used to create a wide range of effects which can also be successfully
combined with other distortions.

To implement this command have the “Item/s” you wish to fit to a circle selected, then click on the “Cylinder”
button, shown above. The item/s will now be fitted to the cylinder tool and the program will automatically go into
node edit mode, as shown below.

You can achieve a wide range of effects while in
Node Edit mode using the Cylinder Tool.

These distortions can be further enhanced by
using the Node Edit Tool in conjunction with
the Object Selector (Pick Tool).

These are achieved by adjusting the height,
width and/or rotation of the item/s while in

fig 1. Top Arc Node

Bottom Arc Node Height Adjustment Node
Object Mode then going back into Node Edit Mode, where the distortions can then be applied. As shown in the
following examples.

Pull Node Out. Push Node In.

fig 3.

CYLINDER CYLINDER

fig 2. I

Push Node In.
Pull Node Out. Pull
Node
Out.
Pull Node Out. Push Node In.
fig 4. E fig 5.
Push Node In. Pull Node Out.

Top and Bottom Node Arcs can be pushed in or pulled out, to instantly create the above effects, fig3. has also had
its height node adjusted, so that the item within remains readable. To implement any one of these commands, you
must select or be in node edit mode. Next click on the particular “Node” you wish to adjust, and hold down the
mouse button, then drag the node to the required position and let go.
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CYLINDER  CYLIDER

fig 7.

fig 6.

A more rounded appearance as in the above samples fig 6. and 7. can easily be achieved by using the following steps.

L I °
- (4 CHLIE

Firstly have an item/s as in fig 1. on the previous page with the Cylinder Tool applied.

fig 10.

b

Next go into “Object Mode” and using the center right handle squash the item toward the left, as shown above in
fig 8. Next, select “Node Edit Mode” and apply the change to the top and bottom arcs as required, as shown in fig.
9. Then, select “Object Mode” again and resize the item/s as required, as shown in fig 10.

Tip: You can apply different levels of squashing in the original item/s which will dictate the amount of roundness you can apply to

el <

fig 11. fig 12,

These effects shown above in fig’s 11 and 12 are easily created by having the item/s rotated at 90 degrees prior to
applying the Cylinder Tool, then rotating them back and applying the changes. Then by combing the Object Selector and
the Node Edit Tool as shown in fig’s 8, 9 and 10 all kinds of effects can be created.

Tip: For best results with text as shown in fig 11. stretch out the text’s height prior to rotating it 90 degrees and applying the Cylinder Tool.
Also try other angles as in fig 12.
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23.6 Perspective Tool

——= <4—® Perspective Tool - Fits selected text and/or object/s to a Perspective with several options

Perzpective

This is a diverse distortion that can be used to create a wide range of effects which can also be successfully
combined with other distortions.

To implement this command have the “ltem/s” you wish to fit to a Perspective View selected, then click on the
“Perspective” button, shown above. The item/s will now be fitted to the Perspective Tool and the program will
automatically go into node edit mode, as shown below.

Top Left Perspective Node You can achieve a wide range of effects while in

Top Right Perspective Node Node Edit mode using the Perspective Tool.
These distortions can be further enhanced by
using the Node Edit Tool in conjunction with the

w n I s h Object Selector (Pick Tool).
& These are achieved by adjusting the height, width
and/or rotation of the item/s while in Object Mode

Bottom Right Perspective Node then going back into Node Edit Mode, where the
distortions can then be applied. As shown in the

Bottom Left Perspective Node fig 1. following examples.
Push Node In Push Node In
Push Node In fig 2. Push Node In
fig 3.
Pull Node Up Push Node Down
Push Node Down I
I ish Push Node In
Lo ]
Push Node Up nISh

fig .4
fig 5.
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All the Perspective Tool’s nodes can be pushed up/down or pulled in/out, to instantly create the previous effects.

To implement any one of these commands, you must select or be in node edit mode. Next click on the particular
node you wish to adjust, and hold down the mouse button, then drag the node to the required position and let go.

7

fig 6. fig 7.

To create the effects in fig’s 6. and 7. shown above , rotate the item to the required angle prior to applying the
Perspective Tool, then adjust the nodes to suit.

23.7 Flag Tool
11yt
i1 1 <4—@ Flag Tool - Fits selected text and/or object/s to a Flag with several options
Flag

This is a diverse distortion that can be used to create a wide range of effects which can also be successfully
combined with other distortions.

To implement this command have the “Item/s” you wish to fit to a Flag selected, then click on the “Flag” button,
shown above. The item/s will now be fitted to the Flag Tool and the program will automatically go into node edit
mode, as shown below.

Adjustment Node Adjustment Node You can achieve a Wlde range Of
effects while in Node Edit mode

Adjustment Node Adjustment Node using the Flag Tool.

I I These distortions can be further
y y enhanced by using the Node Edit
Tool in conjunction with the Object
a m Selector (Pick Tool).

These are achieved by adjusting the

= a height, width and/or rotation of the
item/s while in Object Mode then
I I going back into Node Edit Mode,
Adjustment Node Adjustment Node where the distortions can then be

applied. As shown in the examples

Adjustment Node fig 1. AdjustmentNode  ,yerleaf:
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By pushing and/or pulling nodes in or out various shapes can be applied to the item/s within the Flag Tool. The
following are more examples of what can be easily created using this tool.

Pull
Node Pull .

Push Up Node
Node I Up
Down Push
Node e
I Down v

a fig 3. fig 4.
Push I

Node
Push m
Pull Up I Node a
Node Pull Up
Down Node
Down
fig 2. fig 5. fig 6.

23.8 Warp Tool

I
T <4—@ Warp Tool - Fits selected text and/or object/s to a Warping Tool with several options
1 1
W arp

This is a diverse distortion that can be used to create a wide range of effects which can also be successfully
combined with other distortions.

To implement this command have the “Item/s” you wish to fit to the Warp Tool selected, then click on the “Warp”
button, shown above. The item/s will now be fitted to the Warp Tool and the program will automatically go into
node edit mode, as shown below.

Adjustment Node Adjustment Node  You can achieve a wide range of
effects while in Node Edit mode

Adjustment Node Adjustment Node using the Warp Tool.

!

These distortions can be further

f enhanced by using the Node Edit
Tool in conjunction with the
Object Selector (Pick Tool).

o =]
These are achieved by adjusting
I the height, width and/or rotation
Adjustment Node Adjustment Node of the item/s while in Object
Mode then going back into Node
Adjustment Node Adjustment Node  Edjt Mode, where the distortions
can then be applied. As shown

fig 1. in the examples overleaf.
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By pushing and/or pulling nodes in or out various shapes can be applied to the item/s within the Warp Tool. The
following are more examples of what can be easily created using this tool.

Pull
Pull
Node Node

Push
Node
Down

WARPNG  WARPING WARPING

WRA . MRPNG

fig 6. fig 7. fig 8.

To create the effects in fig’s 6.,7. and 8. shown above , rotate the item to the required angle prior to applying the
Warp Tool, then adjust the nodes to suit and rotate the item/s back.
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23.9 Keep Lines

L Keep Lines - Enables horizontal lines to remain straight in distorted item/s

This feature allows item/s within any of the VinylMaster Pro distortions to keep its lines straight, rather than
following the curvature of the distortion itself, as shown below.

fig 1.

Example: Fit three squares to the Circle Tool, (see Circle Tool Topic 23.4 on page 23-3.)

fig 2. fig 3.

Result with “Keep Lines” turned on Result with “Keep Lines” turned off

As demonstrated in fig. 2 the square’s perpendicular lines can either be kept, or as in fig 3. made to distort with the
distortion tool used.

To implement this command click on the “Keep Lines” button, shown above, then select the item/s with the
“Object Selector” and click on the required distortion.

Note, when using Keep Lines and a very acute Distortion some item/s i.e. a capital “T” may distort undesirably.
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& 24.0 Edit Tools

24.1 Edit Tools Overview

#l, VinylMaster Pro
Fie Edi View Arange Layout Iedt Took Cut CuveEdi Help
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o Copy to Clipboard e ® Paste from Clipboard
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Be, Cut to Clipboard e— —e Duplicate Selected
®

ey Tile Array Module e— —e Delete Selected
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VinylMaster Pro comes with a comprehensive range of Edit Tools. These tools allow you to quickly and easily edit
your work, with features such as Cut, Copy, Paste and Duplicate. All these tools are accessible as shown above.

& | 24.2 Cut to Clipboard

The Cut to Clipboard command, copies selected text and/or objects to the program’s clipboard from where it can be
later pasted back into the designing area, it also deletes the original copy. To implement this command, select the
item/s to be cut to the clipboard in “Object Mode”, next, click on the “Cut to Clipboard” button, shown above or
press “Ctrl+X” on your keyboard, and the selected item/s will be cut to the program’s clipboard and the original will
be deleted.

24.3 Copy to Clipboard

The Copy to Clipboard command, copies selected text and/or objects to the program’s clipboard from where it can
be later pasted back into the designing area, and leaves the original copy as it is. To implement this command, select
the item/s to be copied to the clipboard in “Object Mode”, next, click on the “Copy to Clipboard” button, shown
above or press “Ctrl+C” on your keyboard, and the selected item/s will be copied to the program’s clipboard and the
original will be left as it is.

2 | 24.4 Paste from VinylMaster Pro Clipboard FI_<—0 Paste Cursor

The Paste from Clipboard command, pastes cut or copied text directly into existing text or into a text box, or any
cut or copied objects to a Paste Cursor to be drawn out at any point at the original size or drawn out to another
size/ratio in the designing area of the program. To implement this command - for Pasting Text, there must be text
already cut or copied into the clipboard, next click into some existing text, or text box, or click on the “Text Tool”
and click anywhere within the designing area of the program to create a text cursor, next click on the “Paste from
Clipboard” button, shown above or press “Ctrl+V” on your keyboard, and the text in the clipboard will be pasted
where instructed.

To implement this command - for Pasting Objects, there must be an object already cut or copied into the clipboard,
next click on the “Paste from Clipboard” button, shown above or press “Ctrl+V”’ on your keyboard, and the “Paste
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Cursor” will appear, shown above, next there are two choices 1. click once and the object will be pasted wherever
the Paste Cursor is at its original size or 2. hold down the mouse button and drag out the object either proportionally
or non proportionally and let go of the mouse button and the object will be pasted as specified.

24.5 Paste Text from Windows Clipboard

Text
Font CiikeF VinylMaster Pro allows the user the paste in text from other programs e.g. Word for
(e V) CUEkS Windows, directly into the program.
Touch Kerm Shift+Chrl+K.

<

Auto Kern [as pou type]

To do this, highlight the “Text” from the other application, and press “Ctrl+C” on

Wiew Inztalled Fonts

View Urinstalled Fonts the keyboard, or whatever process the other application uses to copy text onto the

S Windows Clipboard, next, go back into VinylMaster Pro, and click on the “Text”

CapraTETH menu, go down and click on “Paste Text from Clipboard”, as shown on the left, or
v 5pel Chesking On/Of press “Shift+Ctrl+V” on the keyboard, and the “Pasting” cursor will appear, next,

Fiecheck All Speling click and drag out a box, and the text will appear in the box.

By Note, the text is pasted into the program in a Text Box, for more information on

et et et Text Boxes, see Topic 13.8 on page 13-4.

Save Font File to Disk
Paste Text from Clipboard  Shift+Ctil+V 4r—@ Paste Text from Windows Clipboard

24.6 Duplicate Selected

The Duplicate Selected command, copies any selected item/s and pastes them directly over the original.

To implement this command, select the item/s to be duplicated in “Object Mode”, next click on the “Duplicate
Selected” button, shown above or press “Ctrl+D” on your keyboard, and the selected item/s will automatically be
duplicated with the copy pasted directly over the top of the original.

24.7 Load Tile Array Module

The Tile Array Module is used to make 1 or more duplicates of a selected item/s and position these duplicates in
preset positions. For a more information on this module, see Topic 27.5.2 on page 27-4.

24.8 Load Circle Array Module

The Circle Array Module is used to make 1 or more duplicates of a selected item/s and position these duplicates in
preset positions that form a circular shape around the original item/s. For a more information on this module, see
Topic 27.5.4 on page 27-5.

A2 | 24.9 Create Text Box

The Tex Box command brings up the Tex Box cursor, so that a Text Box can be dragged out to any size and created.
For a more information on this command, see Topic 13.8 on page 13-4.

Jg/| 24.10 Delete Selected

The Delete Selected command, removes any selected item/s permanently from the designing are of the program,
unless the undo command is used.

To implement this command, select the item/s to be deleted in “Object Mode”, next click on the “Delete Selected”
button, shown above or press “Delete” on your keyboard, and the selected item/s will automatically be deleted
permanently from the program.
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10/25.0 Size Tools
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Buttons that display at the base of the window when the “Size Tools Command”is clicked

25.1 Size Tools Overview

VinylMaster Pro comes with a comprehensive range of Sizing Tools for your convenience. These are interactive
with the selected items, which means that when you change a value the items immediately reflect that change.

25.2 Object/s X and Y Coordinate

X Coordinate - Displays the distance from the left edge of the page across to the selected
El 10.00 in #« =# [ «—e item/s point of origin
EI 10.00 i + = [ «—e Y Coordinate - Displays the distance from the top edge of the page down to the selected
item/s point of origin

The X and Y coordinates are used to either, know an item/s physical position relevant to the page or to set the item/s
position relevant to the page.

To see an item/s’ current position, select on it and the value will be displayed in the current measurement units, as
shown above.

To change an item/s current position, select on it in “Object Mode” and then click inside either the “X or Y
Coordinate Box” and type in the new value and press “Enter” on your keyboard and the item/s will automatically
move to this new coordinate. You can also click on the “Arrows” to Nudge the item/s, the preset Nudge distance, as
discussed in the next Topic below.

Note, different items have different points of origin. as a rule the top left hand corner is the point of origin, however
VMP Lines and VMP Curves are set from the beginning point of the curve’s top left hand corner, Ellipse shapes are
from the mid point, Arrows are from the center point of the left edge - of the tail etc.

Tip: To see where a particular items point of origin is, select it and then set the X and Y coordinates to 0 x 0 and you’ll see where it
goes to on the page, a good example of this is to try a circle at 0 x 0.

25.3 Nudge Value

Mudge 1.00in | <—e Nudge - Displays the distance a selected object will be nudged

This feature allows any selected item/s to be moved a preset distance to either the left, right, up or down direction.

To implement this command select the item/s in “Object Mode” and press the required “Arrow Key” on your
keyboard - left, right, up or down. These are the keys found between the number keys on the far right and the
alphabet keys on the left of your keyboard. You can also click on the “Arrows” above the Nudge Distance, shown
above.

To change the Nudge Distance, click in the “Nudge Distance Box”, shown above and type in the new value, then
press “Enter” on your keyboard, and the value will be changed.

Tip: You can semi-permanently set the Nudge Distance in the Settings Module, to a preferred value.
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25.4 Page/Object Width x Height (Size)

Page/Object Width - Displays the Width of the selected item/s and Percentage Bar
| BO0in %| 10000% |<—e orthe Page Size when nothing is selected.
1 BO0in %| 100.00% |<—e Page/Object Height - Displays the Height of the selected item/s and Percentage Bar
or the Page Size when nothing is selected.

The Width and Height dimensions are used to either, know an objects/s physical size or to set the objects/s size.
This tool also applies to the current Page Size. To view the “Page Size” make sure nothing is selected and the
Width x Height Dimensions will display the current page size. These values can also be changed to resize the
current page.

To see an objects/s’ current size, select on it and the value will be displayed in the current measurement units, as
shown above. When multiple items are selected the extreme Width x Height that the items combined take up is used
as the Width x Height dimensions.

To change an objects/s current size, select on it in “Object Mode™ and then click inside either the “Width or Height
Box” and type in the new value and press “Enter” on your keyboard and the objects/s will automatically resize to
the new value. Note, all Objects and Text resize from their point of origin.

The Percentage Bar, shown above, is used to change the selected items by percentage, rather than by physical
dimension i.e. Change the width of an object, to one half its current width, to do this, click inside the “Width
Percentage Bar”, type in “50” and then press “Enter” on your keyboard. The object will now have changed to 50%
its original width.

Tip: After changing an item/s by percentage, its new size will be represented as 100% again.

25.5 Proportional Resizing

[~ Propertional | <€—e Proportional - Switches Proportional Resizing on/off

This feature allows any selected item/s to be resized in proportion to any change to its width or height, when using
the Width x Height Dimension Tool. i.e. Change the width of a 1”” x 17 square to 2” wide with Proportional
Resizing turned on: Result the height also changes to 2”.

To implement this command, click in the “Proportional Check Box”, shown above, and Proportional Resizing will
automatically be turned on, repeat these steps to turn it off.

Note, the Proportional Resizing Tool is used only in conjunction with the Width x Height Dimension Tool as
discussed above.

25.5.1 Proportional Reapply Tool

i <4—=o Proportional Reapply Tool - Reapplies the last Width by Height changes to any selected object.

This feature allows any selected item/s to be resized in the same proportion as the last modified object or text was.
This by ratio or percentage, not the same physical size.

To implement this command, click on the item/s you wish to apply the last size change to in “Object Mode”, then
click on the “Proportional Reapply Tool”, shown above, and the item/s will automatically be changed to the last
width by height ratio applied.

Note, this tool is also used to re-scale the Vehicle Templates, see Topic 12.6.1 on page 12-3.
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25.6 Mirror Tools

]| <—e Mirror Horizontally - Mirrors the selected item/s across the Horizontal axis
[F+] | <«—e Mirror Vertically - Mirrors the selected item/s across the Vertical axis

This feature allows any selected item/s to be flipped over, commonly known as mirroring, as shown in the samples
below.

Mirror - YomiiM
Mirror Horizontally Result J o.lul ! w

Mirror - INILLOL ooy

Mirror Vertically Result

To implement this command, click on the item/s you wish to Mirror in “Object Mode”, then click on the required
“Mirror Tool”, shown above, and the item/s will automatically become mirrored.

25.7 Rotation Angle

Angle 0000 | <—e Rotation Angle - Displays the selected item/s current Angle of Rotation

This feature is used to either know an items angle of rotation or to set a new angle.

To implement this command, click on the item/s you wish to apply the new angle of rotation to in “Object Mode”,
then click in the “Rotation Angle Box”, shown above, and type in the required angle and press “Enter” on your
keyboard, and the item/s Angle of Rotation will automatically change.

Note, the angle of rotation is calculated clockwise. This means that when typing in a new angle and pressing enter
on your keyboard, the item/s will be effectively spun in a clockwise direction about their center. You can type in a
negative value to spin an item in an anticlockwise direction to the given value.

Tip: The program remembers individual items angle of rotation, so if you rotate a group of items and then click on any individual
item its angle will be displayed in the Rotation Angle Box, shown above.

25.7.1 Clear Rotation

% <4—=o Clear Rotation - Returns the selected items angle of rotation back to 0.000 degrees

This feature allows any selected item that has been previously rotated or skewed to have its Angle of Rotation and
Skew Distance set back to 0.000 degrees.

To implement this command, click on the item you wish to set back to 0.000 degrees in “Object Mode”, then click
on the “Clear Rotation Tool”, shown above, and the item’s Angle of Rotation and Skew Distance will be

automatically set back to 0.000 degrees.

Note, this feature only works with individual items.
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25.7.2 Rotate Tool

I | 4«—e Rotate Tool - Places any selected objects or text into rotation mode

To implement this command, click on the item/s you wish to rotate in “Object Mode”, then click on the “Rotate
Tool”, shown above, and the item’s will automatically be placed into Rotate Mode.

Note, by double clicking on an item/s in Object Mode, it will automatically be put into Rotate Mode.

25.8 Skew Tool

& 4] |  [¥| [«—® skew Horizontally - Skews the selected item/s along the horizontal plain

Jdr u J ﬂ <4—o Skew Vertically - Skews the selected item/s along the vertical plain

This feature is used to skew Objects or Text along the horizontal and vertical plains more accurately than just using
a mouse, as shown below.

Shew Horizontzty  Skew vertically

=Ny - Skew Vertic I
ally

To implement this command, click on the item/s you wish to skew in “Object Mode”, and click on the required
“Arrow”, shown above - once at a time, or hold it down and the item/s will begin to skew. For rapid skewing click
on the “Slider Bar”, shown above, and move to the left or right accordingly.

25.9 Rotation Dial

463-:-' -] «—® Rotation Dial - Used to visually Rotate Item/s in a Dial Format

\__3'9;_/ \ Rotation Handle

This feature is used as a visual guide to rotate items rapidly.

To implement this command, click on the item you wish to Rotate in “Object Mode”, then click on the “Rotation
Handle”, shown above, and spin it to the desired Angle of Rotation, and the item/s will automatically follow this
change as you do it.

Note, multiple items will spin about their overall center point.
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:#126.0 Dimension Tools

Shapes= I Lines Oimensions |

|
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Buttons that display at the base of the screen when the “Shapes Button” is clicked, and the “Dimensions” tab selected

26.1 Dimension Tools Overview

VinylMaster Pro comes with a comprehensive range of Dimension Tools that greatly assist you to measure any part
of your work.

To launch these tools, click on the “Shapes Button”, shown above, then click on the Dimensions tab, also shown
above.

26.2 Quick Dimensions

) 5] (] (5] | (<] e o) o)
t t t

Width & Height Left & Right Top & Bottom
Dimensions Dimensions Dimensions

Quick Dimensions are used to measure the width and/or height of a selected object or its distance from a specified
edge of the page. Note the size of the numerals can be enlarged, see Topic 26.6 overleaf.

To implement any one of the Quick Dimensions, click on the object you wish to measure in “Object Mode”, next
click on the required “Quick Dimension” and a measurement ruler will appear according to the Quick Dimension
selected, as shown in the examples below.

Width and Height Measurement Rulers
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26.3 Freehand Measurement Rulers

E EI <4—@ Freehand Measurement Rulers

lb.2

The Freehand Measurement Rulers are used for specific measuring within your work. To implement either the
Horizontal or Vertical Freehand Measurement Rulers, click on the “Ruler” you wish to measure with and click in
drawing area where you wish to start measuring from holding down the mouse button - then drag out to where you
wish to stop measuring to, and let go of the mouse button, as shown above. Note, the measurement rulers behave
similar to any object in that they can be resized, rotated and skewed to aid in any required measurement.

26.4 Dimension Lock Tool

{2} | «—e Lock Tool

The Dimension Lock Tool is used to lock all Measurement Rulers into position. To implement the Lock Tool simply
click on it and any existing measurement ruler or new measurement ruler will automatically be locked into position.

26.5 View Rulers On/Off

@ <4—=o View Rulers On/Off

The View Rulers On/Off Tool is used to turn the Measurement Rulers on or off. To implement the View Rulers
On/Off Tool simply click on it and any existing measurement ruler will automatically be removed from view, to
review the rulers, click on the button again.

26.6 On-Screen Numerals (Enlarging)

The Numerals that display whenever a Dimension is set can be enlarged and reduced. To do this go to “Global
Settings” as shown on page 5-1 and click on the “Advanced” Button. At the top of the Window that appears you
will see:

[VMPEXxtra]
DimesionSize=0

The section “ =0 ” refers to the program’s default status (quite small numerals) and if changed to a higher number
will automatically change to this as a point size. Setting it to “ =12 will usually be quite acceptable. To maintain a
new setting, click on the “File” menu, go down and click on “Save As” and the setting will take effect.

Tip 1: To refresh to screen press F5 on the Keyboard.
Tip 2: Take care not to change any other settings here as they may detrimentally effect your VinylMaster Pro settings.
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¥]27.0 Alignment & Duplication Tools
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27.1 Alignment Tools Overview

VinylMaster Pro comes with a comprehensive range of alignment, distributing and duplicating tools that greatly
assist you when laying out your work. To launch either one of these tools, click on the “Align Button”, shown at
the Top, then click on the required tool’s tab, also shown above. For quick align, click on the Alignment Tools - Pop
Out window, also shown above.

27.2 Align Tools

Align to Center @ ® Align to Right

Align to Left o—»[@' $‘ '2_51 | @ Align to Page
Align to Top e—[155  He [k % Align to Objects

1

These commands allow any selected text and/or objects to be aligned either to themselves regardless of their
location, or to the current page.

Align to Center e @ Align to Bottom

To implement any one of these commands, select the item/s to be aligned in “Object Mode”, then click on the
required alignment, next click on either “Align Objects” or “To Page”, shown above, and the item/s will
automatically align as instructed. When using the Base of window tools you do have the choice of selecting on only
one - of the horizontal or vertical alignments, or selecting one alignment from each of the horizontal or vertical
alignments.

Note, when aligning items to themselves to either the left, right, top or bottom, the item closest to the required
alignment will remain in its original position, with the other item/s aligning to it.

Tip: A single item can not be aligned to itself.
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27.3 Distribute Tools

A B
L) ®
Align | Distribute I Tiles!Ouplic:ate l
\ 4
Space selected equally over: i) H:I %% - Apply
Space selected apart by 0 - s 1% 0%l

“Preset Spacing” Distance Q—T I

Space “Preset Distance”over Vertical Plain &——— Apply Settings

Space “Preset Distance” between Objects over @——— ——@ Space “Preset Distance” over Horizontal Plain
Vertical Plain

Space “Preset Distance” between Objects over @
Horizontal Plain

This feature allows any selected text or objects to be distributed over a preset distance or apart over a preset
distance. To implement any one of these commands:

1. Select the item/s to be distributed in “Object Mode”, then

2. Click on the required type of “Distribution”, then

3. Click in the required “Spacing Distance Box” and type in the required value, and
4. Lastly click on “Apply” and the item/s will automatically distribute as instructed.

In this example 4 objects spaced 24 (610mm) apart need to be evenly spaced over 30” (760mm).

To implement this change, firstly
. ‘ . . ‘ . select all 4 items in “Object Mode”,
next click on the “Distribute
. Horizontally” button, shown at top as
“B”, then click in the “Space
Selected Evenly Over” Box, also

shown at top as “A”, type in “30”,
fig 1. fig 2. and click on the “Apply”, button, also

<+— 24’ (610mm) > < 30" (760mm) ———»

shown at top as “C” and the items will automatically distribute as instructed, as shown in fig 2. Above. Note, These
steps must be followed as listed above to successfully distribute items within your document.

27.4 Geometric Clone Tools

® Geometric Cloning Tools
Align I Distribwte Tilez!Ouplicate
Create mirrar image ''Clones" that instantly Create a Tile Aray using g0
reflect any changes made to the "Original” . E . "Clones' that reflect any  B5.0
object. changes to the "Original”,  Se2S

This feature allows any selected curve to have a mirrored clone applied to it, with any geometrical changes made to
the original being instantly reflected in the clone. This tool has been specifically developed for creating
symmetrical shapes and logos as shown in the above tools.

To implement this command, select on the curve you wish to apply a mirrored clone to in “Object Mode”, next
click on the required “Cloning Tool”, as shown above, and the clone will automatically appear. Next, select the
original in “Node Edit Mode” and reposition the nodes to create the required shape.

Note: Text and objects may also be cloned, but are limited to specific geometrical changes.
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27.5 Tile/Duplicate/Circle
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Tiles/Duplicate Tools oj

This feature allows any selected item/s to be duplicated as a single item or as a multiple tile with several options.

To implement this command, select on the item/s to be duplicated in “Object Mode”, then click on the
“Tiles/Duplicate” button, as shown above and the Create Tiles window will be launched, as shown below.

Create Tiles._. E3

Offzet
Dbject Size: 5000 & 4.00 in

=+ Horizontal Offzet [mm)

I Wertical Offzet [mm]

|5.nn in n |1 |3|‘ Copies
| aiin| w1 B fopies

—Application

€ Circle Array

" Duplicate Obect &% Tile Armray Object [~ Az Clones @

0K | Cancel |

This window has 5 separate applications:

1. Duplicate Object

2. Tile Array Object

3. Duplicate As Clones

4. Circle Array

5. Angle Array (Located in Circle Array)

Along with Horizontal and Vertical
Offset Distance Settings and Copies to
be created.

The selected object/s size is also
displayed with the window automatically
applying this size as the default Offsets,
as shown above in the Offset section

of the window. The following explains how to implement each of the 4 applications.

27.5.1 Duplicate Object

Quantity of Copies to be Duplicated
1. Duplicate Object
—Offzet

Cbject Size B0 in= 4.00 00

l To implement this command, click on the

W=+ Horizontal Offzet [mm] | 000 | = |4 IZI‘ Copies
T ertical Offset fmm) % Copies can change the horizontal and vertical settings to

—typplication

" Circle Array

OK | Cancel |

@ Offset Settings ®Type of Duplication

“Duplicate Object” check box, as shown above,
next set the Offset Distance, by default this is
calculated on the selected item/s size. However, you

any required value by clicking in either’s box and

typing in the new value/s. Next nominate the

¢+ Duplicate Obect ¢ Tile Amrap Object [ Az Clones @ ?ljlount[(;f qu‘?’ntltles req‘ﬁlred by (iht‘:'tkm%gn thi't
p or Down” arrows, shown on left as “Quantity

of Copies to be Duplicated”.
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To proceed, click on the “OK” button and the selected item/s will be duplicated as instructed, as shown in the

example shown below:

Result of Duplication.

27.5.2 Tile Array

Quantity of Copies to be Duplicated
Create Tiles... X |
— Offzet

[bject Size FEBInE 25510 l

b=+ Harizantal Offset [mnn] |I7.88 in B |4 IEIA Copies
259in | % | &) Copies

I Wertical Offzet [mm)

- —Application

" Circle Array

" Duplicate Obect &% Tile Anay Object [~ Az Clones @

1] 4 | Cahicel |

® Offset Settings Jb Type of Duplication

2. Tile Array

To implement this command, click on the “Tile
Array Object” check box, as shown on the left, next
set the Offset Distance, by default this is calculated
on the selected item/s size. However, you can
change the horizontal and vertical settings to any
required value by clicking in either’s box and typing
in the new value/s. Next nominate the amount of
quantities required by clicking on the “Up or Down”
arrows, shown on the left as “Quantity of Copies to
be Duplicated”.

To proceed, click on the “OK” button and the
selected item/s will be Tiled as instructed, as shown
in the example below.

SampleSampleSampleSample
SampleSampleSampleSample
SampleSampleSampleSample
SampleSampleSampleSample

Result of a 4 x 4 Tile Array

Note, when using Tile Array the first duplicated copy is placed over the original object.
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27.5.3 Duplicate As Clones

Quantity of Copies to be Duplicated

Create Tiles. .

—Offset

Object Size 380ine 3235100

|

W=+ Horizontal Offzet [mm] | 800N | = IB IZI‘ Copies

I ‘Wertical Offzet [mm) | 335in| = |2 EIA Copies

|-&pplication

" Circle Array

" Duplicate Obect i+ Tile Amay Object ¥ &3 Clones @

oK | Cancel |

® Offset Settings

® Type of Duplication

3. Duplicate As Clones

This feature is used when the duplicated items need
to be all changed identically by only changing the
original (Clones).

To implement this command, click on the “As
Clones” check box, as shown on the left next set
the Offset Distance, by default this is calculated on
the selected item/s size. However, you can change
the horizontal and vertical settings to any required
value by clicking in either’s box and typing in the
new value/s. Next nominate the amount of
quantities required by clicking on the “Up or
Down” arrows, shown on the left as “Quantity of
Copies to be Duplicated”.

To proceed, click on the “OK” button and the selected item/s will be Cloned and Tiled as instructed, as shown in the

example below.

Result of a 8 x 2 Tile Array as Clones

Note, when using Tile Array as Clones the original is located behind the top left Clone.

27.5.4 Circle Array

Set Radius

Quantity of Copies to be
Duplicated

ElbiectSize:j 260 in » 5,00 in

@ Fiadiuz ity .&mﬂ?

L dngle | | = mi&%
ngle 0 De 12 : :
g q é?%%

7

e

—application

o+ Circle Array

" Duplicate Obect " Tile Anay Object [~ &z Clones @

Frevigw

1] 4 | Cahicel |

® Type of Duplication

Preview the Circle Array prior to
going ahead

4. Circle Array

To implement this command, click on the “Circle
Array” check box, as shown on the left, next set the
Radius to the required distance. Next nominate the
amount of quantities required by clicking on the
“Up or Down” arrows, shown on the left as
“Quantity of Copies to be Duplicated”.

To proceed, click on the “OK” button and the
selected item/s will be fitted to a Circle Array as
instructed and shown in the example overleaf.
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<= —

Result of a 12 x 5” (127mm) Radius Circle Array

Note, when using Circle Array the original is located behind the first
copy.

27.5.5 Angle Array

Angle between Duplicates Quantity of Copies to be
Set Radius Duplicated

5. Angle Array

Object Size: j 5 00 5.00in To implement this command, click on the “Circle
%%ﬁg Array” check box, as shown on the left, next set the
| (3 Fadis Oty ,:;?% Wﬁ; Radius and Angle to the required distance. Next
S nominate the amount of quantities required by

3
; the left as “Quantity of Copies to be Duplicated”.

ok,
R T e I @%E "4:5% clicking on the “Up or Down” arrows, shown on

R

—application )
" Duplicate Obect " Tile Anay Object [~ &z Clones @ To procqed, Cth.on the “OK buttgn and the
& Circle Anay selected item/s will be fitted to a Circle Array at the

angle nominated as shown in the example below.
Presview | 0K | Cancel |

Note, when using Tile Array as Clones the original
is included as one of the copies.

® Type of Duplication T—O Preview the Circle Array prior to
going ahead

- =

Result of a 10” x 6” (270mm) Radius at an Item Angle of 30 degrees
Circle Array

This example has also been rotated to 270 degrees
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4| 28.0 Printing

fL_‘VinyIMaleI Pro Printing Module

Print Preview Module

r—Printer:

M ame: |HF' Laserlet 4 on LPTT: j| Properties |

& Portrait
[ ]
" Landscape Copies ﬂ
u” m —Ophons:

Cold Drinks ™ Use Template Templates IE @ @
Pies & Pasties IIZ gﬁge BG orqder
o Guides
Hot Dogs [~ Scale Rulers
ice Creams I Draw Girid
™ Wwireframe
[~ Backaground
Now Open I~ &l Black
[~ Selected Only
Pre Sets:

T e | TR
-
® G [ C1a Cim C201 CFit ¢ Fage @ He|p| Cancel | = Plinll

Printing Window

28.1 Printing Tools Overview

VinylMaster Pro comes with a comprehensive range of Printing Tools for desktop printers. These tools allow you to
preview your work prior to printing it out, along with fitting scale rulers, a grid and/or guides, printing in wireframe
or all in black for faxing.

Along with these tools, the Printing Module also comes with a Template feature, which lets you automatically place
a pre-designed Template on the page you’re printing to. This could be your letterhead or fax sheet, or anything you
like, and as many Templates as you require.

You can also Preset which features you wish to use regularly, or use the default Presets that come with the program
- so that when it comes time to print all you’ve got to do is select a Preset and click on Print.

The Printing Module has been designed as a very simple step by step process, that is fully implementable from the
one window. These steps are clearly laid out in the following pages.

Note, please see the FutureRIP Manual for Large (Wide) Format Digital Printing.

28.2 Printer Setup

—® Printer Drivers

PIifIlISI.
Mame: |HF' Laserlet 4 on LFTT: ﬂ| Properties | ® Selected Printer Driver’s Settings/Properties
N Portrait
Page Orientation &—t - L:;;ZICEPE Copies || 5 ® Quantity of Copies to be Printed

This is the Printer Setup area. Before any printing can be successfully carried out the program must know 1. What
Printer it is attempting to print to, 2. The orientation of the page and 3. Quantity of copies to print out.
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1. Selecting a Printer Driver

To do this, click on the “Printer Driver” drop down arrow, shown below, next click on the “Printer Driver” that
suits the “Printer” you are attempting to print to, and the program will automatically use the selected “Printer
Driver”.

Also the “Printer’s” settings can be changed i.e. Page Size and Orientation by clicking on the “Properties” button,
shown on the previous page, with the “Print Setup” module that comes up as a result shown below.

vt [ o ]
" Default printer Cancel |

[currently HP Lazerlet 4 an LPT1:]
* Specific printer: Options.. |
|HP Laseiet 4 on LPT1: S rawerk |
- Orientation Paper
’7823. Letter 8 1/2 2 11 in

r * Poitrait
"~ Landscape Source: |Auto Select 'l
A

T—O Page Orientation = Page Size

From this module you can also go to more advanced
settings i.e. “The Printer’s Resolution, Port Settings and
Paper Type etc.”, by clicking on the “Options” button,
shown on the left.

This will bring up the currently selected “Printer Driver’s”
Properties window, for more information on your Printer’s
Properties and setting it up, please refer to your Printer’s
Manual and/or your Windows documentation.

¢

L

Selected Printer Driver’s Settings/Properties, and further Options

2. Page Orientation

The orientation of a page to be printed is usually determined by the lay of the image to be printed out, as
demonstrated in the following examples below.

In these examples the “Landscape”
image would be better printed on its
side to fill the page more evenly. With
the “Portrait” image better printed on
its end. However, either is at the
complete discretion of the operator.

NORTHLAND§
NOW OFFERS

IM KENTS

Body Repair
Panel Beating

Spray Painting

=555 650 )

Landscape

Look for the Koolcuts sign
next to the Lolly store

NO APPOINTMENTS REQUIRED

Portrait

To implement this feature, click in the
required “Orientation” check box,
shown above, and the Printing Module
will automatically adjust the “Viewing
Page”, shown on the left, to the
required orientation.

3. Quantity of Copies to Print Out

The quantity of copies to print out is limited to 100 copies. However when printing large volumes of any document,
make sure that your printer has enough ink/toner and paper or reserves supplies ready to be used if needed.

To implement this feature, click in the “Copies” check box, shown below, and type in the quantity of copies
required or use the up and down arrows to bring up an amount, and the program will automatically print the
quantity you have nominated when proceeding with the print.

Frinter:
Name: | HP Lazenlet 4 on LPT1:

& Partrait
" Landscape

j| Propeltiesl
Copies s

® Quantity of Copies to be Printed
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28.3 Printing Options

Printable Options
Open Template ®— —e Save as Template This is the Printing Options area. This section is

used to apply various features to the page about

= piions:
™ Use Template

¥ Page Border
[ Show Guides
[~ Scale Rulers
[~ Draw Gnd
[ Wwireframe
[~ Background
[~ &l Black

[ Selected Only

Pre Sets:

R -

e <l o On-Line Manual to be printed out. As this is done the changes or
Templates [%) & <7~ On-Line Manua additions are immediately reflected in the Print
. Preview area.

Preview of currently .
selected Template  To implement any one of the “Printable

Options”, click in the required “Option’s” check
box, shown on the left, and the option will be
immediately applied to the page, which can be
seen in the “Print Preview” area.

Save | @ :% z%réi?ée(glﬁﬂmgﬁlgr) PDF Creator: This is an ideal way to e mail your

PDF Creator

customers their artwork without as PDF has

—® Presets —® Save current settings as a Preset

become a very popular document exchange
format and Acrobat Reader is free from
www.adobe.com

28.3.1 Overview of Printable Options

1. Page Border:
2. Show Guides:
3. Scale Rulers:

4. Draw Grid:

5. Wireframe:

6. Background:

7. All Black:

8. Selected Only

>1.5 >3.9

Prints the page’s “Border”, along with the contents of the page. Assists greatly when printing
out Scale Rulers and Guides as the Border becomes a point of reference.

Prints any “Guides” used in the document. Assists when used in conjunction with Scale Rulers,
as the print out displays each Guide’s distance from both sides of the page.

Prints a sct of “Scaled Rulers” along all four sides of the Border of the page. Assists greatly to
layout the job after cutting, as no measuring or re-scaling of the print out is required.

Prints a “Grid” over the page at 1.00” or 10mm intervals (depending on the units used). Only
appears when Scale Rulers are used and assists to quickly measure the position of the objects on
the page without the use of a ruler.

Prints all the items within the document in “Wireframe” mode (no fill, only outline). Saves
ink/toner and assists to view the exact positions of highly complex text and objects that may
overlap in several places.

Prints all the items within the document in “Black” rather than in color. Used for sending
facsimiles, where certain colors may not be sent clearly, or for printers that only print in black.
Prints the current page’s (pre-loaded) “Background Image” behind theitems on the page. Used
as a backdrop feature i.e. digital camera shot of a building or vehicle etc. to super impose the
items on the page over the top of it.

Prints only those items which have been selected in the designing window of VinylMaster Pro.

573 >288 In summary, these features are used to
@7 enhance the printed document, to

maximize work flow and to lessen re-
scaling mistakes which can often require
a job to be completely redone.

&o® Example of: Print in Full Color, with

3 Page Border, Scale Rulers and Guides
Trading Hours

ve1l
ve7

v108

NMon Oam to Spm

M e s — [ gn PSPy + — e ma
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28.4 Presets

Diefault ﬂ The Printable Options that were discussed in the previous Topic can be used in combination,
Biatavit ” to assist in the different stages of a job and be saved off as “Presets”, as shown on the

W arking Out previous page, to be used at any time.

Fax Machine

Final Proof For example:

Custam 1

Custom = — 1. A client may wish to see a fax of your design prior to giving you the job, in this case you
Eaztgm i <| can print out your artwork in “All Black” and fax this off to them.

2. Next, if you win the job, your client may wish to see a full color proof, in this case you can print out your
artwork with “Scale Rulers” and “Page Border” in full color and show this to them for final approval.

3. Once approved, you can then print out a shop drawing in “Wireframe”, “Scale Rulers”, “Page Border” and
with “Guides” to work off, which will maximize your production, and minimize re-scaling and positioning
mistakes.

These combinations are already saved off as “Presets” with 1. being “Faxing”, 2. “Final Proof” and 3. “Marking
Out”. These can be changed and saved over to suit individual requirements. The Printing Module also comes with 5
generic “Presets” that can all be saved over with new combinations for your convenience. Presets can also be used
in conjunction with Templates, which are discussed in detail, in the next Topic.

To use Presets, click on the “Presets” drop down arrow, shown above, next click on the required “Preset” and the
“Printable Options” of the selected “Preset” will immediately be selected and applied to the “Print Preview” box,
as shown overleaf.

To save over an existing “Preset” with new “Printable Options”, click on the “Save” Button, shown on the

previous page, and then click on “OK” if you wish to save over the old “Preset” and the program will automatically
update the new changes.

28.5 Templates

Save as Template Templates are pre-designed pages, with information relating to your
Open Template ,ﬂ company or to the artwork being printed out onto them. They are
usually Letterheads, Information Sheets and Layout Sheets, but can
¥ UseTemplate  Templates [3% [0y @ be anything you wish from standard text and objects through to full
4 color pictures. There is no limit to how many Templates you can have
l E s on your system other than Hard Disk Drive space and practical
limits.
Print Out
Template

As arule of thumb it is advised that when creating a Template, to
allow plenty of room to print out any artwork within the Template.

To create a new Template, you must first design it in VinylMaster Pro
on a normal sized page i.e. Letter or A4, and for best results, convert
all objects including text to curves. Next click on the “Print” button,

® Preview of currently
selected Template

Ctrl+P or select “Print” from the File Menu, and the “Printing Module” will come up. Next, click on the “Save As
Template” button, shown above and the Template “Save As” window will come up, shown below. Next type in a
name for the new Template in the “File Name” box, shown below and nominate a Folder where to save it to, also
shown below, once done click on the “OK” button and the Template will be saved under the name and location you
have specified in a “Windows Metafile” format.
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Save As

Save jn I (23 vmpra

2 2512 ol

[ spoal

Arbwork,
clipart

Fants
Images
samples

E Sample. wrnf
data E Sample2.wmi

LO Folder Location

VinylMaster Pro

Printing 28 - 5

To Open an existing Template, click on the “Open
Template” button, shown on the previous page, and the
“Open” window will come up (same as the “Save As”
window on the left), which will go to the last location where
you saved a Template, find and click on the required
“Template” and then click on the “OK” button and the

File Name
File name: |

Save a3 ype: Iw'mduws Metafile

s2= _ J&—e Save
=l Cancel

I~ Open as read-only

selected Template will appear in the Preview box.

To print the “Template” out, click on the “Use Template”
check box, shown on the previous page, and the selected
Template will automatically print out as a background on

the printed page.

28.6 Scaling, Positioning and Printing

Usually, the last step in the printing process is to scale and position the items within the document about to be

printed out.

The Printing Module comes with several Scaling and Positioning Tools, shown below and further discussed in the

following topic.

28.6.1 Print and Page Preview

Print Preview Module

r® Print Preview
Area

Trading Hours i

Mon  Sam to Spm
Tues Sam to Spm
WWed  Sam to Spm < -OVinyIMaster Pro
Thur  Sam to Spm D tto b
Fri Bam ta 9pm ocument o be
St Sam te 1pm Printed Out,
Sun Clomescd Al Dy (Scalable and
Moveable)

Q Q @ 11 CA01 C201 CFt  Pags¢—+@ Place on

" 3 Viewing Page
T—o Fit Page

Print Out at a Scale of 20:1
Print Out at a Scale of 10:1

Print Out at Real Size

— Center Document

—® Reduce Document

—® Enlarge Document

The items within the document (which may include
items off the edge of the page) are shown in the Print
Preview window, shown on the left, and can be
moved about using a mouse in the same way as an
object or text in the designing mode of the program.
The page in the Print Preview window, also shown on
the left represents the actual sheet of paper (to scale)
in your printer that you have nominated to print to.

Note, the preview shows how the job will actually be
printed out onto the page relevant to the page itself.

28.6.2 Enlarging and Reducing the Document

The document to be printed out can be enlarged and
reduced, by clicking on either the “Enlarge
Document” or “Reduce Document” buttons
accordingly, shown on the left. The document can
also be Centered by clicking on the “Center
Document” button, also shown on the left.

28.6.3 Scaling the Document

To print out the document to a preset scale, click on
the required “Print Out Scale” check box, shown
above, and the document will immediately be set to
the chosen scale. This scale is based on the
document’s size i.e. a 4ft x 3ft (1280mm x 900mm)
page set at a scale of 10:1 would become a 4.8” x
3.6” (128mm x 90mm) page, that would then easily
print out onto a Letter, Legal, Foolscap or A4 sized
piece of paper.
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28.6.4 Printing all the Items

If scale is unimportant i.e. when using scale rulers and guides from the Printing Options, and the position is
acceptable as centered, click on the “Fit” check box, shown below, and the document will be immediately set to fit
within the page and to be centered, ready to be printed out, regardless of size and any items off the edge of the
document’s page - simply - everything will be printed out.

28.6.5 Printing Out the Page Only

To print out only what’s on the page of the document regardless of any other items, click on “Page”, shown below
and only the page will be displayed, ready to be printed out.

28.7 Proceeding to Print

ﬁL_‘VinyIMasler Fro Printing Module

r—Frinter:

I ame: | HP Lazenlet 4 on LPTT: j| Properties |
L (& Paibrait

[

~ Landscape Copies ﬂ

— D ptions:
[~ Use Template Templates IE @ @

v Page Border
¥ Show Guides

[ “ireframe
[ Background
I~ &l Black

[~ Selected Only

Pre Sets:

TEme. -] s | 7R B
=
@ © M 11 C101 201 Rt  Page @ Helpl Cancel | =] Prinll

Once all the settings are correct, as demonstrated in the example above, click on the “Print” button, shown above,
and the program will proceed with printing out the page to the selected printer and port, as it appears in the “Print
Preview” also shown above.

>1.5 >3.9 >73 =288 =329

Va5 4309
o &"

vel ~274

va7 nasT

vi0.8 n247
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£/29.0 E Mailer

42 FutureMAIL —[Of %]
File “iew Joblnfo COurDetails  About

42 FutureMAIL
File View JobInfo | OurDetals About
Enter your company details here
Intemational Business Systems
1 Future Corporation Drive
Some town, Somewhere, UISA 10001

-

MNon Bam to Spm

Tuas 9am to Spm Re
Wed Sam to Spm S 28
Thur 8Sam to 9pm Dol A Speciied

Substrate: 0.25" Coreflule

Fri Oam to 9pm Fising: To existing fence with st prool scremws
Time to Complete: 2 Working Days

Sam to ‘Ipm Price: §150
Closead All Day ICTEES

Note: This Module has been superseded with the PDF Creator
This module can be launched from the VinylMaster Pro “File” menu when an item is selected within VinylMaster Pro.

29.1 E Mailer Overview

VinylMaster Pro comes with a Portable Viewing Module known as the E Mailer. This module has been designed to
allow you to quickly and easily send your artwork or proofs digitally (Over the Internet or on Floppy or Zip Disk) to your
clients in full color, that is scalable, can be zoomed in to and out of, and allows you to list all the job’s information
along with your details and pricing etc. with the minimum of fuss and cost.

It has been designed in a Wizard format allowing you to add varying options to the finished result to best impress
your customers.

As it works best using a VinylMaster Pro Work Sheet. Which is essentially and usually a large page that has a copy

of all your other pages on it (A little like a Decoupage) that is used to show your customers all their artwork on the
one page, this feature is discussed first as an introduction to The E mailer and the E Mailer Wizard.

29.2 Creating a Work Sheet

Lapout

Pane Setup When first sending a proof to the E mailer, you can send it as it
is, or you can send it to the E mailer a work sheet.

Go to Page

Delete Page . . . .

Biuidls & Giitd Sifiis The 2 main advantages with sending the proof to a work sheet is

ot G Chis 1. Multiple proofs can be all sent together, rather than individual

H?th éluiZe C::I:B e mails, and 2. Proofs without a made up colored background

Top Guide Cie i.e. a standard white page with text and or object/s on it, will

Battom Guide Cls2 come out as a solid white background with the proof as an
overlay, as shown in the examples overleaf.

Create "work Sheet €4——1—@ Create a Work Sheet
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#2 IBS Viewing Module ¥1.50 JZ1BS Viewing Module ¥1.50
File View Joblnfo OurDetails  About File Wiew Joblnfo Our Details About

IFAREPAWARE00D]
Trading Hours i

Mon to Spm
Spm

Spm
9pm
O9pm
1pm

<S> Now Open
——

Proof created directly from a normal layout Same Proof created from a Work Sheet

To create a Work Sheet all the proofs you require to be sent to the E Mailer must be in the 1 document, preferably
on separate pages within the document, (Note, it makes no difference if the separate pages within the document are
different sizes), next click on the “Layout” Menu, in VinylMaster Pro shown above, and go down and click on
“Create Work Sheet” also shown above, next the “Confirm Create Work Sheet” window will come up, as shown
below.

Click “Yes” to proceed or “No” to go back, next the “10:1 Scale” window will come up,
@ as shown below.
Create Work Sheet?
Myes ] ‘ Mo | Note, when using a worksheet it is recommended to convert all text to curves for the e

mail module as occasionally text can be positioned incorrectly by Windows.

Confirm At this point you have the choice of having the proof/s (page/s)
created at a 10:1 scale i.e. 10” = 17 (100mm = 10mm), rather than
actual size. Your choice will depend on the original size of the
page/s that are to be sent to the Work Sheet. It is recommended for
page/s over 85” (2100 mm) wide or high to be created at a 10:1
scale, so that they will fit within a normal letter or A4 sheet.

@ Do you wish to create Page objects at a 10:1 scale?

#L. Select Page Size Therefore click “Yes” to have the proof/s (page/s)
created at a 10:1 scale or “No” to have them created at

" Momal Paper ¢ Metic & Imperial " Yinyl their Orlglnal S1ze.

(] Fatst ] & Langsompe Next, the “Page Size” window will come up for the

Work Sheet’s page size, as shown on the left.
Pl

wide | 35000 [inches 7] If you requested that the proof/s (page/s) be created at a
Height: 00N inches 10:1 scale the page size will default to a normal letter

size, for those using metric units, click in the “Preset”
box shown on the left, go down and click on A4, then
click on the “New Page” button, also shown on the left.

ELLEL If you had the proof/s (page/s) created at their original
size, the page size will default to 85” x 110”, which can
&  CrangeSie | NewPsge | cancel | b | be changed to suit particular requirements.

Once the New page button has been clicked on, the Work Sheet with the proof/s (page/s) at the preset size will
come up, as shown in the example overleaf.



www.future-1.com E mailer 29 -3

VinylMaster Pro

In the example on the left, three of the sample jobs that
come with VinylMaster Pro have been used to
demonstrate how a Work Sheet can be used to show a

Cludees Domms Trading Hours i customer all their jobs in one sheet.
By —
Children's Mon Samiogem . i
T Sam to Spm Every proof shown here can be resized, positioned and

Thur
Fri
Sat
Sun

9am to 9pm deleted as a single item, also any changes made to the
originals in the preceding pages of the Work Sheet can
still be changed as normal, and any changes are instantly

reflected in the Work Sheet as they’re made.

Sam to Spm
Sam to 1pm
Closed .All Day

Sunday Fih to Tesday 260 Faary
Lam - dpm Daily
FREE for children up 1012 Years

b‘ Now Open
IM KENTS

Body Repair

In this exercise the Take Away Food sign will be used as
the proof sent to the E Mailer, as explained in the
following pages.

Note, when using a worksheet it is recommended to
convert all text to curves for the e mail module.

Panel Beating
Spray Painting

- 23333333 =

+4+—=e Work Sheet with 3 Proofs (Pages)

<

Once the proof/s are ready to be sent to the E Mailer, click on the “Print” button, shown above, and the “Printing
Module” will come up, as shown below.

29.3 Preparing the Proof/s for the E Mailer

fl_AVinylMaslBl Pro Printing Module ﬂ_‘\."inyIMaslel Pro Printing Module

i~ Printer

Mame:

i Options:

HP Laser)et 4 on LPT1:

ﬂ Properties
(=]
copes [ %

£+ Porlrait
 Landscape

JIl\-'I KENTS
Pancicasin
Spray Painting

[~ Use Template
I~ Fage Borde?
[~ Show Guides
[~ Scale Rulers
[~ Draw Grid

™ Wirsframe

[~ Background
I~ Al Black

Pre Sets

Default j

9 ) O A C20 R CPag @ He|p|

Cancel | é Print |

L Zoom Tools

Trading Howrs i

nMon

e

Clomend AN Doy

Now Open

® G M 1 Cm 201 CFt ¢ Pae

Launch E Mailer Wizard

In this example the Take Away Food proof is the only proof required to be sent. To do this zoom in to the “Take
Away Food” proof, as shown above using the “Zoom Tools” also shown above, with the results shown above.
Note, for more information on using the Printing Module see topic 28.0 on Page 28-1.
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LE 29.4 The E Mailer Wizard

=

Once the proof/s are in the correct position in the Printing Module, the next step is save the proot/s as a Windows
Metafile for the E Mailer to use.

To do this, click on the “E Mailer” button shown above, and on the previous page, and the “Save As” window will
come up as shown below. Note, when saving a Windows Metafile it is recommended to convert all text to curves
beforehand.

The next tep s to name the current proof so
’ that 1t can be later loaded into the aier.
e[S, =8| @ o

GrocerT it L. To do this, click in the “Name of File to Save
Grocer2 wnf Save to this Directory As” box, shown on the left and type in the
Grocer3. vwmf name for the file, next check that the Directory
Panelshp.wmi €@ Existing Files (Folder) and Drive Location are correct, then

click on the “Save” button, and the file will be

Name of File to Save As saved under the name it was given.

—® File Type
Note, for more information on the Save As
File name: T akeaviay, wmi Save | module, see Topic 2.6 on Page 2-5.
Save astype: [windows Metafe [ | ﬂl Once the proof has been saved, the Template
I~ Dpen as read-orly Created! window will come up as shown
below.
VMPRO._EXE This simply confirms that the proof was saveq succgssﬁﬂly. Next cliqk on the “OK”
button, shown on the left and the E Mailer Wizard will come up, as discussed on the
Template Created! following pages.

The E Mailer Wizard will guide you through to creating a
Welcame Portable Viewing Module, that can be E Mailed or saved off
This modude allovs you to create a portable viewing onto floppy/zip/compact disk to give to your customers etc.

madule, 30 that vou can zend documents designed in
VinylMaster Pro to people to view.

To continue with the Wizard, click on the “Next” button,
shown on the left, and the next stage will come up, as shown
overleaf.

3

< Back | Mext > | Cancel |

LO Forward & Backward Buttons

The next stage is type in your details. To do this click directly below the “E” in “Enter” shown overleaf, next type
in your details using the “Tab” key to return to the start of the next line.

If these details are to be used regularly, click on the “Save Default Details” button, shown overleaf, and whenever
opening the Wizard again, click on the “Open Default Details” button, also shown overleaf, and your Default
Details will come up.
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[,:?j Portable ¥iewing Module Wizard ¥1.50

Your Company Information
“our Standard Company details. = E

Enter your company details here
Intemational Business Systems

1 Future Corporation Drive

Some toven. Somewhere, US4 10001

< Back Mert > Cancel

[Jj Portable ¥iewing Module Wizard ¥1.50

Job Info
Set information relating to this particular job.

Dear John Citizen

He: Proof as Aequested

Job Details

Size: 36"« 36"

Colors: As Specified

Substrate: 0.25" Careflute

Fixing: To existing fence with st proof screws
Time to Complete: 2 Working Days

Price: $150

Temms: C.O.D

@ Portable ¥iewing Module Wizard ¥1.50

Graphic Template File
[Mo Graphic Template Loaded)

= Select

Cancel |

< Back fEnt > |

'ortable ¥iewing Module Wizard ¥1.50
Graphic Template File
CAMPROASAMPLES\TAREAWAY \wMF

Niroz Opresnn

= Select

VinylMaster Pro

E mailer 29 -5

Once your Details are typed in and are correct, click on the
“Next” button, and the Job Information stage will come up, as
shown on the left (3).

Save/Open Details

As with typing in your Details, type in the information about
the job you’d like your customer to see.

Type in your Details

Note, it is not necessary to type in any information here, this
section is entirely at your discretion.

Once the Job Information is typed in and is correct, click on
the “Next” button, and the Load Graphic Template stage will
come up, as shown on the left (4).

Type in Job Information

At this point you must tell the Wizard which file you wish to
send to the E Mailer. In this example the “Takeaway.wmf”
file will be used, as shown bottom left.

i E3

=6l @ d =

Select Graphical Template

Look in: I 5] samples

Gracer].wrmf L. .
Girocer2. wmf Open from Directory
G 3wk

peT < Existing Files

Patielzhp. wmf

l—o Name of File to Open

ITakeawa_l,l.wmf Open

o |
=] Cancel |

File name:

Fies of type:  [\windows Metafils

[~ Open as iead-only

Select File

To load a Template (Proof), click on the “Select” button,
shown on the left and the “Open Template” window will
come up, also shown above. To proceed, click on the required
file “takeaway.wmf” next click on the “OK” button, and the
Selected File will appear back in the Wizard, as shown on the
left (5).

Once the correct file is selected, click on the “Next” button,
and the Applications Settings stage will come up, as shown
overleaf.

Selected File
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[E] Portabia Vi e R ] At this point you must tell the Wizard whether or not the
Application Setlings Default settings are correct, if not they must be changed.
These settings allow you to customize the final viewing
madule, including the text that i displaved in the top
caption bar, etc
Fiename [ee)  [viewmeere | ] Change Filename
Application Title .
S : Filename:
FEEEER This is defaulted to “viewme.exe” which is an executable file
SecuiyPassod [ | (a program). To change the name of the program, click on the
7 Mar . “Change Filename” button, shown above and the “Change
SR CDmDIESSIDn . . . . . . .
Filename” window will come up. To do this, click in the
Back | e | Finish | “Name of Program to Save As” window, shown below
and type in the name for the file (program), next check that the Filonamelloleioals KA E3
Directory (Folder) and Drive Location are correct, then click on Saven: | 3 samples =l & @ e
the “OK” button, and the file (program) will be saved under the X ——

= Viewrme 2. exe

name it was given. Note, for more information on the Save As
module, see Topic 2.6 on page 2-5.

Application Title:
This is defaulted to “Digital Proof” which is the name of the

Application that appears when you send the proof via the Fiename: | save |
Internet or by Floppy or Zip Disk etc. To change the name of the Save as tpe: [Evcoutable B Cancel |

Application, click in the “Application Title” box, shown above,
and type in a New Title.

I Dpen as read-only

Window Caption:

This is defaulted to “FutureMAIL” which is the name of the Portable Viewing Module’s Screen that appears when
you send the proof via the Internet or by Floppy Disk. To change the name of the Window Caption, click in the
“Window Caption” box, shown above, and type in a New Caption.

Security Password:

This option is used when a proof is being either E Mailed or placed on Floppy Disk where you only want the
recipient to view the proof. To implement this option, click in the “Security Password” box, shown above, and
type in a Password that is easy to remember and is no more than 20 characters long. Note, if this option is used you
must type in this password to view the proof, once created.

Maximum Compression:

This option is used to minimize the amount of memory that the E Mailer requires once created, and should be
checked for those who can only accept small E Mails. To do this Click in the “Maximum Compression” check
box, shown above, and the program will create the Portable Viewing Module as small as it can. Once all the options
have been set and are correct, the next stage is to create the Portable Viewing Module that will contain the proof.

29.4.1 Create a Portable Viewing Module (E Mailer)

To do this click on the “Finish” button, shown above and click on “OK” to proceed and the “Portable Viewing
Module” will come up, as shown on page 29 - 1. At this point the Portable Viewing Module is a completely self
contained program that only requires Windows for it to operate. To E Mail the module simply attach it as per
normal in your E Mail Program i.e. Internet Explorer or Netscape, from the location you saved it to, under its name.

Note, the default settings, send itto: C:\vmpro\e mail\ viewme.exe

To open the Portable Viewing Module, once it arrives at its destination, either, click on it once and press “Enter” on
your keyboard, or double click on it, and it will automatically open. Note, you do not need VinylMaster Pro to
open this file.



www.future-1.com VinylMaster Pro Cutting 30 - 1

$7/30.0 Cutting Tools
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Cutting Tools that appear at the base of the VinylMaster Pro Drawing Area
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Cutting Tools that appear at the base of the VinylMaster Cut File Area

30.1 Cutting Tools Overview

VinylMaster Pro comes with a comprehensive range of cutting tools that give you innovative options to maximize
your production levels. Cutting in VinylMaster Pro has been designed as a simple step by step process that can be
either used to instantly cut out your designs, or to give you greater control on what and where you cut.

In short. The program takes any designed work and sends it directly to a program (Vinyl Spooler) that
communicates with your plotter for instant cutting. Or copies your design directly onto a vinyl page (without
effecting the original) into a purpose built Cutting Module, where the items can then be nested, modified or left as
they are; from where they are sent to the Vinyl Spooler for instant cutting.

The advantage with the second method, is that the operator can clearly see their work on the vinyl and quickly and
easily nest their work manually or automatically, onto the vinyl which saves valuable time and expensive material.

The generated “Cut Files” can be saved off as separate documents for later use. Another advantage with this method
is that the Cut Files can have weed borders applied, the plotter’s cutting path can be optimized and set to creep
forwards to stop blade misalignment, along with several other innovative features.

To better illustrate this process you will find a schematic diagram on the following page with a full explanation of
how to use each and every feature of VinylMaster Pro’s Cutting Tools.

30.2 Vinyl Width versus Cut File Width - A Common & Costly Mistake!

It is critical, to-factor in the width of any Cut File you create when sending it to your plotter. All to often the user
will find themselves with a strip of vinyl where the tops of all the letters haven’t been cut out, or it appears the
entire cut file has been cut in the wrong position.

This problem nearly always relates to the relationship between what was designed and the width of the vinyl
actually in plotter. The fact is you can not cut a 30” (760mm) wide Cut File onto 30” vinyl! This is because the
plotter’s pinch rollers or sprockets need at least 3/8” (10mm) each - often more, depending on the plotter. Which
means the Cut File can not be more than approx. 29.25” (742mm) wide.

By allowing for this each and every time you design a Cut File, you will not experience this frustrating and quite
often - costly mistake. Measure or know the material on hand’s width before setting up your Cut Files.
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30.3 Schematic Cutting Diagram

1. 7 4.4
Cold Drinks
Pies & Pasties
Hot Dogs
Ice Creams

STEP 1

VinylMaster Pro

Cutting 30 - 2

When cutting out a designed job such as this, you must decide which method best
suits you, material on hand, available time etc. This will become second nature
once you’ve become familiar with VinylMaster Pro.

In this example a job has been designed, with the following demonstrating the 3
possible methods of cutting it out.

STEP 2. Decide on which cutting method is to be used:

v
AUTO CUT (AIt+P)

Send all to the Vinyl Spooler
regardless of layout
(automatically color separates)

2 vingIMaster Pro Yinyl Spooler ¥1.50 A
e

etlings CultingView _About

Tlhilasier 710 a3

iryl Spacler Module Version 1.50

Cut Que | Done | Repeats | Deleted | 35" Disk. |

Oy [Size | Color Date
Dicep Navy Blue Delaul Exien06/11/99 -

[kl Deep Navy Blue Defaul Exten08/11/93

-1 Black Default Extended 06/11/99

-1 61 Kelly Green Unlited 08/11/99

-1 Red THGISI1.VJB 11/11/99

-1 Blug SIGNLLT.VJE 12/11/98 J
Fied SIGNLLT VB 12/11/39

220 12/11/33
I Black SIGNLL1¥JB

ey

o 5 Patiom
Mo Wrge:

an Cosern

| EWMPRO\SPOOL\CURRENT 3511 120214ct File Size: 15 Kb

iy 0a - Test CutMow 68| Canesl

STEP 3.
Send to Plotter to be Cut Out by
the Plotter

Important:

No allowance is made for the
position or size of the Cut File.
This method should only be
used when the Cut File is
known to fit onto the Vinyl's
Width.

v
CUT SELECTED

Cut Out only the Selected Object/s
(automatically color separates)

<—Vinyl Travel =

Plotter

STEP 3.

Reposition Object/s as required
to minimize vinyl wastage

uadp moN

Plotter

STEP 4.
Send to the Vinyl Spooler
to be Cut Out by the Plotter

v
CUT PAGE

Cut Out the Entire Page
(automatically color separates)

oy o
Pies & Pasties )
Hot Dogs -
Ice Crel.ms 2
L -9
TAKE AWAY FOOD =
[]

-

-

)

-8

1Y

[]

-

-

)

[Now Open 2 o

STEP 3.

Reposition Objects as required
to minimize vinyl wastage

o D H
Cold Drinks ”
Pies & Pasties -
Hot Dogs i

Ice Creams -]
— -8
o [
: 8
]

§ o
™Y

Q

-

-

g 2
-8

STEP 4.
Send to the Vinyl Spooler
to be Cut Out by the Plotter
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30.4 Auto Cut

This feature is used to rapidly cut out selected objects where their layout is already acceptable as
it is, and will fit onto the vinyl page. There is an automatic rotate and weed border applied when
using Auto Cut, see the next topic for further information.

-_.l YinylMaster Pro ¥inyl Spooler ¥2.0

File Seftings Cutting “iew Help

To implement this feature, select on the item/s you wish to
= e e send to a “Cut File” in “Object Mode” and click on the
UJ‘uy]Mﬁ‘BIBI P!‘IJ ﬁ “Auto Cut” button, shown above, or press “Alt+P”. Now
Vinyl Spacler Module Version 2.00 ~ the selected item/s will be copied and automatically

CutQue | Done | FRepeats | Dested |  35°Disk | separated by color onto a Cut File and be directly sent to
the Vinyl Spooler ready for immediate cutting.

Default color Default Extended 08/05/00 . . .
Fied Defaul Extended 08/05/00 Note, when using this feature no allowance is made for the

St Blie Defol Exended. DR/5/00 items size or position, the program assumes that the file is
acceptable and will fit within the vinyl it will be cut to.
However the program will automatically position the items
’— See 250x3330n 08/05/00 to the beginning of the vinyl rather than just at any point, as
111 Vinyl: Black Default Extended Q’ Shown in the example below:

Esld Briil® As shown the selected items have been directly placed onto
[Pitwer & oo

HatDags a Cut File, ready to be cut out from the Vinyl Spooler, as
(2 G . .
they were in the job.

| C:AMPROMSPOOLNCURRENTASO00050800.tef  File Size: 18 Kb

Tip: This feature should only be used to cut out relatively small items

% | v . Cut Naw ﬁ| Bl | within a job to save time, and this method is recommended to be used

by experienced VinylMaster Pro users.

30.5 Weed Boxes and Automatically Rotating

Weed Boxes can be applied individually to any object or can be applied automatically whenever using “Auto Cut”
as discussed above. To apply an individual weed box to any object it must first be selected in “Object Mode”, next
click on the “Cut” menu, go down and click on “Add Weedbox” or press “Ctrl+W” on the keyboard.

By default VinylMaster Pro will add a weedbox and rotate the Cut File. Either of these can be turned on or off from
the “Cut” menu of VinylMaster Pro, by simply clicking on the command which places a check (tick) next to it.
Note, the automatic “Rotate” only applies to Cut Files that will fit within the width of the default vinyl size, see
Global Settings on page 30 - 1 for more information on setting this.

To adjust a weedboxe’s distance from the object, right click on the object, then go down and click on “Cutting”
next, click on the “Set Weedbox Offset” menu and type in an offset distance in the program’s current unit of
measure. Note, when changing the weedbox offset using this method the new offset applies to all weedboxes.

30.6 Cut Selected

This feature is used to send any selected objects to the Cutting Module, where they can be
positioned on the vinyl strip/s to be then sent to the Vinyl Spooler to be cut out.

To implement this feature, select on the item/s you wish to send to a “Cut File” in

“Object Mode” and click on the “Cut Selected” button, shown above. Now the

selected item/s will be copied and automatically separated by color onto a Cut File,
ready to be positioned for cutting to a plotter, at this time you are automatically

, | w - % @ taken to the Cutting Module. To go back to the Designing Area after you have sent
an item to be cut out, click on the “Switch between Cutting and Designing ”
Eo o el Lt % button, shown on the left.

— = ~ Go back to Drawing Area
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Cutting Module

Cutting 30 - 4

In this example all the black items were
selected and sent to the Cutting Module,
shown above as a Cut File.

As you can see the shadow area of the
arrow has been placed onto a second vinyl
tile (page or strip), as combined with the
other black items the Cut File is to wide
for the vinyl width. To reset the vinyl
width go to “Page Size” and type in a
new width, see Topic 25.4 on Page 25-2.

Once you have sent an item or items to a
Cut File you are presented with several
options and/or techniques in how you
wish to have the Cut File presented to the
Vinyl Spooler, which will in turn cut the
items out as you decide at this point, these
options are:

1. You can send the Cut File as it is, to the Vinyl Spooler to be cut out of strips of vinyl as the item/s are currently

positioned, or

2. You can manually reposition one or all of the items using your mouse and/ or positioning tools onto any area of
the vinyl strips, with this technique mainly used to save vinyl (see Topic 30.10 on page 30-9), or

3. You can use the program’s Automatic Squashing (Nesting) Tools to have the items automatically repositioned
onto the vinyl strips to use the minimum of vinyl (see Topic 30.110on page 30-10).

Send to the Spooler to be Cut
#l vingMaster Pro ¥2.0 [Untitied] M=
Fie Edt View Arange Layoul Test Took Cul CurveEd] Help

D"ﬁ'ﬂ@|xﬂﬂﬂm 000N E;‘Sgg:: Wogutoiz ¢ » ‘ B@-‘Du%|nm |[m-% @
AGE|FEr (5% 5 2 = GmJobLayﬁ%g
DEEE = M E S = T gn
e ]= :
afM =
S| REAWY XD - um
Al T Q <=
&l sweald 291 |9 , - =
| . = <—Vinyl Travel —» ‘la -
1 0
w|{ [Pies & Pasties g E E
| | (Cold Drinks ] =
2. - i
s A EH =
g 1 g =
S| Change Page =
Color g
8
- (B350 A % =
Fled [Diefak Ederded] 0 g =
Blue [Defaul Extended] & 0
A ]

ﬂ.uu

Cut File Color e
Selector Box

Delete Current
Cut File

—® The technique used above to minimize vinyl
wastage was effected by using a
combination of:

1. Breaking the 4 line paragraph of text into
4 individual lines (see Topic 13.16 on page
13-11), and

Along with these options you can also
change the color of the Cut File. To do
this, click on the “Change Page Color”
button, shown on the left and the “Color
Selection Module” will come up, as
shown on the following page, next click
on the new color and click on “OK” and
the Cut File’s color will automatically
change to the new selected color.

Note, the items themselves will not
change color, only the Cut File’s
reference color and name, where this is
important is in the Vinyl Spooler, as
another person maybe cutting the Cut
File out and will need to know the correct
vinyl color to use.

The Cut File can also be deleted. To do
this click on the “Delete” button, shown
on the left and the Cut File will be
permanently deleted. Note, this can not
be undone.

2. Positioning all the items by using the
program’s “Super Squash” tool (see Topic
30.11.1 on page 30-10)
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VinylMaster Pro

¥YinylM aster Pro Color Selection Module
[Code [Name [ Cost ]
Pallet: Feed ] Black % 0.005 -
Fallet: Vellow [ ] 90% Black. $0.00/7
Epen - 80% Black $ 00077
Fallet: Blue | 70% Black. $ 0,005
ol gt ] 60% Black 0,00/
3M Seatshoal ] 50% Black $ 0,00/
3M Cantraltas ) -
M Seotoheal Elestracut 40% Black $0.007¢
30 Seotcheal, Translucent Film 30% Black 3 0.005
31 Panafles, Paint on Paper ] o
M Ssatcheal Metalic Fim 20% Black 0007
M Seoteheal and Controltas Film 10% Black $0.007
31 Sectchiine Fisflective Film - Contraltac — Whits $0.007Y
3M Sectohlite Fieflective Film - Pressure Se
I Sectehite Reflective Film - Heat Aotivs - Blue £ 0005
31 Seotohiite High Intensity Fieflective Fil [ ] Cyar $0.00/7
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M Seotcheal - Spesial Effests Film Green 0005
M Seateheal - Diffuser Film “ellow $0.00M
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Alan Cal-Plus Film - Fed $0.007¢
Adlon Translucent Film | Magenta 3 0.005
arlon Fluorescent Film -
lan Metalized Polyesters, Mirar Finish Purple $0.00/¢
Ailan Reflecta-Cal, Reflective Film | Orange $0.005
Buscal Calendered 2 ear = Pink 5 0.0077
Autagraph I Calendersd Yingl :
Avveny ImaneMaker Plus J600 Series HiBrats 0] || M Dark Brown $0.00 4|
In Stack. &8 T fdd = FH Remove u:v% Editsfiry Ealors: | ak | Cancel |

|—0 Vinyl Brands |—0 Colors within a Selected Brand

Cutting 30 - 5

Once you have decided and implemented
which technique to use, the next stage is to
send the items as a Cut File to the Vinyl
Spooler so that you can cut the items out from
a plotter.

To do this, make sure that you are satisfied
with the layout of the Cut File/s, next click on
the “Send to Spooler to be Cut” button,
shown on the previous page, and the “Cutting
Options Module” will come up, as shown
and discussed on page 30-8, set your
parameters and the Cut File will be Spooled
ready to be cut from a plotter.

Note: Once a Cut File is sent to the Cutting
Options Module and then sent to the Vinyl

Spooler all the items within it become curves and can not be modified. However a Cut File can be saved retaining
all the items within it as text and objects as a (.VCF) file, which can be reloaded, modified and resent to the Vinyl

Spooler at any time.

To save a Cut File click on the “Save” button or press “Ctrl+S”on your keyboard and the “Save Module” will
come up (see Topic 2.6 on page 2-5) type in a file name and set the location you wish to save it to, next click on the
“OK” button, and the Cut File will be saved as a (.VCF) file.
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#. VinyMaster Pro ¥2.0 [Untitled]
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30.7 Cut Page

This feature is used to send the Current Page’s objects and text to the Cutting Module, where
they can then be positioned on the vinyl strip/s to be then sent to the Vinyl Spooler to be cut

Lolx]| To implement this feature, click on

the “Cut Page” button, shown

T 7r200in
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above and all the items on or
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around the current page will be

copied and automatically separated
by color onto a Cut File/s, ready to
be positioned for cutting to a
plotter.

= 1

8
f

0]

Note: Whenever a “Page” is sent
to the Cutting Module, this module
automatically comes up. To switch
between the original “Page” or
“Job Layout”, click on the
“Switch between the Cutting and
Designing ” button, as shown at
top on page 30-1.
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In this example, the black part of the job that was on the previous page is displayed below. As you can see the
shadow area of the arrow has been placed onto a second vinyl tile (page or strip), as combined with the other black
items the Cut File is to wide for the vinyl width. To reset the vinyl width go to “Sizing” and type in a new width.

Once you have sent an item or items to a Cut File you are presented with several options and/or techniques in how
you wish to have the Cut File presented to the Vinyl Spooler, which will in turn cut the items out as you decide at
this point, these options are:

1. You can send the Cut File as it is, to the Vinyl Spooler to be cut out of strips of vinyl as the item/s are currently
positioned, or

2. You can manually reposition one or all of the items using your mouse and or positioning tools onto any area of
the vinyl strips, with this technique mainly used to save vinyl (see Topic 30.10 on page 30-9), or

3. You can use the program’s Automatic Squashing (Nesting) Tools to have the items automatically repositioned
onto the vinyl strips to use the minimum of vinyl (see Topic 30.11on page 30-10).

Send to the Spooler to be Cut Along with these options you can also
P — o changg the color of the Cut File. To do
File Edt View Arange Layout Test Took Cut CurveEd| Help thlS, Chck on the “Change Page C0|OI"”

D & 6 | omn omn BUED Fomias -+ ce oo -5 @ button, shown on the left and the “Color
AGE|FER B = otoobLaymt 1 Selection Module” will come up, as
] “——f—=—m@  shown on the previous page, next click
g - — . = on the new color and click on “OK” and
v “” m - E the Cut File’s color will automatically
Al E 3 o change to the new selected color.
2|1 [ sweald 9 |_. . H
| | ' 299 < Vinyl Travel = ‘5 o|  Note, the items themselves will not
x|| [Pies & Pasties© = E change color, only the Cut File’s
| | |Cold Drinks % A = reference color and name, where this is
= \ T ~I8|  important is in the Vinyl Spooler, as
LR : 5 another person maybe cutting the Cut
S| Change Page E File out and will need to know the
r Colr e correct vinyl color to use.
| e © 0 & & e N meiesy 14 B USR8
e o & 0y [s3 g = QR E The Cut File can also be deleted. To do
e et Ereed y = = |84 Be this click on the “Delete” button, shown
Z= 2 F on the left and the Cut File will be
Cut File Color e— ° permanently deleted. Note, this can not
Selector Box The technique used above to minimize vinyl be undone.

wastage was effected by using a combination of:
Delete Current

Cut File 1. Breaking the 4 line paragraph of text into 4 2. Positioning all the items by using the program’s
individual lines (see Topic 13.16 on page 13-11) “Super Squash” tool (see Topic 30.11.1 on page 30-10)

Once you have decided and implemented which technique to use, the next stage is to send the items as a Cut File to
the Vinyl Spooler so that you can cut the items out from a plotter. To do this, make sure that you are satisfied with
the layout of the Cut File/s, next click on the “Send to Spooler to be Cut” button, shown above, and the “Cutting
Options Module” will come up, as shown and discussed on page 30-8, set your parameters and the Cut File will be
Spooled ready to be cut from a plotter.

Note, Once a Cut File is sent to the Cutting Options Module and then sent to the Vinyl Spooler all the items within
it become curves and can not be modified. However a Cut File can be saved retaining all the items within it as text
and objects as a (.VCF) file, which can be reloaded, modified and resent to the Vinyl Spooler at any time.

To save a Cut File click on the “Save” button or press “Ctrl+S”’on your keyboard and the “Save Module” will come
up (see Topic 2.6 on page 2-5) type in a file name and set the location you wish to save it to, next click on the “OK”
button, and the Cut File will be saved as a (.VCF) file.
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30.8 Cutting Options Module

This Module has been designed to prepare Cut Files, as
—Setting they have been set out in the Cutting Module, for the

24,0000 % 75.00 in Black [Default Extended]

Cut Tile Mumber [luantity: @

Vinyl Spooler - so that they may be cut out without any
further modification.

Note: To minimize confusion between a “page” that is

—Dption
| E W Auto wWeed Boxes
I~ Box around Tile

Wieed Box Offsst:  A————— 02000 = npiiise Path
Tile Dwerlap 00— 000in [ Creep Fomards

used for designing purposes in VinylMaster Pro and a
“vinyl page” that is used for setting out a Cut File in
the Cutting Module we have named a “vinyl page” a
“Tile” which refers to 1 (one) vinyl page or vinyl strip

Black [Default Extended
Fed [[efault Extended]
Elue [Default Extended]

to be placed in a plotter for cutting, with “Tiles”
referring to 2 (two) or more vinyl pages or strips.

Cut &l Eolorsl Cut Tiles | Cancel

30.8.1 Vinyl Tile (Page) Settings

Setting
21.65in » 120,00 in Elack [Default Extended]

Cut Tile Nurnber | 4 j Quantity: |1 E @
Ell Tiles
’
% —e Copies of Cut
4 E File/s
5
8 <« Tiles to be Cut

a
BIG!

Job

that needs
several

lles...

Sample Cut File of Several Tiles

This is the “Settings” area of the Cutting Options Module. From
here the Tile/s to be cut can be set along with how many copies
to be cut. To implement these settings you must first decide
whether you wish to cut out the entire Cut File or only a part of
the Cut File, as demonstrated on the next page.

In this example on the left there are several Tiles to be cut out,
however you are given the choice whether to cut out all the
Tiles or a particular Tile.

To do this, click on the drop down arrow of the “Tiles to be
Cut” Box, shown on the left, and select on the Tile to be cut out,
or select on “All Tiles” to cut out each and every Tile that is
currently displayed in the Cut File, in the Cutting Module of
VinylMaster Pro (this is the file you used to get to this stage).

The next step is to nominate how many copies you require to be
cut out. To do this either click in the “Copies of Cut File/s”
Box, shown on the left and type in the “Quantity” to be cut out,
or on the up and down arrows to add to or subtract from the
“Quantity”.

When all this information is sent to the Vinyl Spooler it will
display the Tile or Tiles you have nominated to be cut out and
the quantity to be cut. It will also automatically deduct each
time a copy is cut out, of the Cut File - so you always know
how many copies are left to be cut out.

Once you have set all this information the next step (if required)
is to set any further options like automatic weed boxes etc., as
discussed in the next Topic on the next page.
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30.8.2 Weeding Boxes and Options

Option This is the “Options” area of the Cutting Options Module. From
| oo I'Z*;zf;!z:jﬁ:es here “_Weeding Bpxes” and “Tile Bpxes” can be applied to the.
WeedBoxDiset  ———— 020 - goginie Cut File, glong with the “Off'Se't"’ distance from the item/s within
Tl @ik B 000in| [ Crasp Fonward: the Cut File. Along with Optimizing the Plotters “Path” and
4 4 whether or not for the plotter to “Creep Forwards” for long and
Off Set Distances .J L Plotter difficult Cut Files. These features are used to minimize production
Weeding Options e— Options times, by making it easier to weed out Cut Files and to minimize

the plotters traveling distance.

Creep Forwards has been specifically designed to allow a plotter to cut extraordinarily long Cut Files, as it
minimizes the plotters forward and reverse travel so that the vinyl won’t run off the plotter’s rollers - it is
recommended that Cut Files do not exceed 50 feet (15 meters). Note, when using Creep Forwards run your vinyl,
the full length of the Cut File through the plotter by either using the “Test Area” feature of the Vinyl Spooler, (see
Topic 31.8 on page 31-5) or by using the plotters on board roller commands (refer to your plotter’s operator’s
manual) prior to commencing the actual cut.

To implement any one of these settings, click in the options “Check Box” to nominate the option, and once again to
. turn the option off, for example. “Auto Weed Boxes” is

ut File Viewing Module.

~ e e nominated as “On”, as shown above.

lat = |50  offset 0.0mm ‘ I~ Dirsft et
To adjust the “Off Set” distances, click on the appropriate slider

D and drag it to the right to increase the off set distance, and to the
left to decrease it or to reset it at 0.00 inches or mm.

D In the example on the left “BIG!!” has had a 0.20” (Smm)
weeding box applied to it. This will simplify weeding the vinyl
around the text and will assist to decrease wasted production time.

30.8.3 Tile Overlap - Over Wide Cut Files

Option This feature is used to overcome the problem when a Cut File is
! = ESETQ:‘SE:S oS actually wider than the vinyl it’s being cut to, as shown in the
WesdBox Oifsst. ———— 020in 0 v Path example below. This text and clipart image are wider than the vinyl
Tile Overlap B 000in| [~ Creep Forwards they’re being cut from and will therefore need to be cut from 2
Tiles (Pages).
Tile Overlap o —e Box around Tile
1 - By using the Tile Overlap feature the text and clipart can be

cut out from 2 or more Tiles (Pages) with a preset overlap
amount. So that when laying out the vinyl letters and clipart
image on the job either one has, the top half overlapping
and going over the bottom half, or has the bottom half
overlapping and going over the top half - with either of
them being overlapped by the preset distance.

The advantage with this feature is that normal vinyl
shrinkage over time will not create an undesirable gap

between the top and bottom halves of the job, as long as sufficient overlapping has been allowed for.

Generally speaking by allowing a 3/8 inch (10mm) overlap, typical vinyl shrinkage will not effect a vinyl sign (as
demonstrated above) over its lifetime, however you are recommended to refer to your vinyl manufacturer for exact
specifications and performance to calculate a more accurate vinyl overlap for your application.
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To implement this feature, click in the “Box Around Tile” check box, as shown on the previous page. Next, decide
on the overlap distance and click on the “Tile Overlap Slider Bar” and drag it to the right to increase the overlap
distance, and to the left to decrease it. While doing this you will see an “Overlap” line appear along the length of
the Tile (Page) also shown on the previous page. This line is an approximation of how much the two Cut Files will
overlap each other once cut out.

Note, whenever using Tile Overlap it is important to allow for the overlap itself - as when used the Tile’s (Page’s)
width is increased by the same factor, for example if two or more 30” (760mm) wide Tiles had to be cut out with a
Tile Overlap of say 3/8 of an inch (10mm) a 30”+3/8” (770mm) wide cuttable area of vinyl would need to be placed
in the plotter for cutting. To compensate for this, it is recommended to set your Tile (Page) width narrower to allow
for any Tile Overlap you may wish to use (see Topic 25.4 on page 25-2) e.g. set the Vinyl Width to 28.5” (723mm).

30.9 Sending Cut Files to the Vinyl Spooler

Once all the Settings and Options have been made the next
~Setting step is to “Send” the required Cut Files to the Vinyl Spooler.

2400 in % 7B.00n Elack  [Default Extended]
; - » Every Color and Tile can be sent to the Vinyl Spooler by
Cut Tile Mumber | 20 Til - Buantity: |1 =] . /
@ clicking on the “Cut All Colors” button, shown on the left.
When clicked the “Spool All Colors” window will come up.

—0Option

| E [V &t Weed Bpkes ) ) ) )

— [ e i If you wish to proceed, click on “Yes” if not you can click on

\T’\;ZBDC'V:::"SBt i EEE :: ng:;?o:?;?ds “No” to be returned to the Cuiting Options Module as it was.
By clicking on “Yes” each and every Cut File regardless of

Color and amount will be sent directly to the Vinyl Spooler,

Default Eutended . . . . .
Fied [Default Extended] with this the final stage in the cutting process. (see Topic

e Defaul Ertended] 31.0 on page 31-1 Vinyl Spooler).

T Carcel | To send a specific Cut File or the full set of Cut File’s of the
same Color, click on the “Cut Tiles” button, shown above,
i and whatever has been set in the Settings area of the Cutting
ﬁ]in\c;isnsl\/ g&g:ﬁ File to ¢ fgg?:tsegnguihlfile Options Module will be sent to the vinyl Spooler with this
to the Vinyl Spooler  the final stage in the cutting process.

] (& [& | 30.10.1 Rotate Tools

T—o Rotate selected anticlockwise by 90 degrees
———=@ Rotate selected by 180 degrees

————————e Rotate selected clockwise by 90 degrees

The Rotate Tools are used to manually position text and/or objects within a Cut File to minimize vinyl use. To
implement any one of these tools, select the item/s to be rotated in “Object Mode”, next click on the required
“Rotate Tool”, and the selected item/s will automatically rotate as commanded.

& [ [ | 30.10.2 Align Tools

T—o Align selected to the bottom of the page
———=e Align selected to the top of the page

——————————e Align selected to the left of the page

The Align Tools are used to manually position text and/or objects within a Cut File to minimize vinyl use. To
implement any one of these tools, select the item/s to be aligned in “Object Mode”, next click on the required
“Align Tool”, and the selected item/s will automatically align as commanded.
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1%|| 30.11 (Nesting) Quick Squash

The Quick Squash Tool is used to automatically position text and/or objects within a Cut File to minimize layout
time and vinyl wastage. To implement this tool the program must be in Cutting Mode with a Cut File present, next
click on the “Quick Squash” button, shown above and the “Quick Squash - Vinyl Optimization” Screen will
come up as shown below.

Quick Squash “Vinyl Optimization ThlS mOdule prOVideS detaﬂs Of the Cut Flle along Wlth

L being able to set the Gap Width and to nominate Best
Winyl Uzed 154 mrm 1y . . . . .
R Squash, and will immediately begin squashing the items
Mo of Objects: 1 onto the Cut Flle

—Page Size—————————
Page Widih 2,000 To change the Gap Width or select Best Squash, click on
PageHeight | B50 “Stop”, and the module will go into wait mode. The Gap

Width is the distance set between the items as they are

Gapwidh [ &

squashed onto the Cut File, this is preset to 0.20” (Smm)
and can be changed by clicking in the “Gap Width” box,
shown on left and typing in the required distance, and then
pressing “Enter” on the keyboard, next click on “Squash” (which appears after stopping a squash while in
progress) and the program will recommence its squashing routine. To select “Best Squash” click in the Best
Squash “Check Box”, shown above, and then click on “Squash” to recommence the squashing routine, and the
program will use the best possible squash in a given time. Note, when selecting “Best Squash” the program takes
more time to reposition the items onto the Cut File.

I Best Squash Squash | ok Cancel

If no changes are made while the module squashes the Cut File it will automatically complete its routine and wait
until the “OK” button is clicked. The Squashing Routine can be stopped at any time, and either be canceled or have
the results of the squashing created up until that point used on the Cut File, by clicking on “OK”.

5= | 30.11.1 (Nesting) Super Squash

The Super Squash Tool is used to automatically position text and/or objects within a Cut File to minimize layout
time and material wastage. To implement this tool the program must be in Cutting Mode with a Cut File present,
next click on the “Super Squash” button, shown above and the “Super Squash Module” Screen will come up, as
shown below. This module provides details of the Cut File along with being able to nominate Best Squash, and will

immediately begin squashing the items onto

~Information——————— the Cut File. To select Best Squash, click on

:inyl [u;eq- 1D a0 m “Stop”, and the module will go into wait
e D“;'i';its_ o1 mode, next click in the Best Squash “Check
Attempts: 11 Box”, shown on left, and then click on

inyl Page Size:

“Squash” (which appears after stopping a
Fage widh squash while in progress)and the squashing
Paae Heioh [ - | routine will recommence, and the program
Best Squash [ Cunent Attempt: 1320 Best Atterpt: 1400 will use the best possible squash in a given

b T (3 2
oo e MMM @ | |0 T e e t repociton the

items onto the Cut File. If no changes are made while the module Super Squashes the Cut File it will automatically
complete its routine and generate the results directly onto the Cut File. However, the Super Squashing Routine can
be stopped at any time, and either be canceled or have the results of the squashing created up until that point used
on the Cut File, by clicking on “OK”.

Note, in Super Squash mode it may take up to 100 attempts to find the absolute ultimate squash, even more for
several Tiles of Cut Files, however as a rule of thumb the program will Super Squash a Cut File within 10 attempts,
with anymore than this only saving a negligible amount of material.
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31.0 Vinyl Spooler

_-__.l ¥inylM aster Pro ¥inyl Spooler mI= B
Menus File  Settings Cuting View Help
Continually Cut s L '
Out, Cut Files ‘ \ ! “INY L ! P!D ?
Completed Cut Sty e sion 250 — Deleted Cut Files
Files
Cut Files to be Cut Que | Done | Repeats | Deleted | 25" Digk, Cut Files on
Cut Out Floppy Disk
utu |E!ty |Size |I:|:|I|:|r _ | ['J_ate
1 Black Detault Extended 05/30/02 s
i Red Defaul Extended 05/30/02
Preview of Vinyl 11 Fed Default Extended 05/30/02 < Date Cut File
Color Rl Blue Default Extendsd 05/30/02 Created mm/dd/yy
Fied Brown Default Extended 4@tk Color of Cut File
Quantity Cut Out 11 Spring Green Default Extendec05/30/02
of Quantity to be el Errermer args Size of selected
Cut Out 3 B|a;fk’ Ao Calon | 05/30/02 - Cut File
Size of Cut Files Size 2302306 in 05/20/02 ¢———— Date Selected
Tl Cut File Created

Wil Black Default Extended

Quantity Cut Out

of Quantity to be gﬁ'ﬁgﬁ;ebcmd

Cut Out of selected

Cut File Color of selected
Cut Fill

Launch .

Speed Weed Preview of Cut
File

Path and

Serial No. of the
selected Cut File

Launch Plotter % — =]~ |
Setup Module | E TAESt Cuhion ﬁ Conce
Send Test Cut to Plotter @ —® Send selected Cut File to Plotter
Launch Cut File Viewing Module

Size of selected
Cut File

| C:MPROMSPOOLACURRENTAO02053000.tf  File Size: 23kb €————

Cancel this Session

Pre-Test Cutting Area, Prior to Cutting Out Cut File

Send selected Cut File to a Specified Destination
31.1 Vinyl Spooler Overview

This Vinyl Spooler is the final stage in the cutting process and is used to manage your Cut Files and communicate
directly with your plotter. It is important that you note, that VinylMaster Pro does not use “Drivers” to communicate
with any brand or model of plotter. The program uses the plotter’s instruction set or language to instruct it what files
to cut out and where. To set up your plotter to work with VinylMaster Pro see Topic 32.0 on page 32-1. You must
set up your plotter prior to cutting out any files from the Vinyl Spooler for it to work correctly.

The Vinyl Spooler stores Cut Files in the Cut Que as they are generated from VinylMaster Pro with the Cut Files
details, such as color, time and date created and physical size etc. It also stores a preview of the Cut File so it may
be viewed prior to cutting. As Cut Files are cut out they are then sent to the Done list and can either be deleted or
sent to Repeats or another location i.e. over a Network.

The Vinyl Spooler can also be used to pre-test the cutting area on the vinyl sheet itself, just prior to cutting out a
file. This procedure is used to ensure the Vinyl length and width can accommodate the file’s physical size about to
be cut out. It also ensures that the Vinyl is running true in the plotter and will not run of the rollers or sprockets.
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31.2 Vinyl Spooler Cut Files

Continually Cut Out, Cut Files
Completed Cut Files Deleted Cut Files
Cut Files to be Cut Out o—l ‘ l—. Cut Files on Floppy Disk
v v

Cut Qe Dane Hepeats Deleted 3.5" Disk I
[ Oy |Size |CDIO[ [Date
. - 3 Black Alon Calon |1 038/08/01
| Il 14 Tomata Fed Arlon Calan (1 0a/08/01
| ElE 18 Olyrnpic Blus Arlon Calan 1 0s/08/0
Cut Files to be Cut Out I G2 & Brown Arlon Calon 1| 0s/08/01

343 59 Imitation Gold Ardon Calon 1) na/08/01
| LK B9 Apple Green Arlon Calan (1 08/08/01
33 &7 Primioze Yellow Afdon Calon |l 08/08/01 <@ 5. Date Cut File Created
A A A y' N

1. Preview Color of Cut File e—

2. Quantity Cut Out of Quantity e— —ae 3. Size of Cut Files '—® 4. Intended Color of Cut File
to be Cut Out

The Vinyl Spooler displays each Cut File separately and allows you to manage these files similar to how you would
other files on your computer. For example, these files can be moved from one list to another, be sent across a
network and be deleted.

The Cut Files themselves also come with information that is displayed in the Vinyl Spooler. This information can
greatly assist when cutting out your work and save making costly mistakes.

This information is explained as follows:

1. Preview Color - Actual Color Preview of the Cut File’s intended color.
2. Copies to be Cut Out - Lists the amount of Copies to be Cut Out, along with how many have already been Cut

Out, as follows:
2/3

Copies Remaining to be Cut Out O—T T—o Total Amount of Copies to be Cut Out

The “Amount already Cut Out” as shown above, automatically reduces after each copy is successfully Cut Out by
the plotter.

3. Size of Cut File - Displayed as the Vinyl’s width by the Cut File’s Length (When actually cutting out, these
measurements must fit easily within the actual vinyl’s physical dimensions in the plotter) Note, the unit measure
displayed i.e. in or mm is the unit measure currently set in VinylMaster Pro.

4. Color of Cut File - Name of the Color of the item/s within the Cut File as set in VinylMaster Pro.

5. Date Cut File Created - The date on which the Cut File was sent to the Vinyl Spooler. Note, the date format used
is that of the computer the file was generated on i.e. U.S. Date format would use the month first then the day etc.

31.3 Save Cut Files as curves for use back in VinylMaster Pro

For convenience, any Cut File can be saved as a “.crv” curve file for use in the VinylMaster Pro Drawing Area. To
do this you must first select a Cut File from the list in the Vinyl Spooler, next click on the “File” menu and go down
and click on “Save Curves” and you will be prompted to save the Cut File as a curve “.crv” file on the HDD. To
open this file in VinylMaster Pro it must be imported as a “.crv” file, see Topic 10.
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31.4 Transferring and Managing Cut Files

Transfer Cut Files —\
\
‘ |C:WMF'F!D'\SPEIEI WCURREMTYO01031300.tef  File Size: B Kb ‘
% e | m = Test Cut Mow ﬁl Cancel |
Send All o Floppy Digk,
Send a multiple selection of Cut @ —¥
Files to Floppy Disk Send to Floppy Disk  <€—1—@ Send selected Cut File to Floppy Disk
Send to Repeats <4 Send selected Cut File to Repeats
Send ta Location <o Send selected Cut File to a Mapped Network Drive

The Vinyl Spooler has been designed to manage Cut Files so that they can be easily transferred over a network or to
Floppy Disk to be then Cut Out by another computer and/or plotter, along with transferring Cut Files to Repeats
where they can re-cut as many times as is required and also deleting Cut Files once completed. These commands
are implemented as follows:

Cut Files to be Cut Out - These Cut Files are automatically transferred to the “Done List” shown on the previous
page, after the last copy has been Cut Out, where they can be either transferred to the Deleted List or be sent to the
Repeats List, as is required.

Transferring Cut Files to Floppy Disk - The Cut Files in the “Cut Que, Done List, Repeat List or the Deleted
List” can be transferred to Floppy Disk by selecting the “Cut File” to be transferred. To do this, make sure you have
a Floppy Disk inserted into your computer with enough disk space on it to save the File to, next, click on the
required “Cut File” and then click on the “Transfer Cut Files” button, shown above, next, click on the “Send to
Floppy Disk” menu, and the selected Cut File will automatically save onto the inserted Floppy Disk.

Transferring Cut File/s to the Repeats List - The Cut Files in the “Cut Que, Done List, Deleted List, or on
Floppy Disk” can be transferred to the Repeats List by selecting the “Cut File” to be transferred. To do this, click
on the required “Cut File/s” and then click on the “Transfer Cut Files” button, shown on the previous page, next,
click on the “Send to Repeats” menu, and the selected Cut File/s will automatically transfer to the Repeats List.

Transferring Cut File/s to the Delete List - The Cut Files in the “Cut Que, Done List, Repeats List, or on Floppy
Disk” can be transferred to the Deleted List by selecting the “Cut File” to be transferred. To do this, click on the
required “Cut File/s” and then click on the “Delete Selected Cut File/s” button, shown on the previous page, and
the selected Cut File/s will automatically transfer to the Deleted List.

Permanently Deleting Cut File/s - All the Cut Files in the Deleted List are usually no longer required and can be
permanently Deleted. To do this click on the required “Cut File/s”, next click on the “Delete Selected Cut File/s”
button, shown on the previous page, and the selected Cut File/s will automatically be permanently Deleted. Note,

once Permanently Deleted the original Cut File can no longer be recovered.

31.5 Cutting Over a Network (Have your Windows Documentation Available)

To cut over a network the computer that communicates directly with the plotter must have a registered copy of
Vinyl Master Pro present. Next this computer must have a “Shared Folder” that is visible to the other computers on
the network where you wish to send the Cut File/s from.

To setup the “Shared Folder” you must first choose or create a folder and allow it to be shared over the network.

It is recommended to share the “C:\vmpro\spool\current folder”, as this folder is used by VinylMaster Pro to store
all other Cut Files. To do this open “Windows Explorer” via the “Windows Start Button” and go to this folder or
any other folder you intend to use as the “Shared Folder”, next right click on the folder, go down and click on
“Sharing”, as shown overleaf.
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Next the “Current Properties” window, will come up, as shown in center below.

@  Next, click on the “Shared As” check box, as shown below, then in the “Full”
| He Edi Yew Go Favoites ook He check box, also shown below and click on the “OK” button, and the selected
« =5 | ¥ folder will become a “Shared Folder”.
Eack Ecrward Up Cut
J Addiess I(;] 3% .
— —— [ ——— Z[x] @ The next stage is to set the Shared
03 oo = Generl Sharng | Fo!der as a Mapped Network
% Black:ms % Drive on the remote computer/s to
clipart .
) dae = € Not Shared send Cut Files from.
{7 Email [
~+{_] forts (i . l— ; -
{27 samples = Share Name: |CURRENT |_'=_|-- Metwark, Meighborhood (] @
EI{:I spoal [_j Bt I @ Erttire Metwork [ |
1 cue %:::10'9 Access Type: =
g dely Fird " Read-Only E
e E
2] Wehicles B0 AddtoZip £~ Ful o
-] Forc Bl Add ba currentzip " Depends on Password g
- T - —
o —— Explore
Ken Send To » Head- 0y Passwond: I =
Maz—— Dpen
mf?“ Ezf:y Full Access Password: I Eind...
its = )
--D i I = B3 Addto Zip
g \T,r:lt E::: Shartcut %
1 we:) = Create Shortout
w1 Rename ok | =4 —
=0 Fraperties o I T - Properties

To do this go to each remote computer and open “Windows Explorer”, next go to “Network Neighborhood” and
locate the “Shared Folder” on the Computer with the registered copy of VinylMaster Pro and the next right click
on the “Shared Folder” go down and click on “Map Network Drive”, as shown above on the right.

M.ap Network Drive EI=l| Next the “Map Network Drive” window will come up, as shown on
N = = x| the left. Next select a Drive letter and click on the “OK” button, and
the Shared Folder will now become a Mapped Network Drive for the
Path: S\Supenuserhoument Cancel |

remote computer to send VinylMaster Pro Cut Files to over the
network. To transfer a Cut File to a “Shared Folder” click on the
@ required “Cut File” and then click on the “Transfer Cut Files” button

as shown on the previous page, next click on the “Send to Location” menu, and the “Save As” window will come
up. From here select the appropriate network drive and select the “(H:)\vmpro\spool\current” path/directory on this
Mapped Network Drive and save the file with any name. Once done the drive with this transferred Cut File will
have it copied onto it. This Cut File will now appear in the Vinyl Spooler “Cut Que” on the destination (registered)
computer, ready to be cut out.

31.6 Cut File Cutting Log

The Cut File Cutting Log is used to view information on each and every Cut File that has been cut out. This
information includes the date, time, size and title of each and every cut file ever cut from the computer. To view the
Cut File Cutting Log, click on the “View” menu of the Vinyl Spooler, go down and click on “View Cutting Log”
and the Cutting Log will automatically come up as a text file with all the cut out Cut File’s information.

L | 31.7 Previewing the Cut File

The Preview Cut File command is used to Launch the Cut File Viewing module. This module provides a larger
preview of the Cut File than the Vinyl Spooler’s Cut File Preview Area, that can be zoomed into and out off.
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To implement this command a Cut File must be selected from any area of the Vinyl Spooler, next, click on the
“Preview Cut File” button, shown above or double click on the Cut File in the list and the “Cut File Viewing
Module” will come up as shown below.

Reset Zoom Zoom In Save Curve Data for VMP
Zoom to Selected Zoom Out Cut File Details

u' Cut File ¥izwinu Module.

------ + __ | Wiewing Scale:” X offset: 16.6 mm .
Ia 19.24 ¥ offset 222 mm I"Dratt <«—@ Draft View
g ® Plotter Path
rirs B
Bz E‘f\ﬁ ’ D
il
RSl
Esé{& Th ® quice brown f@“ o,
E§§§§ '@nun@ummwn}ox e
% % Ei _a qmck browm .
22 59 3 The guick brows fox fumps 0vs - < ® Preview of Cut File

Zoom Tools - To implement the Zoom to Selected Tool, click on the “Zoom to Selected Tool”, button shown
above, next draw a selection box using the mouse pointer around the area to be Zoomed to and the program will
automatically Zoom to the selected area. To implement any of the other Zoom Tools, simply click on them and they
will automatically “Zoom In, Out or to All” as instructed.

View Tools - To view a Draft View and Plotter Path, click in the “Draft View and Plotter Path” check box, and the
program will automatically show these details.

Note, you can Pan around the Cut File, by clicking anywhere within the Preview Area and holding down the mouse
button, and then moving the mouse around to Pan.

Extract Curves - To implement this tool, click on the “Extract Curves” button, as shown above and the “Save As”
window will come up as discussed in Topic 2.6 on page 2-5.

31.8 Pre-Test Cut File Area

Test ON Test OFF | «—e Test Off - No Pre-Test of the Cut File Area

T—o Test On - Pre-Tests the Cut File Area

The Pre-Test Command is used to ensure that the Vinyl is running true in the plotter and that the Cut File fits within
the Vinyl’s Width and Length, this is done prior to commencing with the cut.

This command is turned “ON” as a Default Setting in the Vinyl Spooler. To switch it “Off”, simply click on it and
the Pre-Test feature will be turned off. You are recommended to use this feature prior to every cut to save wasted
material.

Note, some plotters require re-inilization after performing a “Test Cut” in these cases it is recommended to turn the
“Test Cut” feature to off.
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31.9 Proceed With Cutting

-__.l YinylM aster Pro Vinyl Spooler ¥2.0
File Settings Cutting “iew Help

Jlnplliasior 210 &5

il Spooler Module Yersion 2.00

Cut Que | Done | Fepeats | Dreleted | 35" Disk

[Oty [Size [ Calor [Date
373 I Black, Aron Calon | 1217799 Selected Cut File to be Cut Out
343 3 Black &rlon Calon 11 12/11/99
343 14 Tamato Red Aron Calon 11 12411499
343 14 Tamato Red Aron Calon 11 12411499
343 EBlue Default Extended 12411499
343 8 Brown Arlon Calon 11 12411499
343 59 I mitati nll 12/11/99
343 B3 Applelbreen Arlon Calon || 12/11/99

Sizer 17.5231.00n 12411499
Winyl Black Ardon Calon I

Details Area of selected Cut File

Preview of Cut File

Mon | (S|t | SR
Turem| | S|t | Spm
R B | B | S

| C:AYMPROAVSPOOLACURRENTAII112000kef  File Size: 17 Kb

% (e ' Test Cut Now ﬁl Cancel |

Pre-Test Cutting Area On/Off J L Send selected Cut File to Plotter

Cutting from the Vinyl Spooler - is a straight forward procedure, as follows:

1. Select the “Cut File” to be cut out by clicking on it, which will highlight the Cut File as shown above, with its
details and preview brought up in the center area of the Vinyl Spooler Module, also shown above.

2. Make sure your plotter is plugged in and turned on and the Vinyl Spooler’s settings are configured to your
plotter, see Topic 32.0 on page 32-1. MAKE SURE TO CHECK YOUR VINYL WIDTH AND LENGTH COMPARED
TO THE CUT FILE BEFORE CUTTING, next click on the “Cut Now” button, shown above, and the plotter will do a
pretest of the area about to be cut, if successful the program will prompt you to - “Proceed With Cutting”, click on
“Yes” to proceed and the plotter will cut out the current Cut File, click on “No” to return back to the Vinyl Spooler.

31.10 Vinyl Spooler Menus and Shortcuts
The majority of tools that are discussed in the preceding topics can also be found in the Vinyl Spooler’s Menus,
which can be found under “File, Settings, Cutting, View and About” in the top left hand corner of the module, see

page 31-1.

To assist in fast development time all VinylMaster Pro Modules come with Keyboard Shortcut Keys. For the Vinyl
Spooler these are:

Function/Menu Shortcut Key/s

Hide Escape
Speed Weed Boxes Ctri+W

Cut Now Ctrl+C
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31.11 Speed Weed Module

Apply Speed Weed to Multiple Lines Apply Weed Box Vinyl Width
Apply Speed Weed to Single Line Create Line . o
Offset Distance (inches only) Optimize Plotters View Cut File with Plotter
Save Path Delete Selected

I8 Sp:ed Weed Creater /1.0
File Wdit Commands iM% DOptio

s, ]
Open Cut e» 2 [ | Oifsetn) [0.1875 2] (i il | £ 1 | 52 @) | vindsiee: 2600 [] CD Ty o

| & %—e Help
File [
Cut File e—» Ungroup/Group g
1—o Zoom Tools
K (see Topic 4 for
(=) more information
=
— [ gi—O Show Plotter’s Path

{ %, 1@ Select Inside

7a: #4—o Select All Items

OUEtHTE

K1 I 2| Zoom 1¢—e Zoom To All
[#: 1616 in, y: BEBin  [Size: 16.85in % 9.25in |Black [Untitled] |C:\WMPRONSPOOLACURRENTYONL 2

31.11.1 Speed Weed Overview

The Speed Weed Module has been designed to reduce the time it takes to weed out excess vinyl, after it has had a
job cut on it. This is done by placing a line through the items to be cut (usually text) along with a weeding border,
so that when weeded from the top left or right corner, only the vinyl above the Speed Weed line weeds out. This
greatly reduces letters sticking together and being difficult to work with. As this Speed Weed line does not cut
through the stroke or any internal contour of any letters, so the finished work appears no different than a normally
weeded cut file.

This method coupled with the correct cutting depth and offset, will allow you to remove excess vinyl at a far greater
rate than using conventional methods, almost allowing you to tear out the vinyl rather than carefully tugging at it.

31.11.2 Using the Speed Weed Module

The Speed Weed Module is implemented just prior to the cutting out of a Cut file. It is launched directly from the
Vinyl Spooler when a Cut File is selected (see Topic 31.9) and by clicking on the “Speed Weed Module” button,
shown at the top of the page. The Cut File is then opened in the Speed Weed Module, as shown above.

At this stage the user is presented with some options. These options include whether or not to apply a Speed Weed
or Weeding Border (Box) to one or some of the items within the Cut File or to apply a Speed Weed and Weeding
Border to the entire Cut File, along with Rotating and/or Deleting items within the Cut File. The following topics
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Explain what each button does and how to implement it. From here you can decide how to best use the Speed Weed
Module for you work and how you process it.

31.11.3 Open Cut File

Open Curtle The Open Cut File command can be used to open any existing Cut File from within
Seteccte o [E=] the vmpro\spool folder on the computer.
wa ;”3521301 TCF
L2 e Usually “C:\vmpro\spool\”

@n 00121304.TCF
= 00121305.TCF

To implement this command, click on the “Open Cut file” button, as shown above
and the “Open Cut File” Window will come up, as shown on the left. From here
Speed Waed navigate your way to the required Cut File, click on it and then on the “Load” button,

lodul . . .
y@%ﬁﬁsﬁ%@s as shown on the left and the selected Cut File will load into the Speed Weed Module,

as shown on the previous page.

[T \wmprohspoohCunent\ 01042600 TCF
L Preview of selected Cut File

31.11.4 Save Cut File

The Save Cut File command saves the current Cut File and any changes made to it. To implement this command
click on the “Save Cut File” button, as shown above. To save the Cut File as another file, click on the “File” menu,
next go down and click on the “Save as New” button and the Cut File will be saved as a new Cut File in the Cut
Que of the Vinyl Spooler.

Offset fin] |0.1250 31.11.5 Offset Distance

The Offset Distance command sets the distance (in inches only) between the edge of the Cut File and the Weeding
Box e.g. if you required a distance of a 1/4” (0.25”) (6mm) between the word Speed Weed, as shown on the
previous page and the Weeding Box around it, also shown on the previous page, you would set the Offset to 0.25,
by clicking on the “Up and Down” value arrows or typing in the value and pressing “Enter” on the keyboard.

31.11.6 Apply Speed Weed to a Single Line (Text or Objects)

To implement this command have a single line or a single object selected, by drawing a selection box (marquee)
around it and click on the “Apply Speed Weed” button, as shown above, and a Speed Weed will be applied to the
selected text or object.

E 31.11.7 Apply Speed Weed to Multiple Lines (Text or Objects)

To implement this command have any number of text or objects selected, by drawing a selection box (marquee)
around them and click on the “Apply Speed Weed” button, as shown above, and a Speed Weed will be applied to
the selected text and/or objects.

31.11.8 Apply Weed Box

To implement this command have any number of text or objects selected, by drawing a selection box (marquee)
around them and click on the “Apply Weed Box” button, as shown above, and a Weed Box will be applied to the
selected text and/or objects.

31.11.9 Create Line

To implement this command click on the “Create Line” button, as shown above, next go to any point on the Cut
File and click, next go to another point and click and so on, creating a polygon, when completed “Right” click and
the line will end at that point.
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-#/| 31.11.10 Optimize Plotter’s Path

To implement this command click on the “Optimize Plotter’s Path” button, as shown above, and the direction in
which the plotter was going to travel will be recalculated to minimize its movement.

"2 @) 31.11.11 Ungroup/Group

To implement this command have any number of text or objects selected, by drawing a selection box (marquee)
around them and click on either the “Ungroup/Group” button, as shown above, and as required and the selected
items will either Ungroup or Group.

For more information on this subject see Topic 2.12 on page 2-11.

Wirml Size; |24.EIEI ZI 31.11.12 Vinyl Size

The Vinyl Size command sets the vinyl width that you are currently working with. to get a better appreciation of
this use this setting with the “Show Plotter Position” command as discussed below. To implement this command
click on the “Up and Down” value arrows or typing in the value and pressing “Enter” on the keyboard. Be sure to
allow for the Plotter’s pinch roller’s width etc.

31.11.13 Show Plotter Position

To implement this command click on the “Show Plotter Position” button, as shown above, and the display mode
will change to show a sample plotter and the vinyl page (tile) shown within it. This clearly displays the
relationship of the Cut File on the vinyl.

31.11.14 Load Speed Weed into the Vinyl Spooler

To load the Cut File back into the Vinyl Spooler simply close out of the Speed Weed Module and you will be
prompted to proceed by saving the new Cut File, click on “Yes” to proceed and the Cut File will load back into the
Cut Que. If you do not want to overwrite the original Cut File, but require the changes just made (effectively two
Cut Files), click on the “File” menu, next go down and click on the “Save as New” button and the Cut File will
be saved as a new Cut File in the Cut Que of the Vinyl Spooler.
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31.12 Manual Reposition Module

Manual Repozition Module E3 |

Origin « @ T Top (x }r} :
Origin y 0.000
Tapx 0.000 y g"'r?g&i‘:]h“'“
Topy 9.234 S ]
Right {x.y)
Right = & 16.825 Ty I
, Plotter | L E é i
Right y & 0.000 Origin :
[~ Metric Units [mm) Cancel | R epozition

31.12.1 Manual Reposition Module Overview
The Manual Reposition Module is predominately used when printed artwork requires a Contour Cut placed around

it on a separate plotter/cutter from the printer the artwork was printed out from. This module can also skew and
rotate the Cut File to fit over the printed artwork to ensure an accurate result.

31.12.2 Using The Manual Reposition Module

.'=l.' YinylMaster Pro ¥inyl Spoc

Settings  Cutting  Wiew H
This module is used in conjunction with the Vinyl Spooler, and is set just
prior to cutting out the Cut File (Contour Cut) by clicking on “Manual
Repositioning” in the “Settings” Menu of the “Vinyl Spooler” as shown on
the right.

v Test Before Cutting
v Manual Positioning

v Cut to Plaotter
Save to Digk
Cut Screen Preview

However, you must first prepare the artwork in VinylMaster Pro to take full

advantage of this module, as explained in the following Topic. L jg i) i

Flotter Setup Utility

31.12.3 Preparing Artwork for the Manual Reposition Module

This is easily done by using a simple step by step method, but may change between different types of artwork and
different applications of the final work, therefore the following is a guide for typical applications, Note, Image
means a bitmap, jpeg or tiff picture (not vector (curve/path) artwork):

1. Select the artwork (usually a bitmap, jpeg or tiff file) and import (see Topic 10) it directly into VinylMaster Pro
and set it to the correct size on the page. Reset the page to allow at least 2 inches (S0mm) around the artwork,

Tip: for jobs with multiple images design one at a time and set the final layout last, or duplicate the original as many times as is
necessary at the final preparation stage.

2. The next stage is create a Contour Cut line around the image. To do this “Right Click” on the image and go down
and click on “Bitmap” and then on “Edit/Vectorize” and the image will be automatically loaded into the “Image
Tracing Module”, next click on the “Advanced” button,

3. Next follow the instructions as set out in Topic 19.8.4 Contour/Sillouette Cut which explain exactly how to create
a Contour Cut Line around the image,
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4. Once you have created a Contour Cut Line around the image and it is loaded back into VinylMaster pro the next
stage is to align the Image and the Contour Cut Line. To do this, you will mostly likely find the easiest method is to
use your mouse or nudge keys. Note, the Image boundary, is usually larger than the Contour Cut Line’s boundary.

5. Once aligned, the next stage is to decide whether or not you wish to outline the Contour Cut Line to create more
space between the image and the edge of the final job, or whether to leave it as it is. To outline the Contour Cut
Line (see Topic 21.5), once done you may have to delete the original Contour and reposition the new outline,

6. Once you are satisfied with the Contour Cut Line and its position over the image, click the “Select All” button or
draw a selection box (marquee) over both the items so that they become selected, next press “Ctrl+W” twice on the

keyboard and two weedboxes (one on top the other)will appear around both the items. Note, the weedbox sets itself
to the absolute boundaries of the image regardless of the image shape, plus the default offset distance (which can be
set in the VinylMaster Pro “Cut” Menu),

7. At this stage you need to separate the Image from the Contour Cut Line both with one weedbox onto separate
pages. To do this click on the “Select All” button or draw a selection box (marquee) over all the items so that they
become selected, next click on the “By Color” button (see Topic 2.27) and select the color of the Contour Cut Line
and both weedboxes (usually black) and only these items will become selected. Next press “Ctrl+M” on the
keyboard and click on “New Page” (see Topic 2.19.2) and then on the “OK” button, and the selected items will be
moved to the next page in line (usually Page 2). Next, click on the weedbox and then press “Ctrl+M” and move this
back to the page on which the Image is still present (usually Page 1.) Note, as there were two weedboxes one
should now be over the Image and the other still over the Contour Cut Line,

8. The next stage is to print out the Image with the weedbox present so that you can set the three origin points later
on. This can be done directly from VinylMaster Pro, FutureRIP (see Topic 28.0) or any other printing program. If
you are going to use another (third party) printing program you will need to export the Image with the weedbox as
either a bitmap (best) or as a jpeg (photos only) see Topic 10.5.

9. Once you have printed the Image with the weedbox onto the media, the next step is to place the media (print side
up) into the vinyl cutting plotter,

10. Next, set the media so that it is running true in the plotter and has enough media to cut out the Contour Cut Line
once you begin cutting. Next, you must go to and write down the three origin points that can be found in the
weedbox corners (ignoring the top right hand corner). To do this:

(i) make sure the plotter is turned on and that the Plotter’s Origin is set to 0,0 in the position shown in the example
below, and that each and every weedbox origin is further along the X axis i.e. has a positive value not a negative,

(i1) using the plotter’s arrow and menu controls position the head with a blade or pen present over each origin point,
as shown below, and record each position from the plotter’s information window:

Position Blade/
Pen over Origin
Points and take
X,Y positions LN

Plotter e—
Origin

Plotter e—»
Origin

Plotter arrow and menu controls
(will vary from model to model)
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31.12.4 Setting The Manual Reposition Module

Once you have the three origin point’s X and Y Coordinates written down. The next stage is to transfer this
information into the Manual Reposition Module.

To do this send the Contour Cut Line to the Vinyl Spooler (see Topic 30) with the weedbox included. Next, select
the Contour Cut Line’s Cut File and go up to and click on the “Settings” menu as shown on page 31-9 and click on
the “Manual Reposition” menu item, next click on the “Cut Now” button, as shown on page 31-1 and the “Manual
Reposition Module” will come up as shown below.

Top X,Y Coordinate Settings Box Weedbox Origin X,Y Coordinate Settings Box

M anual Repozition Module

- < Top (x.y} —e Example of X,Y Coordinates and
Originy & 0.000 ] how they relate to the Plotter’s
Origin
T ) Weedbox 9
op % 0.000 Origin
Topy 9234 S )
Right (x,y)
Rightx ® 16.825 T T
Righty 0.000 Bl L : i =
ahty igin .
Origin w_ ® Plotter’s Origin Point
I~ Mehic Units [mm) 4—| Cancel | Repasitian IG——O Proceed With Cut (using new
Coordinates)

—e Right X,Y Coordinate Settings Box I—o Use Metric Units (rather than Inches)

Next type in the X and Y Coordinates values in their respective value boxes, as shown above. Note, these values
may by in either inches or millimeters depending on how your plotter is setup or manufactured. The Manual
Reposition Module defaults to inches and can be set to millimeters by clicking in the “Metric Units (mm)” check
box, as shown above.

Take care to match the information you have taken from the plotter to the origin value boxes and that you are typing
in the correct X and Y Coordinates in the correct origin value box. Incorrectly setting these origins will ruin your
printed artwork.

NOTE: BEFORE PROCEEDING YOU ARE STRONGLY RECOMMENDED TO REMOVE THE BLADE
FROM YOUR PLOTTER AND TESTING THAT THE CUT FILE IS IN FACT CORRECTLY POSITIONED.

Once you are satisfied with the Coordinates typed in and are ready to proceed with the Contour Cut Line, set the
Plotter’s Origin back to 0,0 and click on the “Reposition” button, as shown above and the Plotter will commence
with cutting out the Cut File.

31.12.5 Keeping The Manual Reposition Module On

This module is turned on as discussed in Topic 31.12.2. This is the only way to engage this module as it would
become an irritation for normal cutting procedures.
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g 32.0 Plotter Setup

-__.l Plotter Setup

Plotter type | Custom Plotter
Destination | Cut directly to Plotter |

Part

| Advanced . Plotter Setup /ﬁl <- Click here to setup your plotter.

Cancel |

Emulation mode: [HPGL (Absctaz) 7]

Initialization String Lnits  mm; EE Baud Rate 1ggnp ﬁ
Pen Up Cormand: [PUPA e = |2 [rata Bitz O
Pen Down Command [FD Distance Factor |0.01 = @ @ @
Anole Factor [T =
Delimeter [ PRItk Flow % e
Terminator |; Trouble Shooting...
End of File: 2 — —
Return to Start T ‘J & Fi. ‘ 290
Default Prirter 1&; & = e
- @ TR ik on the help Exton or marenf.
nnnnnn ®» Q0
@ V| e st [+ () @ @ ‘ B TestOK- Updlte Stings |

[@-— o000

32.1 Plotter Setup Overview

VinylMaster Pro comes with a special setup utility that initiates the first time you attempt to setup your plotter. This
utility guides you right the way through to get your plotter working with VinylMaster Pro in the least amount of
time. There is also an advanced section for setting specific commands.

32.2 What you must know

Important! when setting up a plotter connected via a serial (communications or COM) port to your computer. There
are a large number of variables that need to be set correctly, in order for your plotter to work with VinylMaster Pro.
Therefore you must have your plotter’s manual available and/or the settings it currently uses, from an existing
software package currently communicating with your plotter. the reason why is because a plotter can have its
settings changed on the plotter itself, at any time and one incorrect setting can be the difference between a 5 minute
set up or a 5 hour legacy.

Note, If you are completely unfamiliar with the terminology used here and/or your plotter and other hardware you
are recommended to call on expert advice or help from someone familiar with your equipment. There are simply
too many factors at play and you will find it very frustrating if you don’t have a foundation of general knowledge.

32.3 Specific Brands of Plotters Troubleshooting Sheets

As there are so many brands of plotters and models, all with their own specifications and peculiarities we have
compiled help sheets on most brands of plotters. These sheets are available at www.future-1.com and from the last
window of the Plotter Setup Utility. They are in a standard text format and discuss known issues with various
plotters.

If you can not get your plotter working after going through this Manual, the Plotter Setup Utility and the Help
Sheets, print out the Troubleshooting Sheet, which you’ll find in the File menu of the Vinyl Spooler, and either fax,
e mail or post the details to the appropriate address which is printed on the inside front cover of this manual.
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32.4 Using the Plotter Setup Utility

o VinylMaster Pro Vinyl Spooler V2.0 The Plotter Setup Utility is automatically launched the first time
2 o e e B you attempt to set the plotter up. To do this, click on either one

U]Dy]mag‘!ﬂ} P}D ﬁ the “Configure Plotter” buttons, shown on the left, when in the

Winyl Scoler Mozle Version 200 Vinyl Spooler, and the Plotter Setup Module will come up with a

Cut Que | Dane | Repeats I Deleted | ﬁ”Dlsk | message, as ShOWl’l belOW.

[Gy [Size [ Color Joate

 EE 3 Black Ailon Calon |1 [1271/95 - -"; Plotter Setup

G2 3 Black &ron Calan 11 12411793

A 14 Tornato Red Adon Calorf — 12/11/39 Configure Ploffer...

| el 14 Tamato Red Aron Calogf 11 12/11/99 -

-, e Blue Default Extended 12/11/33 Confirm
3/3 1211/99 7

-2 Configure Plotter | 1211/ : ~ : X

- s TR T AT 1211198 = N Would you like to uge the Plotter Setup Utility to configure your plotter?

@ Uy 4, Ly | O w |

Advanced | Platter 5etup /ﬁl Cancel | 114
e
Tiowm| | e ]| mpen)
Wi | Bl ] Sl

| E.WPHD\SPDDL\CUHHENT\SSW11200.[:[ File Size: 17 Kb

If you have not set your plotter up or have a new plotter etc. click

= on the “Yes” button, and the Plotter Setup Utility will come up,
b = d = B as shown on left below.
% Plttor Sotup Uty (C) 1988 2000 Future Corporaton CEE (D The Plotter Setup Utility is used much the same as a
Plotter Setup Utitity normal “Wizard”is, except that it requires specific
Thi it s designd 0 e 300 v he s e 0 31 information about the plotter you are attempting to

1Fyou would ice mare information abiut haw ta use this modle ta setup you ploter, communicate with.

90 to the onine help on the CO for more informd

To use the Plotter Setup Utility click on the “Left &
iseane o the pover sewp ity Right” arrows, as shown on the left to navigate
e o e TR forward and backward through the utility, Right =
e Forward, Left = Backward.

procesdig.

1f you get stuck on any of the screens, you can

e e o o e As you navigate your way through the Plotter Setup
Utility it will require specific information typed into
various sections.

(’E\\ WerelnfEmmaten @ ‘ @ @

4 Plotter Setup Ulility (C] 1988-2000 Future Corporation 32.4.1 Plotter Emulation
m To set the plotter emulation, click on .. . .
Pilotter the button below to select your plotter This is set at the third window and relates to the
t. . .

L rom a s - instruction set (plotter language) that the plotter
PD:BREUEL L xivg If you wish ta know more about setting this option, . . . .
oo emaous sutee. click on the help button [botton left comer). requires to communicate with VinylMaster Pro.
PD; PRY1%4, 28630 EREE
PD;PR930L, 28686; ED;: Selleet gorm (iR

This language is usually HPGL, DMPL, GPGL or

B Plotter: Unlisted Plotter [HPGL) CSR. If your plotter i.e. a Gerber IVB (4B) does not
accept any one of these codes, you may need to use an
interface card to get your plotter to work with VMP.

Emulation mode:
;PRL0325,29167; To set the emulation click on the “Select Your

FD; FR10445,2%206; e i . . . . C .
PD;PRLOSET, 29242; PD:L = Plotter” button which is flashing in “Blue”, as shown
PD;PR106%1,2%376; PD:E: . . .

on the left. This will bring up the “Select Your Plotter

. . P Type” window, as shown overleaf.
e_ Mare |nformation @ ‘g

-® Select Plotter
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This list contains most makes and models of the

Select Plotter... AT | most common plotters available, with these listed
- alphabetically.
Select your platter from this list. If you do Graphtec FC-3212-90 ;l
not zee pour platter in this list, select the Graphtec FC-3212-180
Bl e (g e B To select your plotter from the list click on the
Graphtec FC-4100-100 “Brand and Model” of your plotter so that it

Graphtec JX1060

Graphtec FC-4100-130

becomes highlighted, next click on the “OK”

Graphtes J:<1120H
it | | button, as shown on the left.
, GRCS0
EEE:?E Note, if your plotter’s brand is listed but not the
h B correct model, click on the “Brand” name with its
24"VE Ulra Pro emulation as listed i.e. “CSR (HPGL)” chances are
AR a0 that this will also suit your model of plotter.
52" %E Ultra Pro _I
H DMPL e . . .
S If your plotter’s brand is not listed at all, click
Cancel | oK | “Unlisted Plotter (HPGL)” at the top or bottom of

the list, and then on the “OK” button.

Emulation mode: | HPGL [ Absolute )

‘H te |
HPGL [ Relative |
GPGL [ Absolute )
GPGL [ Relative
DMPL [ Abzolute |
DMPL [ Relative |
CSA

27T,

At this stage the emulation for the plotter you have selected will change
to suit this new emulation, in the drop selection down list as shown on
the left. The difference between Absolute and Relative is explained as
follows:

Absolute - This means that the Cut File will be cut out relative to the 0,0
origin point of the plotter. This is usually set at the left or right side at
the start of the vinyl page in the plotter.

Relative - This means that the Cut File will be cut out relative to the current position of the blade in the plotter. For
example “Relative” would be used when you wanted the next job to start at the end of the last job. As shown in the

examples below. Once the emulation is set

Absolute

you are to go to the next stage, overleaf.

5 d s

Relative
L

® PIotter@

LA fﬂE

ooo

Only use this Origin for VMP &

——@ 0,0 Origin Point &——

(either side may be in use depending

on the plotter’s onboard settings)

Note, the origin can also be set in the center on some plotters

<+—Vinyl Travel —»

I—O Origin Point set from last
cut point

Important - VinylMaster Pro works with the 0,0 Origin Point located on the right side of the plotter when looking at
it face on, or technically speaking in the lower left origin “Relevant” to the vinyl sheet, as shown above. There-fore
if your plotter’s origin is set to any other 0,0 origin point it will not function correctly with VinylMaster Pro.

Note, some models of plotters may have their settings changed on the machine itself. So despite the Plotter Setup

Utility setting an emulation, it may still be

incorrect because someone has changed the settings on the plotter itself.

Also several plotters use one of the above emulations or a proprietary emulation not listed. This is usually set as a
Mode and if the plotter is in the proprietary mode it will not work i.e. Roland plotters must be in Mode 2 for VMP.
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32.4.2 Port Selection

“& Platter Setup Utility (C) 1988-2000 Future Corporation L@ This is set at the fourth window and relates to the port
your computer uses to communicate with your plotter

Select the Port type you are using to

tranzmit to the plotter. through.

If wou are unsure, compare the end of the lead that
plugs into the plotter to the screen diagrams.

Nearly all plotters communicate through a serial or

Roeold communications port, abbreviated to “COM Port”, and
approximately half will also communicate through a
S R printer or parallel port, abbreviated to “LPT Port”.
#+ Serial Port [ Com ) .
Very few plotters communicate through other means
Ty, such as a USB or Infrared Port. For these plotters you
will need to set a “Generic Text Only Printer” as
(" Pinter Port [LPT: ] discussed in Topic 32.8 on page 32-8.
(,}\ o @ @ Therefore the type of port you intggd to use must now
) Vi @ ‘ be selected in the Plotter Setup Utility.

To select a type of port you must first decide what is available on your computer and what your plotter may
currently use. If you already have a working plotter connected to your computer using another software package, it
is recommended that you use this known port and settings to expedite this setup stage. If you have a new plotter or
a plotter that has never been previously set up you will need to locate a suitable port and its port identification
number (discussed in the next topic). To assist you in locating a suitable port the Plotter Setup Utility has diagrams
of what the port connections look like, as shown above. If you are unsure you can simply match the end of your
plotter’s cable to the correct diagram and you will know what type of port your plotter uses.

To set the type of port, click in the “Check Box” that matches your plotter’s type of port, as shown above. Next,
click on the “Right Arrow” to proceed to the next stage of the Plotter setup Utility.

32.4.3 Serial (COM) Port Settings
This is set at the fifth window and relates to the serial (COM) Port and its specific settings. For information on

. setting a parallel (LPT) Port, see the next topic. At this

stage you will be presented with a window stating that

& The Settings on thiz Screen Need to be set to match your Plotter! the settings must match that Of your plotters. ThlS
comes up because this stage is critical in the setup
process and is often under estimated as being of little
importance; which is quite incorrect.

+& Plotter 5etup Utility [C) 1988-2000 Future Corporation

Sevial Port... When setting up a COM Port there are two separate
Com Port areas that must be set. The first is the actual COM Port
Eonfiguration No. number i.e. COM 2 and the second is the actual way in
M N [2 DB-B58<1 PNF-H ]| [ & Newt] which the data is transmitted from the port to the
~Stop Bt Flow Canlrol plotter, this is known as the handshaking protocols.
Lol £ Honoff
2 & Hardware To set the COM Port number, you must know what
~Data Bi Paity number the COM Port you intend to use is. To find this
&8 ; gme out refer to your existing software package, or you may
WEN . . . .
7  Ddd have to use simple trial by error to establish which

COM Port is connected to your plotter.

“3

Baud Rat
’7[9500 recommended)
To select the COM Port number that is connected to the
@ e el @ ‘ @ @ plotter, click on the “COM Port” drop down box, as
shown on left and click on the COM Port being used.
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1. DB=85B=1 P=N F=x
1l 7
2. 1P=MNF

3 1 P=0F=x
4. 1P=0F=H
5. 1 P=E F=x
B. 1P=E F=H
7. 2 P=M F=
8. 2 P=M F=H
3. 2 P=0 F=x
10. DB=8 5B=2 P=0 F=H
11. DB=8 5B=2 P=E F=x
12. DB=8 5B=2 P=E F=H
13. DB=7 5B=1 P=N F=x
14. DB=7 5B=1 P=N F=H
15. DB=7 5B=1 P=0 F=xX
16. DB=7 5B=1 P=0 F=H
17. DB=7 5B=1 P=E F=x
18. DB=7 5B=1 P=E F=H
19. DB=7 5B=2 P=N F=x
20. DB=7 5B=2 P=MN F=H
21. DB=7 5B=2 P=0 F=xX
22.DB=7 5B=2 P=0 F=H
23. DB=7 5B=2 P=E F=x
24 DB=7 5B=2 P=E F=H
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The next step is to set the COM Port’s handshaking protocols. There are five settings that
form these protocols, these are 1. Bits per second (Baud Rate), 2. Data Bits, 3. Parity, 4.
Stop Bits and 5. Flow Control.

Each one of these settings must match those of your plotters for it to correctly work with
VinylMaster Pro. To simplify this you will see that the “Configuration Number” drop
down box has all 24 possible combinations of these protocols, as shown on the left. In
most cases either one of the first 3 combinations will be the correct one.

It is important to note that although mostly all plotters have a Baud rate of 9600 and the 24
combinations factor this in as a part of the combination. Some plotters may use a another
Baud rate i.e 4800 or 19,200. In these cases the Baud rate must be set by clicking on the
appropriate “Baud Rate” from the drop down box, as shown on the previous page.

Essentially all you have to do is match the correct combination to your plotters by clicking
on the appropriate “Number” and this step is complete. The easiest way to do this is to use
the settings as listed in your plotter’s manual or from your existing software package.

If this information is not readily available you will have to resort to trial by error to determine which combination is
correct. If this is the case the “Next” and “Test” buttons can be applied after attempting the first “Circle Test” as
explained overleaf. Note, this information is usually available from the plotter itself.

Once these protocols and the Baud Rate are set, click on the “Right Arrow” to go to the next stage.

If you require technical information on COM Port settings there is an Information Sheet which can be downloaded
from www.future-1.com and from the last window of the Plotter Setup Utility.

Note, some devices such as a Modem or Digital Camera will actually override a COM Port rendering it inoperable
for programs like VinylMaster Pro. In these cases install and configure a new COM Port for cutting only.

32.4.4 Parallel/Printer (LPT) Port Settings

4 Plotter Setup Ulility [C] 1988-2000 Future Corporation

[_[o]x] ® This is set at the fifth window and relates to the Parallel
or Printer (LPT) Port settings.

Unless you have mare that one printer port
attached to your computer, your port will be LPT1. ThlS method Of Communication Only requires one
setting and that is simply the LPT Port number that the

plotter is connected to.

Printer Port

I |

To set the LPT Port number, you must know what
number the LPT Port you intend to use is. To find this
out refer to your existing software package, or you may
have to use simple trial by error to establish which LPT
Port is connected to your plotter.

To select the LPT Port number that is connected to the

@ el iare | et

plotter, click on the “LPT Port” drop down box, as
shown on left and click on the “LPT Port” being used.

@ Q0O

Once this is set, click on the “Right Arrow” to go to the
next stage.

Note, most computers only have one parallel port and
this is usually set as LPT 1 by Windows automatically.
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32.4.5 Test Cut

4% Plotter Setup Ulility (C) 1988-2000 Future Corporation LEIX]I® Once the Port settings are set the next stage is to
Once you get the Circle test to work. perform a “Test Cut” to check that these settings are in
o Toek OK butwon, 2 Simet elick fact correct and if so, to “Update” these settings for

Square Test: HPGL [ Felative | future Cutting

® Circle
— © Tyt Ay
EHEEH oon: : fes! Attempt Circle Test . .
PDPR1000,0: To do this. It is recommended to remove the blade

FD:PRO.-1000;

FU.PRS00.0; from the plotter at this stage, to avoid any mishaps.

FD/PRO,1000; -:i ~3

FD:PR500,.-1000; E. 3 Cut a Saved PLT Fils . )

FoyER e Ngxt, place some vinyl in the plotter preferably a full
e successioly complting the cice et width roll, check that all cables are securely fitted and
slick on the Test OK. button to record thess switch the plotter and computer on. DO NOT transmit

zettings.

the Test Cut through a Switching Box.

By TestOK- Update Settings

Now at this point it is critical to “Initialize” the plotter
prior to proceeding with the “Test Cut”. This is done
ore [nfarmation . .
@ @ ‘ @ @ automatically by some plotters, but many require the

operator to initialize the plotter themselves. This is

usually done by pressing a button like “Roll 17, “F1” or “Enter” on the plotter itself. In some models however the
plotter is initialized after sending a cut file to it, but this is mostly limited to some Gerber model plotters.

Note, if the plotter is not initialized prior to attempting a “Test Cut” it is almost guaranteed to fail. Also some
Anagraph and other brands expect “IN;” in the initialization string of the HPGL instruction set (plotter language)
that is sent to it. In these cases it is recommended to read the Help Sheets for each brand of plotter provided at
www.future-1.com or at the last window of the Plotter Setup Utility. These sheets provide instructions on how to
apply these special settings.

The next stage is to attempt the circle test. This test is made up of several 2” (50mm) circles that are intended to be
cut “Very Slowly” along the width of the vinyl sheet. As the program has no way of knowing what plotter it is
going to communicate with and what width of vinyl is in the machine, you may see as little as one circle or six.

Once the plotter is in a ready state (mode) and you are certain that the cable from the computer to the plotter is
firmly connected and to the correct ports, click on “Attempt Circle Test”, and you will be presented with a window
requesting “Proceed With Cutting”, click on “Yes” to proceed.

At this point the plotter should spring into life and commence cutting out the circles (blade present or not). If you so
desired you could “Stop” the test, place the blade back in the plotter and redo the test and see it actually cut out
onto the vinyl sheet. Once the circle test is completed or is stopped click on the “Test OK Update Settings” button,
flashing in Red, as shown on the previous page. This will record all the settings you have made permanently, so that
all future cutting will assume these settings and continue to work.

This now completes your plotter’s setup and may be repeated at any future time. Finally close down all VinylMaster
Pro programs and restart for the new settings to take effect.

32.5 Test Cut Failed

If the plotter did not cut out the circle test it may be only one incorrect setting. However it may be several and may
also require settings to be changed on the plotter itself. At this time you will need to follow all instructions literally
and try to remain patient. It is also a good idea to allow at least one full hour of free time to continue with this.

COM Port - when communicating through a COM Port, it is recommended to maintain your plotter in “Ready
Mode” and go back one window and try combinations “1 through 24” each time clicking on the “Test” button, as
shown on page 32-5. Another possibility is that the incorrect COM Port number has been chosen and trying the
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other COM Ports with each combination should also be attempted. If after attempting all these combinations and
the plotter still does not cut, you are recommended to read through the Plotter Setup Troubleshooting Sheets and
your brand of plotter’s Troubleshooting Sheets. These sheets are available at www.future-1.com and from the last
window of the Plotter Setup Utility.

LPT Port - when communicating through an LPT Port very few settings are applicable. The first setting to check is
the LPT Port number i.e. LPT 2, as most computers only have 1 or 2 LPT Ports it is usually the one not currently
selected. If the plotter still does not do the test cut after trying all available LPT Port numbers you are
recommended to read through the Plotter Setup Troubleshooting Sheets and your brand of plotter’s Troubleshooting
Sheets. These sheets are available at www.future-1.com and from the last window of the Plotter Setup Utility.

Note, these sheets are not listed here in this manual, as they are continuously being updated with new information
as it becomes available.

32.6 Plotter Language - Instruction Set

To establish whether or not VinylMaster Pro will communicate with a particular brand or model of plotter directly,
you must first establish what Plotting Language or Instruction Set the particular plotter uses. This information is
usually listed in the plotter’s manual, within its on-board menus (usually via a LCD) on the plotter itself, or from
the current software being used to operate the plotter.

The Plotting Languages or Instruction Sets that VinylMaster Pro uses are anyone of the following:

HP-GL - Hewlett Packard - Graphics Language
GP-GL - Graphtec - Graphics Language

DM-PL - DM - Plotting Language

Custom - any Hybrid of the above Graphics Languages

If the plotter uses anyone of these languages it should communicate directly with VinylMaster Pro. If it does not
e.g. older Gerber plotters, you may have to communicate to the plotter via an interface card that converts the above
languages into the proprietary language the plotter uses. These cards are known as Fastboards.

Tip: Mostly all Plotters will work with the HP-GL Plotter Language.

32.7 Advanced Settings

2 Piotter Setup The Advanced Settings are used to set specific
Instruction Set (HPGL etc.) commands whenever
Plotter wpe  [ForFioe = requireq. COM Port settings can also be set here
along with setting a Generic Text Only Printer.
Diestination ﬁ
B P - However these settings should only be set by

those with specific knowledge of the HPGL etc.
instruction set or COM Port settings or by direct
instruction from Future Corporation.

| Advanced.  Plotter Setup /ﬁl Cancel | 0K |

Inifalization String Units # mnm; EE Baud Rate
FerjUp Command: |PUPA (e E=et Data Bits g

U

Pen Down Command [FO | Distance Facter [0 = To change any of these settings, click and
Deimeter [ Angle Factar [10 e ool 3] “Select or Type in” the required changes, next
Teminator [ Fiotate 90 [~ o VHTS DT click on the “Update” button, as shown on the
FralE e d SZ:B"S g left for these new settings to take effect.

| @ Default Pinter Note, if you incorrectly change any of these
settings your equipment may not work correctly
—8 Advanced —e Instruction —e COM Port with VinylMaster Pro.

Settings On/Off Set Commands Settings
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32.8 Setting a Generic Text Only Printer

4 Plotter Setup Utility (C) 1988-2000 Future Corporation [LE[x] @ This is usually required when VinylMaster Pro and a
_ _ plotter that is connected via a COM Port and serial
Troudle Shooking... o Mextpesizmolrsri cable is experiencing transmission errors. For example,
in the middle of a Cut File the plotter all of a sudden

Trouble Shooting Guide cuts unwanted lines right through the middle of your
work, for no apparent reason.
g B This can be caused by many settings both in
VinylMaster Pro, Windows and the Plotter Itself. To
Q Risfieve Frustiation! overcome this problem a Generic Text Only Printer

driver can be installed and all cut files sent through it.
This method gives complete control of the
transmission of the Cut File to the plotter, via the
Windows Operating System and helps to eliminate

: : incorrect settings made in VinylMaster Pro.
@ I e ntormatien v @ ‘ @ @ g Y

Fieset to Default Settings.

As there are 28 steps involved in setting up a Generic Text Only Printer. We have compiled a specialist Help File to

guide you through step by step on your computer. This help file is located at the last window of the Plotter Setup
utility, as shown above.

To use this help file, click on the “How to Configure a Generic Printer” button, as shown above and the help file

will come up, as shown below. To navigate through the help file, click on the right and left arrows, also shown
below.

+» Plotter Setup [_ (O]
File Edit Bookmark Option: Help

Qontentsl ﬁearchl Back I Print I o I ¥ I

Setting up a Generic Text Only Printer ﬂ

This wizzard will guide you through the steps required to configure a Generic Text Only printer to send data directly to your plotter. If you are
not using YWindows 98, the steps will be similar, but some screens may vary.

This help file has been designed to allow you to follow each step in tum. After completing each step, click on the button to proceed
to the next step.

The Generic Text Only printer can be used to minimize transmission errors, or for cutting via a network using the build in Windows Printer
shating.

||

Follow all the instructions literally and at its completion, you should have successfully installed a Generic Text
Only Printer and this should help to eliminate transmission errors. It is also recommended to check the condition of
all cabling and connections. replace your serial cable at least once every 2 years.
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VinylMaster Pro

T 33.0 Quote Calculator

Print Quote Copt to Windows’ Clipboard
Save Quote Launch Windows’ Calculator
Open Quote Launch Standard Charges Editor Module

Eg IBS Quole Cal:ulater Module: ¥2.0

File Edit gg On Line Help

New Quote D= E | B 3 @ ‘ 7 Use Impeial Quote Number
M aterial [Cost [ Quantity [Total
cnylic 316" $240/5qFt 4005qFt $ 9.60
Alumalite $320/5qFt FO0SqFt $ 22 40 )
Banner 14 oz. Pre-Made $ 10,00 /2 4002 $ 40.02 < Items List
iyl rtermediate $300/LY 10.00 LY $ 30.00
4 50.00 / Hour 3.00 Hour
Edit Item
Launch Item Editor Delete Item
Module
v v y
Addltern BBl Editltem Delate TollCoste $ 252,02
Markup [%] Met Price
Mark Up Percentage > snopx |v|  $126.00
Tools —
Commission |+ $30.00
: : J I | < Taxable Extra Charges
Estimated Profit $ 201.01 OwerHeads 3| I 4500 | 4 459,03
Charges / Taxes e
Taxation Percentage > 10.00% ll_“ $94.30
Tools Instalition > [ g35.00] _ NON Taxable Ext
< axable Extra
Tatal Tax/Charges §94.30 IMlsc.| J I $1400| ¢ 547.33 Charges

Custormer Narne: Mo customer selected

33.1 Quote Calculator Overview

VinylMaster Pro comes with a very helpful Quote Calculator. This module has been designed as an aid to calculate
the cost of producing your work, and based on your margins you can approximate your earnings on every job you
do. This module is highly flexible allowing you to work in any unit measures you wish, along with having on board
conversion calculators, that convert square yards or meters into lineal yards or meters making it a breeze to work
out vinyl usage on a job etc.

You can also print out and save your calculations, so you always know what you’ve quoted and how it’s been
worked it out.

33.2 Using Quote Calculator
Using Quote Calculator is a simple step by step procedure, as follows:

1. Add Items - Select the items (consumables) to be used in the job i.e. substrate material/s, vinyl/s, paint/s, labor
etc. Next, apply quantities to be used and cost per quantity, using the conversion calculators where necessary.

2. Add Markup - Apply percentage (net profit) to consumable costs.

3. Add Additional Charges - Apply delivery, installation, commission, overheads costs.

4. Add State or Federal Taxes - Apply any Goods and Services Taxes, State Levies etc.

5. Add Non Taxable Charges - Apply all other charges that are not taxable, or discounts.

Following these steps carefully will result in a complete figure in the computers currency, that you can quote to
your customers. You can also go back to any point and adjust the figures or correct mistakes, with any changes
immediately reflected in the total price.



www.future-1.com VinylMaster Pro Quote Calculator 33 - 2

[ | 33.3 New Quote

The New Quote command removes any existing quote, prompting you to save it if unsaved, then opening an empty
quote sheet ready to be filled in.

To implement this command, click on the “New Quote” button, shown on the previous page, or press “Ctrl+ N” on
your keyboard, and an empty quote sheet will come up ready to be filled in.

= | 33.4 Open Quote

The Open Quote command launches the Open Quote dialog box, that lists any previously saved quotes that can be
individually opened.

To implement this command, click on the “Open Quote” button, shown above, or press “Ctrl+0” on your keyboard, and
the Open Quote Dialog box will come up, as shown in the example below.

Drive/Directory/Folder being looked in

Open Existing Quote File This dialog box will automatically
File name: Folders: ok go back to the last folder saved to.
Selected Quote @— [a1005.qte | evvmpro [ = | If you have moved your Quote
to be Opened 1001 .qte % [Ee T B _ Camcel || Fijes you will have to go to that
LT &é"’“‘l‘"“ . Network..._| new location. Otherwise you will
List of Previously e— it o 2:.:::{ | find any previously saved Quote
Saved Quotes a1006.qte T | Qdata ™ Bead only Files in the Vmpro Folder in the
1006 e - & fonts = drive you have installed
q1008.gte
List files of type: Drives: VinylMaster Pro to, as shown on
View Quote Files @— [Quate Files = = N =l the left.

Current Drive being looked in .J

Next, click on the “Quote File” to be opened and then click on the “OK” button, shown above, and that previously
saved quote will reopen in the Quote Calculator.

& | 33.5 Save Quote

Confirm The Save Quote command automatically saves any new Quote as the
next consecutive number after the last saved Quote i.e. if Quote No.
Update changes to cument Quote? q1012 was the last saved Quote and new Quote was commenced, it
Q1013 would automatically be numbered q1013 and so on.
|1.=,s| ‘ Na | To implement this command, click on the “Save Quote” button,

shown above, or press “Ctrl+ S” on your keyboard, and the current

unsaved Quote will automatically be saved with its next consecutive number, however if a new Quote that isn’t
saved and the “New Quote” button is clicked to start another Quote, the program will prompt you whether or not to
save the current Quote before opening a New Quote, as shown above.

If you wish to save the current Quote click on “Yes” and it will automatically be saved as its current number,
clicking on “No” will delete the current Quote and return you to an empty Quote.
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<@ | 33.6 Print Quote

The Print Quote command automatically Prints the current Quote’s Details to the Default Printer.

To implement this command, make sure that your Default Printer is plugged in, has paper in it and is turned on, next,
click on the “Print Quote”, button, shown above, or press “Ctrl+P” on your keyboard, and the current Quote’s Details
will automatically print out.

& | 33.7 Copy Text to the Windows Clipboard

The Copy Text command is used to transfer quote information from the Quote Calculator into other modules e.g.
The Job Information Module.

To implement this command there must be text already in Quote Calculator, next, go to this text and highlight it,
then click on the “Copy Text” button, shown above, and the text will automatically be placed into the Windows
Clipboard, ready for the next application.

% 33.8 Standard Charges Editor Module

Standard Charges E ditor Module The Standard Charges Editor Module is used to list all
b Frome 2'x 2 3500 2 thg Items (consumables) your firm regularly uses, along
W Freme 2'x 3 450.00 Ea with each Items Unit Measure and Costs. The program
L Frame 3'x 4' $79.00 Ea comes with a large range of general Items, all of which
A Frame 4'x 6! §149.00 Ea can be removed by selecting and deleting - as any
ifg; Etzf 16 zg ':g gg ;E standard text field, or added to, by simply typing in the
L luminum Sheet 0,327 $£1.25  s5q Fr new items details mak.ing sure to p.lace a “Ta!b’i
Banner 10 oz. Pre-Made $3.00  ¥2 between each field of information i.e. Description (Tab)
Banner 14 oz. Pre-Made §10.00 V2 Price (Tab) Unit, as shown on the left.

Banner 16 oz. Pre-Made #16.00 Y2
Banner Rope Z5Ft $4.50 Ea . . . . .
Banner Tps s1.00  Ea Any Items listed in this module automatically appear in
Colorbond §1z.00 ¥z the Items Editor Module, discussed on the following
Delivery §15.00 Delivery page, and are permanently saved when clicking on the
H Frame 2'x 3' $15.00 Ea “OK” butt 1 h the left
Installation $50.00 Hour utton, also shown on the IC1t.
Lakhor $50.00 Hour
Hagnetic Sheeting $1.10 g Fo
MDO 172" Double Sided $1.40 Sg Ft o .
DO fz" Single Sided  $1.20 S Tt ® Sorts the Items Out alphabetically
v

%l ReSort | &5 Piint | Cancel 0K

Add Item

The Item Editor Module is used to add consumable items to a quote. It is provided to you with a large range of
common consumables, all of which can be removed and/or added to, so that it can be customized to suit individual
requirements. The Item Editor Module also has a square unit measurement to lineal unit measurement calculator,
which is used to easily work out items such as vinyl coverage over a substrate.

To open the Item Editor Module, click on the “Add Item” button, shown above, and the module will automatically
come up, as shown overleaf.
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ltem’s Base Unit Measurement

E_I Item Editor Module

VinylMaster Pro

tdatenial Desc it b eazure Cost / Unit  Quantity (Lo ard)
Winly -Intermediate Ln'aid | [ ssoo][ 1o0invad]|E
& Board 2x2 «| IEa - .

ltem & Board 243 Lnit I aterial Caleulators
A Board 34 il

(Consumable) A Board 46 Sg. M QI Area Calculator
Acnylic 316" Ln. b
Banner 10 oz. Pre-t. In % 2 Double Matenal
Banner 14 oz, Pre-M. Ft
Bahker 16 oz, Pre-M. Letter
Calarbotd Sheet % Edit b aterialz
Delivery Lt
Inztallation ;l Tin

Total Cost $ 3.00

Cancel | oK
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Cost Per Unit of the Item

Unit Quantity

Area Coverage Calc

Multiply ltem by 2

Edit Materials

To use the Item Editor Module - just follow this simple step by step procedure:

1. Select an item (consumable), by clicking on it from the “Material Description” list, shown above, which in the

above example is “Vinyl Intermediate”.

2. Ensure that the “Unit Measure” is correct, which in the above example is in“Lineal Yards” (Ln Yard) this can
be changed by clicking on any other unit measure, or typing in a new one.

3. Ensure that the “Cost Per Unit” is correct, this will depend on your suppliers prices, and can be changed by
clicking in the “Cost / Unit” box, shown above and typing in the correct amount ($, £, € etc. per unit charged).

4. Set the “Unit Quantity”, which can be done by either clicking in the Unit Quantity box and typing in a quantity,

or by using the up and down arrows, shown above.

5. Once the settings are complete, click on “OK” which will add the new details - to the quote.

Note, to permanently change, add or remove any items and their details, see the previous page.

w2 Double katerial

33.9 Double Item (Consumable)

The Double Item (Consumable) Command, automatically multiplies
the currently selected item by 2.

This feature is used where a job may be double sided i.e. an A
Board, A Frame, Sandwich Board or Menu Board etc. with each
side being identical to the other, so rather than adding the items that
are required 2 times to make up the job into the list twice, just click
on the “Double Item” button, shown above, and the selected item’s
details will automatically be doubled.

For Example: 1 x A Board/Frame = 2 Sides
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| Il Area Calculstor | 33.10 Area Coverage & Vinyl Strip Calculator

E3 Area Coverage Calculator

Preview of Covered Area Fresel Sizes: [4 461 =]

S ——r -

Total Area 2E7 Sg¥ard: 4

Caoverage

Standard Area Sizes

Substrate Width
Substrate Height

Substrate Total Area

labelstrips
lzbell k4

Coverage (%) 60.00% | ————
—_— e <
1.60 5q Yards <«

Cancel Apply |

Percentage of Coverage
Interactive % Slider Bar

Actual Area Covered by Item
(Consumable)

Covered Area

Measurement Units ¥ Use Imperial [Yards)

The Area Coverage Calculator is used to work out a substrate’s area by its width and height, but in those cases
where a consumable will be laid over the substrate and not cover the entire area. This module can also be used to
calculate the percentage of the area to be covered i.e. a job may have a border around it, or a lot of open (clear)
space that a particular item (consumable) such as vinyl will not cover, so only a percentage will be covered.

Therefore the area covered is the width by height less the open (clear) space, as shown in the example below.
To use the Area Coverage Calculator - just follow this simple step by step procedure:

1. Type in the Width and Height of the Substrate in the “Substrate’s Width and Height” boxes’ shown above,
using any of the unit measurements from the drop down boxes, or select a “Preset” size’, and this will calculate the
given area, if this is all that is needed, click on “Apply” and the Area will automatically be added into the Item
Editor Module.

2. For a percentage calculation, either type in a percentage in the “Percentage of Coverage” box, shown above, or
use the “Interactive %Slider Bar”, also shown above to see a preview of the coverage, in the “Coverage Preview”
area, also shown above.

Once these steps are followed, the resultant Covered Area is displayed, as shown above, next click on “Apply” and
the Covered (Square) Area will then be applied into the Item Editor Module from where the item can be added into
the Quote Calculator’s Item List.

E_I Area Coverage Calculator

Freset Sizes: |4 46t ;I

widhiF) | wol[rr =
Height F) [ soojlre =

Tatal Area

Preview of

Vinyl Strips Lineal [ om]

Coverage

Vinyl Width Unit Measure

Coverage [%] 100.00%
—_—
Covered Area 267 Sq Yards

W Use Imperial [¥ards] Cancel Apply |

To calculate the quantity of vinyl strips (of a given width) that would be required to cover a specified substrate,
click in the “Lineal Coverage Unit Measure” drop down box, as shown above, and click on the unit measure that
your vinyl is in e.g. 24” (610mm) wide vinyl.
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Next, type in the “Width” of the Vinyl to be used (Based on the Unit Measure e.g. 24 for 24” wide Vinyl, or 610 for
610mm wide Vinyl) then press the “Enter” key on the keyboard, as shown on the previous page.

Once this is done a preview of the Vinyl strips over the substrate are displayed, as shown above along with the
required quantity and total length of strips required, also shown on the previous page. Once this is done, click on
the “Apply” button, shown above and the square area of the item in its unit measure will be loaded into the Item
editor Module.

33.11 Edit Items (Consumables)

Edit ten | €—@ Edit Item - Launches the Item Editor Module

The Edit Item command launches the Item Editor Module, which is discussed in detail in on page 33-3.
To implement this command an item must already be present and selected within the Quote Calculator’s Item List,

next click on the “Edit Item” button, shown above and the Item Editor Module will come up, where the selected
item can be edited and then be resubmitted into the quote Calculator’s Item List.

33.12 Delete Item (Consumable)

@ Delete <4—0 Delete Item - Deletes a selected item from the Quote Calculator’s Item List

The Delete Item command deletes the currently selected item (consumable) from the Quote Calculator’s Item List.

To implement this command an item must already be present and selected within the Quote Calculator’s Item List,
next click on the “Delete Item” button, shown above and the “Confirm” box, shown below will come up.

If you wish to proceed click on “Yes” and item will be permanently deleted (no
. undo for this command available), clicking on “No” will return you back to the
Delete this Item? , . .
@ Quote Calculator’s Item List as it was.

33.13 Add Markup (Profit Margin) and Taxable Items or Discounts

r Mark Up Slider Bar r Applied Percentage of Mark Up
Markup (3] Met Price

75.00% l;_“ $ 207.00
Delivery 3| [ #1000] €———@ Currency Amount for Extra ltems
ETEERIAR sl [mstaliton =] | $7000]  geg300¢—e Total Price for Quote at this Stage

T—o Estimated Profit Currency Amount for Extra Items
in current currency
Extra (

Taxable) ltems

The Add Mark Up and Taxable Items Area is used after all the items (consumables) have been added into the quote.
At this stage, items such as Delivery, Installation, Commission and Overheads that are taxable in your area, need to
be factored into the quotation/estimation, along with the Mark Up (Profit Margin) you intend to add to all these
costs.
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To use the Mark Up and Extras Area - just follow this simple step by step procedure:

1. To add any extra costs you may incur to complete the job you are quoting on, click in the “Extra (Taxable)
Items” box, shown on the previous page and either select an existing item, or type in the item by name, next click
in the “Currency Amount for Extra ltems”, shown above, and type in the amount this charge will costin $, £, €
etc. If there is more than one extra cost - use the second box.

2. Apply the Mark Up to be charged in the quote by clicking on the “Mark Up Slider Bar”, shown on the previous
page and sliding it either “Left or Right” to decrease or increase the Mark Up accordingly, or type in the percentage
in the “Applied Percentage of Mark Up” box, also shown on the previous page, and the nominated Mark Up and
Extra Charges will be applied to the Quote.

3. To apply a Discount/s for whatever reason (which will come off your Mark Up - Profit Margin) follow the same
steps above, but type in a (-) minus symbol before the $, £, € etc. amount, this will automatically deduct the amount
from your Mark Up.

Once this stage is completed, the final step is to add any Taxes and/or Non Taxable Charges, which will depend on
your areas Taxation Rules, or any discounts you may offer, all of which are discussed in the next Topic on the next

page.

33.14 Add Tax and Non Taxable Charges/Discounts

l_. Taxation Slider Bar r Applied Percentage of Taxation

15 00 $182.95 Tatal Price

Commission 3“ $30.00) €————=@ Currency Amount for Extra ltems
Total Taw/Ch 182,95 i = .
otal Taw/Chaiges $ [Misc. =l $850]  §745.95 |4~ Grand Total Price for Quote

T—o Estimated Tax in | LO Currency Amount for Extra Items

Charges / Taxes

the current currenc
y Extra (Non-Taxable) ltems

The Add Tax and Non Taxable Charges/Discounts Area is used after all the items (consumables) and Taxable Extras
have been added into the quote. At this final stage, items that are NOT taxable in your area (check with your
taxation office or accountant for professional advice), need to be factored into the quotation/estimation, along with
your area’s Taxation Charges (if any).

To use the Add Tax and Non Taxable Charges Area - just follow this simple step by step procedure:

1. To add any extra costs you may incur to complete the job you are quoting on that are NOT Taxable, click in the
“Extra (Non Taxable) Items” box, shown above and either select an existing item, or type in the item by name, next
click in the “Currency Amount for Extra Items”, shown above, and type in the amount this charge will cost in $, £,
€ ctc. If there is more than one extra cost - use the second box.

2. Apply the Taxation to be charged in the quote by clicking on the “Taxation Slider Bar”, shown above and
sliding it either “Left or Right” to decrease or increase the percentage of Tax accordingly, or type in the percentage
in the “Applied Percentage of Taxation” box, shown above, and the nominated percentage of Tax and Extra NON
Taxable Charges will be applied to the Quote.

Once this stage is completed, the figure in the bottom right corner of the screen is the Grand Total Price for the
quote as shown above.
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33.15 Quote Calculator Menus and Shortcuts
Many of the tools, applications and items discussed in the proceeding topics can also be found in the Quote
Calculator’s Menus, which can be found under “File and Edit” in the top left hand corner of the module, see page

33-8.

To assist in fast development time all VinylMaster Pro Modules come with Keyboard Shortcut Keys. For the Quote
Calculator these are:

Menu/Function Shortcut Key/s
New Quote Ctrl+N
Open Quote Ctrl+O
Save Quote Ctrl+S

Print Ctrl+P

Add ltem Ctrl+A
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**End User License Agreement ***

IMPORTANT, READ CAREFULLY: This End User License Agreement (‘EULA") is a legal agreement
between you (either an individual or a single legal entity) (“THE LICENSEE") and A Future Corporation Ltd.
(“THE LICENSOR") from which you acquired the SOF TWARE product(s) (‘SOFTWARE") and by installing,
copying, downloading, accessing or otherwise using the SOFTWARE, you agree to be bound by the terms of
this EULA and are confirming that you have purchased the SOFTWARE and are bound by its provisions
absolutely;

The SOFTWARE includes THE LICENSOR's computer SOFTWARE, and may include associated
electronic media, printed documentation, Internet based or electronic documentation and products. Note,
however, that any SOFTWARE, printed and or electronic documentation, or Internet Services that are
included in the SOFTWARE, or accessible via the SOFTWARE are accompanied by their own License
Agreements or Terms and Conditions of use and are governed by such agreements in addition to this EULA;

**Licensor**

THE LICENSOR referred to herein refers to an international proprietary limited corporation (company) that
has registered subsidiaries throughout the world and is registered as A Future Corporation, A Future
Corporation Inc. (USA), A Future Corporation Pty Ltd., (Aust., NZ) A Future Corporation Limited (UK) and
others and for the remainder of this EULA the Licensor and its subsidiaries shall be referred to herein as
(“THE LICENSOR") and the Licensee who is either an individual or a single legal entity shall be referred to
herein as (“THE LICENSEE"), who has purchased the SOF TWARE referred to herein;

**License ***

This SOFTWARE (comprising software, data and documentation) is provided to THE LICENSEE by away of
a non-exclusive, non-transferable License for THE LICENSEE's internal purposes only and on a single
computer accessible by one user at a time. THE LICENSEE agrees with THE LICENSOR that they do not
own, control or have any rights to the computer code that makes up the SOF TWARE and that they have been
only granted limited use of same as described and listed in this EULA and in quintessence have only
purchased a registration unlock code for exclusive use on a single computer;

**Intellectual Property Rights ***
Alltitle and intellectual property rights in and to the SOFTWARE including but not excluding any animations,
audio, clipart, files, fonts, images, instructional videos, logos (excluding all third party logos and trademarks),
music, photographs, text and video incorporated into the SOFTWARE, the accompanying printed materials,
and any copies of the SOFTWARE, are owned by THE LICENSOR absolutely. The SOFTWARE is licensed
by mandatory registration, not sold;

**License Restrictions ***

THE LICENSEE shall not sell, loan, rent, transfer or sub-license the SOFTWARE without the prior written
consent of THE LICENSOR, THE LICENSEE shall not use the SOFTWARE for any third party's benefit by
way of service bureau or otherwise. THE LICENSEE shall notand shall not allow or cause a third party to use
the SOFTWARE for any unlawful activities or acts of terrorism. For the purposes of protecting THE
LICENSOR intellectual property rights in the SOFTWARE, THE LICENSEE shall not allow access to the
SOFTWARE by multiple users at any one time through networking arrangements or otherwise. THE
LICENSEE shall not attempt to modify, change, alter the registration code or their computer identification
number (“Computer ID number”). THE LICENSEE shall not attempt to reverse engineer and calculate a
registration number from their computer ID number. THE LICENSEE shall not attempt to obtain more than
one registration number per purchased SOF TWARE package from THE LICENSOR. THE LICENSEE shall
not attempt to register another single computer as a modified, upgraded and or changed original single
computer, while the single computer is still registered with THE LICENSOR even without THE LICENSOR's
knowledge of same. THE LICENSEE shall not and shall not allow or cause a third party to de-compile,
disassemble, reverse engineer, copy, alter, modify, use the whole or any part of the SOFTWARE to assist in
the development of a similar or competitive SOFTWARE or otherwise use the whole or any part of the
SOFTWARE except as provided in these EULA Terms. THE LICENSEE may make one copy of the
SOFTWARE for backup purposes. THE LICENSEE may use the back-up copy solely for THE LICENSEE's
archival purposes and to reinstall the SOFTWARE on the single computer, Note, however, that by
reinstalling the SOFTWARE THE LICENSEE DOES NOT automatically assume any right to another
registration unlock code. Except as expressly provided in this EULA, THE LICENSEE may not otherwise
make copies of the SOFTWARE, including the printed materials accompanying the SOFTWARE. THE
LICENSEE may not loan, rent, lease, lend or otherwise transfer the Compact Disk(s) or back-up copy to
another user. THE LICENSEE shall take appropriate measures to prevent unauthorized use or access to the
SOFTWARE, and fully insure against any loss, damage or theft of the SOFTWARE, as it will not be
reregistered by THE LICENSOR unless repurchased from THE LICENSOR. THE LICENSEE shall allow
THE LICENSOR to monitor, record and report THE LICENSOR's SOFTWARE products installed onto any of
THE LICENSEE's computers using THE LICENSEE's Internet connection(s). Furthermore the terms and
conditions as set out in this EULA herein do not extend or cover in any way whatsoever to any equipment
hardware of any nature supplied to THE LICENSEE by THE LICENSOR and or its agents, distributors,
dealers, resellers and or on-sellers;

***Warranty **

To the extent permitted by law, THE LICENSOR expressly excludes all warranties and representations
relating to the SOFTWARE. Nothing in these EULA Terms will exclude, restrict or modify any condition,
warranty, right or remedy implied or imposed by any statute or regulation to the extent that the same cannot
be lawfully excluded, restricted or modified. If any condition or warranty is implied into this Agreement
pursuant to a statute or regulation and cannot be excluded, the liability of THE LICENSOR for breach of the
condition or warranty shall be limited to the greater of the amount actually paid by THE LICENSEE for the
SOFTWARE or USD$10.00 Except to that extent, THE LICENSOR will not be liable in contract or in tort
(including negligence) or otherwise for any loss or damage including without limitation, business
interruption, loss of business information and data, damages for loss of business profits, or any other
financial loss including indirect or consequential loss or damage, however caused, which may be suffered, or
incurred or which may arise directly or indirectly in respect of the use of or inability to use the SOFTWARE.
Limited warranty for THE LICENSOR's SOFTWARE acquired in any country or territory warrants and agrees
that (1.) the media on which the program is recorded and the printed materials provided with it are free from
defects in materials and workmanship under normal use for a period of ninety (90) days from the date of
original purchase. It is THE LICENSEE's responsibility to verify the results obtained from the use of the
programs. Except for the limited warranty described above, the program is sold “as is” and THE LICENSEE
is assuming the entire risk as to its quality and performance. (2.) If during the ninety (90) day limited warranty
period THE LICENSEE discovers physical defects in the printed materials or in the media on which the
program was recorded, THE LICENSOR will replace them at no charge to THE LICENSEE, provided THE
LICENSEE return the items with proof of purchase to THE LICENSOR. THIS IS THE LICENSEES SOLE
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REMEDY. (3.) any support services provided by THE LICENSOR will be commercially reasonable as
described in applicable written materials provided to THE LICENSEE by THE LICENSOR and THE
LICENSOR technical support staff will make commercially reasonable efforts to solve any problem
circumstances. Some States, County's and/or Provinces' jurisdictions do not allow limitations on duration of
an implied warranty, so the forgoing limitation may not apply to THE LICENSEE. To the extent allowed by
applicable law, implied warranties on the SOFTWARE, if any, are limited to ninety (90) days excluding
technical support which is limited to thirty (30) days;

**Registration ***

All SOFTWARE provided by THE LICENSOR to THE LICENSEE is subject to requiring a one only per
purchase unlock code referred to as a registration code by THE LICENSOR, on a single computer system
(“original single computer”) that THE LICENSEE agrees with THE LICENSOR is in fact the original single
computer that THE LICENSEE shall use the SOFTWARE exclusively with. THE LICENSOR will provide
THE LICENSEE with a one only registration code and only when THE LICENSEE has made good and full
payment for the licensed use of the SOFTWARE to THE LICENSOR or has entered to a legally binding
repayment contract with THE LICENSOR to pay for the licensed use of the SOFTWARE that THE
LICENSEE agrees with THE LICENSOR s irrevocable, without exception and that this one only registration
code will be provided by THE LICENSOR in a manner that it deems to be appropriate and commercially
reasonable. THE LICENSOR shall not be compelled or obliged by THE LICENSEE to provide more than one
registration number per single computer, original or otherwise;

***Unintentionally Voided Registration ***

THE LICENSOR may in its complete discretion provide further registration number(s) on a single computer
that it deems to be the original single computer that the SOFTWARE was originally registered to by THE
LICENSEE, where the registration has been unintentionally voided by THE LICENSEE when reformatting
the non-removable original hard disk drive and or reinstalling the Windows' operating system on the original
single computer. THE LICENSOR Shall not be compelled or obliged by THE LICENSEE to provide
information as to how it deems a single computer to be an original single computer for security and
commercially objective purposes. THE LICENSEE agrees with THE LICENSOR that an original single
computer comprises of at least a computer motherboard, a non-removable hard disk drive and a central
processing unit and that these parts constitute an original single computer configuration when first registered
by THE LICENSOR for THE LICENSEE's use and in the event THE LICENSEE replaces or changes any one
or more of these components THE LICENSEE agrees with THE LICENSOR that they in effect and without
exception have changed the original single computer to a new and other single computer that no longer is the
original single computer and that as a direct result THE LICENSOR shall not be compelled, obliged or held
liable by THE LICENSEE to reregister the other single computer without exception. Note, However, THE
LICENSOR may inits absolute discretion provide further registration number(s) on the new single computer
where and how it deems appropriate;

***Partial Loss ***

In the event THE LICENSEE has a partial loss of their original single computer for any reason without
exception, including but not limited to a hard disk drive, motherboard, central processing unit or otherwise
failure that the SOFTWARE is registered onto or with, THE LICENSOR shall not be compelled, obliged or
held liable to replace the SOFTWARE and or its registration code. THE LICENSEE shall assume full
responsibility for any such loss. Note, However, THE LICENSOR may in its absolute discretion provide
further registration number(s) on a repaired original single computer where and how it deems appropriate;

**Complete Loss ***

In the event THE LICENSEE has a complete loss of their original single computer for any reason without
exception, including but not limited to theft, an act of nature (GOD), malicious damage, intentional or
unintentional damage, internal failure or otherwise that the SOFTWARE is registered onto or with, THE
LICENSOR shall not be compelled, obliged or held liable to replace the SOFTWARE and or its registration
code. THE LICENSEE shall assume full responsibility for any such loss, without exception;

= Suspend ***
THE LICENSOR agrees with THE LICENSEE that in the event THE LICENSEE wishes to at a future date
modify, upgrade, repair, change or sell their original single computer which will inadvertently void that original
single computer's current registration with THE LICENSOR that based on and without exception THE
LICENSEE may do so by firstly making proper contact with THE LICENSOR and applying for suspension of
the original single computer with THE LICENSOR, as explained in the written and electronically stored
material that forms a part of the SOFTWARE that this EULA refers to herein at the direction and to the
complete satisfaction of THE LICENSOR prior to the modification of the original single computer, and that
THE LICENSOR may provide another one only registration code after and not before the single computer
has been suspended by THE LICENSOR that it deems has been correctly and properly done without
exception. THE LICENSEE further agrees with THE LICENSOR that they shall not proceed with any
modification or sale of their registered original single computer, with their knowledge or understanding, or not
prior to suspending the SOFTWARE package with THE LICENSOR where they will require a new
registration code, if THE LICENSEE fails to suspend their registered original single computer they agree with
THE LICENSOR that they have lost and terminated their registration with THE LICENSOR and that THE
LICENSOR shall not be compelled, obliged or held liable by THE LICENSEE to reregister their original single
computer or to refund their moneys in part or whole and this agreementis absolute and irrevocable;

***Transferring Registration **

THE LICENSOR in its complete discretion will allow THE LICENSEE to transfer a registered original single
computer to another single computer whereas THE LICENSEE agrees with THE LICENSOR that the
registered original single computer is fully deregistered prior to the registering of the new and other single
computer by method provided within the SOFTWARE under transferring of registration. THE LICENSEE
agrees with THE LICENSOR to transfer the registration exactly as explained in the written and electronically
stored material that forms a part of the SOFTWARE that this EULA refers to herein. THE LICENSOR shall
not be held responsible by THE LICENSEE for any single computers that become deregistered as a result of
the incorrect application or execution of said transferring of registration between single computers, without
exception. Note, however, in its complete discretion THE LICENSOR may reregister one only single
computer that it deems to have been accidentally and/or unintentionally deregistered by THE LICENSEE
and in this event THE LICENSEE shall perform instructed tasks by THE LICENSOR and report certain
information back to THE LICENSOR as requested to restore one only single computer completely to the
satisfaction of THE LICENSOR;

***Site Licenses ***
THE LICENSOR will grant THE LICENSEE one or more Site Licenses when THE LICENSEE has already
purchased one full copy of the SOFTWARE as referred to in this EULA herein, at a reduced cost as officially
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quoted by THE LICENSOR at its complete discretion, without exception. A Site License refers to a one only
unlock registration code and it does not include any additional media, documentation, printed materials or
Compact Disks provided by THE LICENSOR that THE LICENSEE obtains from THE LICENSOR in the
same manner as listed elsewhere herein. ASite License can only be purchased by an existing LICENSEE for
use at the same premises that THE LICENSEE has a registered original single computer and shall not be
purchased by THE LICENSEE on behalf of a known or unknown third party whatsoever, without exception.
THE LICENSEE may also purchase a one only Site License for their domicile where they have another
single computer that they wish to have registered by THE LICENSOR. THE LICENSEE agrees with THE
LICENSOR to provide full information as to the whereabouts at all times of any and all Site Licenses and full
copies of the SOFTWARE provided and purchased from THE LICENSOR. Portable or vehicle mounted
computers shall notbe registered by way of a Site License, without exception;

** Academic (Educational) Licenses ***

Where THE LICENSEE is an institution for education (School/University) and meets all state and federal
laws to be qualified as so, THE LICENSEE may purchase on official institution documentation only, the
SOFTWARE from THE LICENSOR at the schedule of Academic rates and conditions as published at THE
LICENSORS official Internet site and or in writing on THE LICENSOR'S official letterhead. An academic use
LICENSEE shall be limited to install the SOFTWARE on the academic institution's computer equipment only
and shall not use the SOFTWARE for any commercial purposes whatsoever, without exception and is
subject to all other terms and conditions as set out in this EULA herein. An academic LICENSEE further
agrees with THE LICENSOR that should it contravene this agreement and terms and conditions that it shall
lose all rights of use of the SOFTWARE and be subject to civil prosecution for any and all loses suffered by
THE LICENSOR real and punitive, without exception;

**Technical Support **

Where possible THE LICENSOR will provide thirty (30) days technical support that is commercially
reasonable for the SOFTWARE referred to herein in any method that its deems appropriate, including but
not limited to Internet and facsimile methods. THE LICENSEE agrees with THE LICENSOR that the
SOFTWARE provided by THE LICENSOR has sufficient inbuilt help and tutorials on how to satisfactorily
operate the SOFTWARE along with sufficient printed documentation for THE LICENSEE to learn and
operate the SOFTWARE for their intended use without the dependant need of a technical support officer
after the expiration of thirty (30) days from date of purchase of the SOFTWARE, and THE LICENSEE also
agrees that they have satisfied themselves prior to purchasing the SOFTWARE package provided by THE
LICENSOR thatithas sufficient help, and operates to their absolute and complete satisfaction;

** Copyright **
All SOFTWARE(s), color(s), clipart(s), font(s), company name(s) are trademarks or copyrights or registered
trademarks of their respective owners and are provided to THE LICENSEE (THE LICENSEE or any other
person) for their convenience only and shall not be used for any unlawful commercial purposes and THE
LICENSEE shall not use any of the images that appear in this SOFTWARE whatsoever, unless THE
LICENSEE has written permission from the image, logo, trademark or registered owner - that is a witnessed
document by an authorized person, allowed by law to authorize such use and bears company
documentation and legal seals to authenticate his/her authority, furthermore and in all cases THE
LICENSEE shall and does assume full liability and responsibility for the proper use of the SOFTWARE(s),
color(s), clipart(s), font(s), company name(s) as they may appear in the SOFTWARE and written material
and documentation;

**Trademarks ***

This EULA does not grant THE LICENSEE any rights in connection with any trademarks, product names or
service marks of THE LICENSOR, or its suppliers (including THE LICENSOR's and or its agents,
distributors, dealers, resellers and or on-sellers);

**US Government Restricted Rights **

U.S. Government restricted rights. All SOFTWARE including but not excluding the SOFTWARE referred to
herein provided to the U.S. Government by THE LICENSOR pursuant to solicitations issued on or after
December 1, 1995 arefis provided with the commercial rights and restrictions described in part or whole
herein. Al SOFTWARE including but not limited to the SOFTWARE referred to herein provided to the U.S.
Government by THE LICENSOR Pursuant to solicitations issued Prior to December 1, 1995 is provided with
restricted rights as provided for in FAR, 48 CFR 52.227-14 (JUNE 1987) or FAR, 48 CFR 252.227-7013
(OCT 1988), as applicable;

** Authenticity ***

THE LICENSOR does not claim in anyway whatsoever the authenticity or accuracy of any driver, font,
image, logo, profile, color or clipartimage that is included in or attached to the SOF TWARE. Each and every
image is only a sample of what may be created using the SOFTWARE by an individual that may use the
SOFTWARE from time to time for any purpose known or unknown. THE LICENSEE absolutely agrees with
THE LICENSOR that they do not have any rights to any driver, font, image, logo, profile, color, or clipart
image thatforms part of the SOF TWARE, without exception;

** Application ***

THE LICENSOR shall not take any responsibility for any claims whatsoever for incorrectly installed, used or
misused executable programs, utilities or third party executable programs or utilities or freeware or
shareware that form part of the SOFTWARE and makes no claims whatsoever to the right of use of such
executable shareware or freeware programs by THE LICENSEE or any third party;

**Purchasing/Refunds **

THE LICENSOR provides this SOFTWARE to THE LICENSEE on a “Try Before You Buy” basis and offers
and provides several testing facilities for THE LICENSEE to execute and examine completely and entirely at
THE LICENSEE's own convenience - to establish whether or not it conforms, complies, suits, does, will,
function and operate to THE LICENSEE's complete and absolute satisfaction. If such event occurs that THE
LICENSEE purchases the SOFTWARE and THE LICENSEE can not for whatever reason operate the
SOFTWARE to THE LICENSEE's satisfaction THE LICENSOR shall accept no liability and shall not refund
THE LICENSEE's moneys as THE LICENSEE shall bear full responsibility that the SOFTWARE package
conforms, complies, suits, does, will, function and operate to THE LICENSEE's complete and absolute
satisfaction prior to purchasing the SOFTWARE, without exception. All prices are in currency of country of
purchase unless stated otherwise at THE LICENSOR's official Internet Site and are subject to change
without any written notice;

*** Currency Exchange Rate ***
THE LICENSOR and or its agents, distributors, dealers, resellers and or on-sellers shall accept no liability or
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provide any refunds for variations and or differences in currency exchange rates or any charges incurred by
THE LICENSEE when paying for the SOFTWARE and or any other products sold by THE LICENSOR.

** Paying Off***
Where THE LICENSOR allows a Licensee to pay off the SOFTWARE it produces at a prearranged schedule
of rates over a specified time period and has obtained a registration number for an original single computer,
THE LICENSEE as a part of this EULA agreement agrees in whole and absolutely to pay in full all moneys
owed as a result of the agreement loan within the time period specified without exception, and furthermore
irrevocably guarantees to THE LICENSOR any assets real or cash they posses to fully pay this debt
absolutely. In the event of a default payment by THE LICENSEE to THE LICENSOR for a prearranged loan
repayment THE LICENSOR may demand full and immediate payment of the debt in full plus any additional
charges it incurs to recover the debt including all legal fees (on a solicitor and own client basis) and THE
LICENSEE agrees with THE LICENSOR that it may at its complete discretion seize property and or cash to
pay this debt and report the default to any credit reference association and relevant state and federal agency;

***Payment **

Other than for approved credit provided by THE LICENSOR as referred to herein, THE LICENSEE agrees to
pay in full for the Licensing of the SOFTWARE prior to obtaining a one off customer and subsequent
registration number from THE LICENSOR, without exception;

***Credit Card Payment **

In the event THE LICENSEE purchases the SOFTWARE from THE LICENSOR using a credit card and is
issued with a customer number, THE LICENSEE hereby certifies that they shall not cancel, reverse or
charge back the credit card payment or payments made to THE LICENSOR for any reason, without
exception. THE LICENSEE hereby certifies that if they or their representative cancel, reverse or charge back
any credit card payment they are liable to pay all expenses incurred by THE LICENSOR to recover any and
all outstanding moneys. Furthermore THE LICENSOR reserves the right to advise the appropriate
authorities and or law enforcement agencies of such action and to bring charges against THE LICENSEE to
the fullest extent of any applicable laws. THE LICENSOR also reserves the right to include any banking or
financial institution and its responsible officers in civil and criminal proceedings that allows THE LICENSEE
to cancel, reverse or charge back any credit card payment even without a signed receipt of purchase from
THE LICENSEE;

***Resale of SOFTWARE ***

THE LICENSEE may permanently transfer all THE LICENSEE's rights under this EULA only as part of a
permanent sale of the SOFTWARE to a third party, provided THE LICENSEE (1.) advises THE LICENSOR
inadvance, inwriting to the absolute satisfaction of THE LICENSOR (2.) THE LICENSEE agrees toretain no
registered copies of the SOFTWARE including all component parts, the media and printed materials, any
upgrades, this EULAand THE LICENSEE's UNIQUE Customer Number issued by THE LICENSOR to THE
LICENSEE at the time of purchase and (3.) the recipient agrees to the terms of this EULA absolutely prior to
purchasing the SOFTWARE from THE LICENSEE. Note, however, should THE LICENSEE fail to properly
advise THE LICENSOR and obtain such confirmation in advance of any sale or disposal of the original single
computer THE LICENSEE shall void all rights of use of the SOF TWARE without exception;

**Internet Downloads ***

THE LICENSOR is not obliged or liable to provide Internet downloads or services, without exception. THE
LICENSEE agrees that any and all Internet downloads, updates, registrations and upgrades are provided
completely at THE LICENSEE's or user's own risk and THE LICENSOR its owners, agents and employees
shall have no liability to THE LICENSEE or any other person or entity for any indirect, incidental, special, or
consequential damages whatsoever, including, but not limited to, loss of revenue or profit, lost or damaged
data or other commercial or economic loss, even if THE LICENSOR its owners, agents and employees have
been advised verbally or in writing of the possibility of such damages, or they are foreseeable. THE
LICENSOR its owners, agents and employees shall not be responsible for claims by a third party. By
downloading any SOFTWARE program from THE LICENSOR's Internet site(s), THE LICENSEE is
confirming that they have accepted the SOFTWARE subject to this EULA and are bound by its provisions
absolutely;

** Additional SOFTWARE Components ***

THE LICENSOR may in its absolute discretion make available by any means available to it, additional
components for the SOFTWARE, including but not excluding colors, clipart, fonts, plug-ins, logos, color
profiles and printer drivers with or without the assistance of THE LICENSEE and should THE LICENSEE
wish to purchase these and any additional components THE LICENSEE may at its own cost at a charge(s)
set by THE LICENSOR to be paid by THE LICENSEE when purchased from THE LICENSOR and THE
LICENSEE hereby agrees the additional components of the SOFTWARE are licensed, not sold. Al title and
intellectual property rights in and to the content that is contained in the additional components of the
SOFTWARE are the property of THE LICENSOR absolutely (excluding all third party logos and trademarks).
THE LICENSEE further agrees with THE LICENSOR that should they assist THE LICENSOR in any way
whatsoever with any additional components for the SOFTWARE that they do so entirely at their own risk and
cost, without exception and shall not make any claim to the rights, control, ownership or intellectual property
of said components from THE LICENSOR and or its agents, distributors, dealers, resellers and or on-sellers,
without exception.

**Update and Upgrade Exclusions ***

THE LICENSOR may in its absolute discretion remove any internal or additional components for the
SOFTWARE, including but not excluding colors, clipart, fonts, plug-ins, logos, color profiles and printer
drivers with or without the knowledge or permission of THE LICENSEE at any time that its sees fit and THE
LICENSOR shall not be held liable by THE LICENSEE to bring forward any part or component of the
software from a previous version in any update or upgrade of the software or its components.

*** Operating Systems ***

THE LICENSOR does not accept any liability for any operating system installed over an existing operating
system to replace or upgrade the older operating system that the SOFTWARE was known to operate
satisfactorily within, that as a result no longer supports the SOFTWARE. This is THE LICENSEE's
responsibility and THE LICENSOR shall not be held liable by THE LICENSEE whatsoever, without
exception;

**Hardware ***

THE LICENSOR does not claim that the SOFTWARE will work with all equipment hardware, firmware and
operating systems and shall not accept any liability for any hardware components installed in place of any
existing hardware components that the SOF TWARE was known to operate satisfactorily with, thatas a result
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no longer supports the SOFTWARE. This is THE LICENSEE's responsibility and THE LICENSOR shall not
be held liable by THE LICENSEE whatsoever, without exception;

**Inimical Software **

Although THE LICENSOR undertakes to do everything within its ability to avoid unauthorized inimical
software (malicious viruses, trojans and worms etc.) being present in any part of the SOFTWARE it provides,
THE LICENSOR shall not be held liable for the presence of ANY Virus found to exist on any ifits SOFTWARE
products by THE LICENSEE or any third party, without exception.

***Delivery ***

THE LICENSOR shall not be held responsible or liable by THE LICENSEE or any third party for any delay of
delivery of the SOFTWARE whether the delay be unintentional or intentional by THE LICENSOR and or its
agents;

**Free Offers ***

THE LICENSOR shall not be held responsible or liable by THE LICENSEE or any third party for any delay of
delivery and or fitness of merchantability of any SOFTWARE or SOFTWARE offers whether they be
provided free of charge or otherwise that THE LICENSOR may provide as an Internet download and or via
any other means to THE LICENSEE that relates to, upgrades or updates to the SOFTWARE referred to
herein;

**Licensor's Agents (Resellers) ***

THE LICENSOR shall not be held responsible or liable by THE LICENSEE or any third party for any
information given, promises and or guarantees made (written or verbal) or SOFTWARE sold by THE
LICENSOR's agents, distributors, dealers, resellers and or on-sellers;

***Duty of Disclosure ***

THE LICENSEE shall advise THE LICENSOR and suspend the SOFTWARE under the Licensor's direct
instruction prior to reformatting, selling of, disposing of, upgrading or changing over to another a Hard Disk
Drive, Motherboard, Central Processor Unit, or entire original single computer that contains a registered
copy of the SOFTWARE. Failure to do this will automatically waive THE LICENSEE's rights to obtaining a
new registration number, and THE LICENSOR shall be under no obligation or liability to reissue THE
LICENSEE with a new registration number and THE LICENSEE shall have no right of claim against THE
LICENSOR,;

***Beta Testers ***

Whereas THE LICENSEE wishes to become oris a prerelease tester of the SOFTWARE (“Beta Tester”) THE
LICENSEE agrees with THE LICENSOR that should they assist THE LICENSOR in any way whatsoever
with any part of the SOFTWARE that they do so entirely at their own risk and cost, without exception and
shall not make any claim to the rights, control, ownership, or intellectual property of said SOFTWARE and
shall not make any claim for financial reimbursement from THE LICENSOR and or its agents, distributors,
dealers, resellers and or on-sellers, without exception. Beta Testers further agree with THE LICENSOR that
all title and intellectual property rights in and to the content that is contained in the SOFTWARE is the
property of THE LICENSOR absolutely;

**Internet ***
www.futurerip.com
www.future-1.com
www.futuredraw.com
www.futurecorp.net
www.futurecorporation.net
www.fontdetective.com
www.ibsfuture.com

**World Wide E-Mail ***
ADMINISTRATION:
sales@futurecorp.net
askus@futurecorp.net

REGISTRATION:
register@future-1.com
register@futurerip.com
register@fontdetective.com

TECHNICAL SUPPORT:
austech@futurecorp.net
eurotech@futurecorp.net
nztech@futurecorp.net
ustech@futurecorp.net
ukstech@futurecorp.net

BETATESTERS & SUGGESTIONS:
beta@futurecorp.net
suggestions@futurecorp.net

WEB SITES:
webmaster@futurecorporation.net

***Legal Disclaimer ***

All SOFTWARE specifications, pricing, technical support and information (“Specifications”) refer to all
editions of the SOFTWARE package in all countries and territories may change or be excluded without
written notice. All specifications, claims, features, representations, and or comparisons provided are correct
tothe best of THE LICENSOR's knowledge as of the date of release and or publication, but and are subject to
change without written notice. All printed packaging is exempt from any implied specifications and or
components or program functionality or improvements. Information is provided by THE LICENSOR on an
“asis” basis, without any other guarantees, warranties or conditions, express or implied, inclusive of, but not
limited to, guarantees or warranties of merchantable quality, merchantability or fitness for a particular
purpose, satisfactory quality, educational quality or those arising by law, statute, trade usage, commercial
usage, personal usage or course of dealing or otherwise. The entire risk as to the results of the information
received is assumed by THE LICENSEE in part or whole or as THE LICENSEE perceive itregardless of state

VinylMaster Pro

End User License Agreement 34 - 3

of mind, tertiary or religious background. THE LICENSOR its owners, agents, employees shall have no
liability to THE LICENSEE or any other person or entity for any indirect, incidental, special, or consequential
damages whatsoever, including, but not limited to, loss of revenue or profit, lost or damaged data or other
commercial or economic loss, even if THE LICENSOR its owners, agents, employees have been advised
verbally orin writing of the possibility of such damages, or they are foreseeable. THE LICENSOR its owners,
agents, employees shall not be responsible for claims by a third party.

**Exceptions ***

Where THE LICENSOR makes an exception as provided for in this Agreement to the benefit of THE
LICENSEE, this exception shall be considered a singular and one off gracious act that THE LICENSOR may
revoke inits absolute discretion and that in no way effects the remaining provisions of this Agreement which
shall remain in full force and effect notwithstanding.

**Severability***
If any portion of this EULA is deemed by any court of competent jurisdiction to be illegal or unenforceable,
then the remaining provisions of this Agreement shall remain in full force and effect notwithstanding.

***Entire Agreement ***

This Agreement constitutes the sole and entire agreement between the parties, and SUPERSEDES any
previous agreements, understandings and arrangements between the parties relating to the Software and
Related Materials including those printed in the software's manuals. No amendments or modification to the
EULA shall be valid unless they shall be in writing and signed by an authorized representative of THE
LICENSOR and be accompanied by a legal company seal.

**HARDWARE LOCK (Dongle)***

Where the SOFTWARE has been provided witha HARDWARE LOCK (Dongle) in lieu of the SOFTWARE'S
Registration scheme, THE LICENSEE shall not and shall not allow or cause a third party to de-compile,
disassemble, reverse engineer, copy, alter, modify, use the whole or any part of the HARDWARE LOCK to
use or cause a third party to use the SOFTWARE and or assist in the development of a similar or competitive
SOFTWARE PRODUCT or otherwise use the whole or any part of the HARDWARE LOCK except as
provided in these EULA Terms. THE LICENSOR shall not be liable or responsible for any loss or damage,
whether direct, indirect, incidental, special or consequential, arising out of sale, use or misuse, or user's
inability to use the HARDWARE LOCK and should the LICENSEE damage or destroy HARDWARE LOCK
THE LICENSOR in its absolute discretion may replace the HARDWARE LOCK for a fee (charge) at THE
LICENSOR'S absolute discretion being of an amount no more than the original purchase price of the
SOFTWARE.
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€ 35.0 Troubleshooting

O. When I put the CD in nothing happens?
A. This will happen when “Auto Run” is turned off in Windows. Just open up “My Computer” and select the CD from here and it will load.

Q. When I try and play VinylMaster Academy it stops at Lesson 1 and freezes?

A. This will happen when the “Multi Media” settings aren't all set in Windows. To install these settings open up “Control Panel” next open
“Add/Remove Programs” at the top of this screen click on “Windows Setup” then scroll down to “Multi Media” check all the boxes and click on
“OK”, then “Apply” Make sure the Windows CD is available. Restart the computer and the VinylMaster Academy should work.

Q. When I try and play VinylMaster Academy it flashes on and off?

A. This will happen when the “Color Settings” are set at 256 color or below. To change the Color Settings open up “Control Panel” go to
“Display” at the top of the screen click on “Settings” click on “High Color 16 Bit” and then click on “Apply”. Once the computer resets or
restarts itself the Academy should no longer flash.

Q. 1 go to print out a Bitmap or JPEG image and it doesn't print?

A. This can happen for several reasons with the most common: The incorrect printer driver is selected, or the page size doesn't match what's
actually in your printer etc. However if all these setting are correct and you're still having problems, try the following: Change your windows
display settings to "High Color" 16 Bit, and your printers resolution down to its lowest i.e. 360dpi rather than 720/1440dpi etc. and try this. If
you have tried all the above and still can't print, open the image in Windows Paint, then select all, copy the image to the clipboard, and paste it
into VinylMaster Pro, then try printing it out.

Q. I keep getting Page Fault messages when using or shutting down VinylMaster Pro?

A. This can be very frustrating and of real concern, but the fact is - you needn't worry. The program has been written so that in the event of an
internal error it will attempt to stay running, and it's just letting you know, if it does shut down, you can always retrieve your last work from the
vmpro/backups directory, or from B4SAVE. If this happens when closing the program, please don't be concerned, this has no effect on the
program or any other program on your system. Why the program actually has an internal error can be for so many different reasons, it would be
almost impossible to list them all here. But they are generally related to a series of events that combined with other applications running
(including windows & virus checkers) and current resources available i.e. memory - cause a fault to occur. If this happens regularly, please print
out the request for help sheet and explain "exactly" what you were doing at the time prior to the message, then fax it off to us, and we'll let you
know how this can be avoided in future, or just e mail tech@future-1.com

Q. My computer now says it is unregistered?

A. VinylMaster Pro stores its registration information in the C:\windows\system\vmpro.ini file. If this file is deleted, or you reinstall VinylMaster
Pro, you may need to reenter your registration number. For more information about the registration module, go to the registration section of the
CD menu, or see page 1-4.

0. My clipart or logos don't come up anymore?
A. Close down VMP and try again. If your clipart still doesn't appear, delete the file 'C:\windows\myini.ini' and the problem should be fixed.

Q. Half the menu's in VinylMaster Pro have disappeared?
A. Switch to the Cut File window, and then back again and they should reappear, see Topic 2.6 on page 2-13.

Q. Since loading VinylMaster Pro my computer has been playing up?

A. VinylMaster Pro should have no effect on your other software. If you find that your computer is behaving odd, it may be something such as
the fact that you are running low on hard drive space, you have removed a needed CD from your computer to install VinylMaster, etc. If you
really wish to get to the bottom of it. VinylMaster Pro can be completely uninstalled from the Control Panel (Add/Remove Programs) leaving
your computer in the same state it was in when you installed VinylMaster Pro.

0. The program keeps asking for a password, but I don't know what it is?
A. If you have set a password in the registration section, you will not be able to load the spooler without it. If you didn't set this password, find
the person who did. Tip: Try typing in your Registration or Computer ID Number.

Q. I've lost my transfer code, what do I do next?
A. On the computer in question, you will find a file called "C:\transfer.txt' This will contain the transfer code.

Q. The program keeps crashing?
A. Ensure that your system is configured correctly. It may help to reinstall Windows to correct any damaged, corrupted or lost files.

Q. I've saved off my work, and it's disappeared?
A. If you have lost a file, look for a back up copy by opening the files in the "C:\vmpro\backups" folder.

0. I keep getting an 1/0 Error when I click on a file?
A. Try restarting your computer. If the file's size is zero, the file is corrupt, and must be deleted, by using Windows Explorer.

Q. When I try to open a file from another program it won't open?
A. VinylMaster Pro will only open VinylMaster Pro files. If you wish to load a file from another program, export it from that program as an
"Adobe Illustrator" file, or an "EPS" file, and then import it into VinylMaster Pro, see Topic 10.
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Q. When I try to import a file nothing happens?
A. Maybe the file contains no loadable information. If unsure, you can try re-importing it back into the host application.

0. I can't open up my clients artwork from disk?
A. Get your client to provide the artwork in either of the following formats: "Adobe Illustrator", "EPS", "Windows Bitmap", "BMP", "JPG".

0. When I install VinyIMaster Pro it keeps coming up with a file transfer error?
A. Copy all of the files in the "Install" folder onto your computer, and then remove the CD, and run the Setup32 program from the disk1 folder.

0. How do I get rid of the toolbar?
A. From the bottom task bar, you can click on the VinylMaster tool bar and turn "Floating Toolbar" off. If you wish to remove the task bar tool
bar as well, delete it from "C:\windows\startmenu\programs\startup" location.

Q. When I try to cut something, it does not begin at the plotters origin

A. When you create a cutfile, objects are positioned relative to the bottom left corner of each strip. Therefore if your object is not near the edge
of the vinyl strip, it will be cut further in on the vinyl. If you want to cut out a group of objects at the plotters origin, consider using the "Auto
Cut Selected" feature see page 30-3.

Q. When I try to cut something it is rotated the wrong way
A. If your plotter has a rotate option, if it is on, turn it off, or vice versa.

Q. When I cut out a job, unwanted lines appear, going to the edge of the vinyl
A. This may suggest that you are experiencing a transmission problem. If your plotter is using the serial port, try using a generic text only printer
driver, as demonstrated in VinylMaster Academy's Vinyl cutting section and on page 32-8.

Q. When I try to cut, the plotter cuts out everything in a very small area

A. This usually suggests that the parallel port settings in your computers BIOS are set too fast for your plotter. When you start your computer
enter BIOS (usually by pressing the Delete key). Look for your Parallel port setting, if it is set to ECP, EPP, ECP +EPP, change it to SPP
(standard parallel port) or Normal and the problem should be resolved.

0. My plotter was working fine, but now it doesn't work anymore?
A. You may have rubbed over the settings. Simply complete the plotter setup utility again.

0. My plotter's cutting lines all through my jobs?
A. Refer to the lesson in VinylMaster academy relating to "Generic Printer" in the vinyl cutting section.

0. My plotter's just cutting out letters and numbers, not the Cut File?
A. Chances are your plotter is set to HP-GL Mode 1, instead of Mode 2. From your plotters menu, change the emulation setting to Mode 2.

0. My plotter says Error 1, Instruction Not Recognized?
A. This message can usually be ignored, as it usually has no effect on the result.

Q. My plotter's cutting out text sideways?
A. You may find that your plotter has a rotate option. Simply alternate it from its current state (e.g. if it's on, turn if off and so on)

0. My plotter uses an unlisted plotter language, and won't cut from VinylMaster Pro?
A. Read the trouble shooting section of the plotter setup utility.

0. My plotter keeps cutting the tops off letters?
A. In VinylMaster Pro, you may have set a page size that is larger than your actual piece of vinyl. Correct this and try again.

Q. My plotter says Error, off the page?
A. You are probably trying to cut out something larger than the available piece of vinyl. If you are using the cutfile, ensure that you understand
how the objects are positioned on the vinyl.

Q. My plotter keeps spitting out the vinyl at the end of its cut?
A. This is a setting in the configure plotter section of the vinyl spooler module (click on Advanced). If you change the "End Feed" amount to
zero, the vinyl will no longer be feed out for easy trimming.

0. My plotter suddenly goes to a point away from the Cut File, ruining it?
A. Ensure that you understand how objects in the cutfile are positioned. Try using the Auto-Cut selected option.

0. My Plotter's still cutting out sideways, even though I've clicked on Rotate in the Plotter Setup?
A. This is because the plotter may have it's own rotate setting. Change the setting on the plotter.

0. My plotter just won't cut, even though I've tried absolutely everything?
A. Refer to the trouble shooting section of the plotter setup utility. If all else fails, send an email to plotterhelp@future-1.com

Q. I tried to cut out a gradient fill, and my plotter only cut out a square?
A. Gradient fills can not be cut out as they are a bitmap image which contains no cutable information.
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A

Absolute 32-3

Acquire Image 18-6, 20-3
Add Crop Marks 22-10,14
Add Node 14-5,10, 20-14
Adding Pixels 19-12

Adobe Illustrator 10-2
Advanced Plotter Settings 32-7
Al 10-1,3

Align 27-1, 30-9

Align Selected Nodes 14-12, 20-16
All Black 28-3

Angle Array 27-6

Angle of Elevation 14-5
Anticlockwise Curves 14-2
Application Title 29-6

Arc Segment 14-7, 20-13
Arcs 1-2, 14-7

Array 27-4

Arrow Shape 15-4

Arrow Tool 3-1

Artwork Scanning Table 18-3
Authorization Number 1-5
Auto Backup 2-7

Auto Cad 10-4

Auto Corner 20-15

Auto Correct Curves 22-12
Auto Cut Selected 30-3

Auto Fix 10-3, 20-15

Auto Rotate 30-3

Auto Weed Boxes 30-3,8
Automatically Position 30-10

B4save.vjb 2-7

Background Color 6-4, 22-8
Background Templates 6-4, 20-5
Backup frequency 2-7
Backup.vmp 2-7

Before Save 2-5

Bevel 21-8

Bitmap to Vinyl 17-1
Bitmaps 2-6, 10-2,4, 18-2,3,4
Black & White Tools 18-8
Block Left 13-4

Block Right 13-4

Block Shadow 21-8

BMP 10-2,4, 18-2,3,4
Border Tool 14-7, 15-5
Boundary Clicking 7-3
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36.0 Index

Box Around Tile 30-8

Break Apart 14-2, 20-19
Break Characters 13-11
Break Lines 13-11

Break Paragraphs 13-11
Bring Selected To Front 2-12

Cc

Call Out Shape 15-3

Cast Shadow 21-11,12
Center Handle 3-1

Center Text 13-4

Change All Selected Fonts 13-13
Change Case 13-1,11
Change Color Range 18-7, 21-3
Change Current Page Size 2-14
Character Kerning 13-9
Chopping Guide 6-3

Circle Array 27-5

Circle Shape 15-2

Circle Test 32-6

Circle Tool 23-3

Clean Up Operation 19-10
Clear Guides 20-17

Clear Transformations 25-3
Click 1-1

Clients Details 2-9

Clipart Images 16-1

Clipart Printing 16-1
Clipart Welding 22-8
Clockwise Curves 14-2,
Clones 20-20, 27-2

Close Curve 14-3,6

Color Depth 8-2

Color Filter Window 19-7
Color of Cut File 31-2
Color Pallets 11-1

Color Proof 29-1

Color Rating 11-3

Color Spectrum 18-6
Color Swatch 11-4

Color Types 11-2

Colored Z Order 22-3
COM Port 32-4,5

Combine Curves 1-2, 14-2,
Combined Colors 22-3
Command Buttons 2-11
Communications Port 32-4,5
Computers 9-1

Configure Plotter 32-2
Consumables 33-6

Index i

Contour Cut 1-2, 19-11
Contour Orientation 22-3
Control Point 1-2

Conventions 1-1

Convert Cut Files to Curves 31-2
Convert to Black & White 19-7
Convert to Curves 14-8, 31-2
Copy 24-1

Corner Handles 3-1

Corner to Curve 14-10, 20-15
Corporate Logos 16-2

Correct Orientation 22-3,12
Coverage Preview 33-5

Create a Base Color 22-9
Create Curves 14-4,

Creating a Page Object 2-14
Creating an Effect 21-2

Creep Forwards 30-8
Crop/Registration Marks 22-10,14
CSR 32-3

Currency 33-6

Cursor Position 2-16,

Curve Direction 10-3, 14-2, 20-7,
22-3,12

Curve Editing Module 20-1
Curve Origin 14-3, 20-8

Curve Section 20-11

Curve to Corner 14-10, 20-15
Customer Details 2-9
Customer Number 1-4

Cut 24-1, 30-1

Cut File 30-1,6

Cut File Conversion to VMP 31-2
Cut File Cutting Log 31-4

Cut Files To Be Cut Out 30-9
Cut Now 31-6

Cut Page 30-5

Cut Que 31-2

Cut Selected 30-3

Cutting Diagram 30-2

Cutting Mode 2-13, 30-4
Cutting Options 30-7

Cutting Over a Network 31-3
Cutting Test 31-5

Cylinder Tool 23-6

D

Data Exchange Format 10-4
Date Cut File Created 31-2
Decoupage 29-1

Deleting Cut File/s 31-2
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De-registered 1-4
De-registering 1-5
Despeckle 19-10
Dictionary 13-11

Die Cut 19-11
Digitizer Curves 20-7
Dimension Display 2-16, 26-1
Dimensions 26-1
Direction 1-2

Display Properties 8-1
Distortions 23-1
Distribute 27-2
DM-PL 32-3
Document File 2-5
Downloads 9-1

Draw Background 20-5
Draw Bitmap Image 20-6
Draw Grid 28-3
Drawing Area 2-10
Drawing Color 19-12
Drawing Tool 19-2
Drop Shadow 21-9
Duplicate 24-2, 27-3
Duplicate Clones 27-5
DXF 10-4

E

E Mail Wizard 29-4,5

E Mailing Future Corporation 1-2
Eagle 2-2

Edit All Text 13-14

Edit Favorite Font List 13-12
Edit Vinyl Colors 11-3
Elliptical Section 20-12
Embedded Document File 2-7
Emulation 32-2

Encapsulated Postscript 10-2
Enhanced Preview 7-2, 20-6
Enter Key 1-2

EPS 10-1,3,4

Equivalent Terms 1-2
Estimating 33-1

Everyday Clipart 16-1

Export Curves 10-4, 20-4
Exporting Files 10-4
Extensive Search 13-11
Extrude 21-12

F
FAQ’s 1-3

Fast Move 7-3
Favorite Font List 13-2,12

VinylMaster Pro

Fax Support 1-2

Files of Type 2-5, 10-2

Final Trace 19-15

Fit Text On Path 13-5,6, 23-1,2
Fit Text To Arc 13-6

Flag Tool 23-9

Flood Fill 19-3

Flush Justify 13-4

Font Manager 13-13

Font Smoothing 8-2

Font Width 13-3

Font’s Size 5-1, 13-3,10

Force Justify 13-4

Foreign Program Files 10-1
Free “Cutting” Day Pass 1-6, 1-7
Free Day Pass 1-6, 1-7
Fringing 19-6

FutureCOVER 1-2, 1-3

G

Gap 21-8

Gap Width 22-10

Gaussian Blur 19-10,11
Generic Text Only Printer 32-8
GIF 10-2, 18-2,3,4

GP-GL 32-3,7

Gradient Fill 2-17

Graphics Interchange Format 10-2
Gray Scale 18-8

Grid 6-4, 28-3

Grid Shape 15-5

Group Objects 2-11

Guide Color 6-4, 20-17
Guides 5-1,2, 6-2, 20-16, 28-3

H

Hardware 9-1

HDD Failure 1-7

Help Module 1-3, 2-13

High Resolution 7-2

Hole Shape 22-1,2,13

Horizontal Slider 3-1
Horizontal/Vertical Alignments 27-1
HP-GL 32-3,7

Hue Meter 18-6

|
Image Cut 17-1

Important Information 16-2
Importing Files 10-1,2, 20-3

Index ii

In Stock 11-2

Inches to mm 6-1

Inline 21-16

Insert Text from Clipboard 13-11
Inset 21-6

Interactive Effects 21-6
Interactive Nodes 20-7
Internet 9-1

Internet Support 1-2, 9-1
Invert Selected 22-12
Italic 13-3

Item/s Height 25-2
Item/s Width 25-2

J

Jagged Edges 19-10

Job Information 2-9

Join 14-7,20-19

JPG/JPEG 2-6, 10-1,2, 18-2,3,4

K

Keep Lines 23-12

Kern Text 13-8

Keyboard 1-1

Keyboard Operation 1-1
Keyboard Shortcut Keys 2-17, 18-
20, 19-16, 20-22, 21-18, 22-14,
31-6,33-8

Keyline 21-17

L

Landscape 2-3

Layers 22-8

Legal Disclaimer 16-2
Lens Warp Tool 21-12
Lessons 1-1,3

Licence Agreement 1-7, 34-1,2,3
Line Space 13-9

Lock Object/s 2-12, 20-18
Logos 16-2

Long Cut Files 30-8

Loss of HDD 1-7

Lost Files 2-7

LPT Port 32-5

Main & Power Menus 2-18
Main Tools 2-13
Make Compounds 1-2
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Managing Cut Files 31-3
Manual Tracing Settings 19-14
Map Network Drive 31-4
Margin 33-6

Master Page 6-5

Matrix Tool 15-6

Maximum Compression 29-6
Maximum Curve Angle 19-15
Measurement Ruler 26-1
Measurement Units 5-1,2, 6-1
Menus 2-17

Merge 1-2

Millimeters to Inches 6-1
Minimum Configuration 1-2
Mirror 25-3

Mode 32-3

Monochrome 18-8

Move Items To Page 2-14
Multi Inline 21-16

Multiple Copies 27-3
Multiple Outline 21-15
Multiple Pages 2-13

Multiple Parallel Outlines 21-15

N

Nesting 30-10

Networking 31-3,4

New Document 2-3

New Job 2-3

New Page 2-3

New Page/Properties Module 2-3
Node Edit 14-9,12, 20-14
Node Edit Tool 14-9,12, 20-14
Node Number 14-12
Normalize 14-2, 20-8

Nudge 5-1, 25-1

Nudge Distance Box 25-1

(o)

Object File 2-5

Object Mode 3-1

Object Selector (Pick Tool) 3-1
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40.0 USB, Ethernet & Other Plotter/Printer Setup

To connect a plotter or printer to operate with VinylMaster Pro over a USB, Ethernet or with the machine’s driver provided
by the manufacturer, you must set the Vinyl Spooler to send the commands to the correct location. This is done as follows:

1.0 Setting Up Windows

Before setting the Vinyl Spooler you must install and setup the plotter/printer driver provided by the manufacturer in
Windows (Window'’s Printer Driver). If you do not have this driver you will most likely find it at the manufacture’s web site.
You may also have to setup the USB/Ethernet software which will also be provided by the manufacture or will come with
any 3rd party devices e.g. USB to Parallel Port Cable. This is rarely automated and may be complicated.

It is critical this 3rd party software be setup correctly as it must work before VinylMaster Pro can successfully
communicate with your plotter/printer.

Installing a Window’s Printer Driver (manufacture’s driver)
To install a Window’s Printer Driver, click on Start->Settings->Printers or on Printers and Faxes (Win XP). Next click on

‘Add Printer’ and follow through the wizard advising it where to find the drivers to install. If you have downloaded a driver
from the Internet be sure to save it to a known location so you can navigate to this location e.g. Desktop.

Installing USB/Ethernet Software

As there are too many manufacturers of USB and Ethernet devices to list these all here, you will need to follow the
manufacture’s instructions carefully and take your time to setup their software correctly. Essentially you will be setting up
an additional Port in Windows where the data from VinylMaster Pro will be sent to for the USB or Ethernet software and/or
Windows to transmit it to the plotter/printer.

Note: You may find that you need to restart your computer more than once for the settings to take full effect.

2.0 Setting Up VinylMaster Pro

Once you are satisfied that you have installed and correctly configured your plotter/printer drivers and/or port, the next
stage is to setup VinylMaster Pro via the Vinyl Spooler and the Plotter Setup Utility.

To do this open the Vinyl Spooler window and click on *Configure Plotter’ button which is located in the bottom left corner,
once this comes up click on the ‘Plotter Setup Utility’
and this module will open.

+# Plotter Setup Utility [C] 1988-2002 Future Corporation

MM To set the plotter emulation, click on
The Plotter Setup Utility is a special utility, to help you iejbutonibelosliolalecivenniotiar

. . o from a list.
set up your plotter. In this case it must be set up as if it PO, TR
was communicating via a normal Parallel or Serial Port, & [2 0002000
before you set up the Vinyl Spooler to send your files to PD;PR9184,28630; ED:

IF pou wizh to know more about zetting thiz option,
click on the help button [bottam left corner),

. . . . Select your plotter:
either a USB or Ethernet Port. S
P b

Plotter: Roland CM-500

Therefore you must connect your plotter/printer via a 1'-.ipR9:, 42 "
parallel or serial cable to test that you have chosen the Fremogss,

correct settings to operate the machine. Pz
PD; PR .
FD; PR10325, 2%167;

See Topic 32.0 for more information on this module. PD;PR10445, 262065 PO
PD;:PR1O5GT,2%242; FPD:E ﬁ
. PD; PR10ESL,25%276; PD;FE:
Once you have successfully setup your machine you

must click on ‘Update Settings’ close out and reopen
the Configure Plotter window again and click on @ Mure Information—— Platter Help Shests @ ‘ @ @
‘Advanced’.

Emulation mode: |HPGL [ Absolute | j
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Print Setup
" Default prirter
Cancel |
[currently EFSON Styluz Photo 810 Series on LPT1:)
' Specific printer: DOptions... |
Flotter type .
Neworc. | | {HF-GL (Standard Flotter) x|
— Drientation Faper
Destination Cut directly ta Platter *
v Portrait Size: IUserDefined Size 'l ety o EIJ ﬁ
" Landscape SonGe; I VI Frart PRN j
LPT1

| Advanced  Plotter Setup /ﬁl <- Click here to setup your plotter, lEZELﬁ

k|
COm2
Initialization Sting [F0,0,R0.0 Unitz / mm: |40 j
Pen Up Command: [PUPA o Sz e
Pen Down Command [PD Distance Factor 0.01
Delimater [ Angle Factar [10
Terminatar | Riotate 90 [~
End of File: ,— Abzolute EDVEI.CU[ Farity None j
Retum to Start ™ End Feed (in) [0.00 SRR [
Rioland 500 on LPT1: & Hupdae

In the Advanced section of the Configure Plotter window set‘Port’to: PRN and the ‘Print Setup’ window will come up,
as shown above.

Selecting your plotter/printer (manufacturer’s driver)

Click on ‘Specific Printer’, as shown above and set this to the manufacture’s printer driver you have just installed and
configured. Once selected click on OK. Next YOU MUST click on ‘UPDATE’, as shown above in the Advanced section for
these settings to take effect and then on OK.

Selecting a USB or Ethernet Port

If you have a 3rd party device such as a ‘USB to Parallel Cable’ you will need to have installed its software so a Port will be
made available for it in Windows. Next you must set your plotter/printer driver (manufacture’s driver) to use the 3rd
parties USB or Ethernet Port. To do this go to Start->Settings->Printers or on Printers and Faxes (Win XP), right click on
your plotter/printer and go down and click on ‘Properties’, in this window (Details Tab) set the plotter/printer to use the
USB or Ethernet Port.

Note: You can technically use any Window’s Printer Driver that is set to the USB or Ethernet Port, but it is usually better to
use the plotter/printer driver supplied by the manufacturer wherever possible.

Once this is done click on ‘Specific Printer’, as shown above and set this to the manufacture’s printer driver you have just
installed and configured (which will be using the correct USB or Ethernet Port). Once selected click on OK. Next YOU
MUST click on ‘UPDATE’, as shown above in the Advanced section for these settings to take effect and then on OK.

Now when you send a Cut File to be Cut, the Vinyl Spooler will send the commands to the Driver or Port you have selected
rather than via VinylMaster Pro.

3.0 Printer-Cutters

These machines may need a special file to send as a header to the machine to place it in Cut Only Mode. If you have a
Printer-Cutter and have followed the above steps without success please contact plotterhelp@future-1.com and request
a specificfile.

When you receive this file (usually via e mail) place it in the C:\vmpro\data directory (substitute C:\ where necessary).

Note: Many Printer-Cutters use the same file which is already present in the vmpro\data directory. To test this rename the
file _cutstart.dat to cutstart.dat (deletethe underscore)and try cutting again.
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