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Preface

People throughout the world use Xerox GLOBALVIEW software.
Xerox, therefore, tailors its software to meet various national
requirements. As a result, you may find the default settings and
property sheets illustrated in this publication different from those
on your workstation. For example, the Page Format property
sheet may display international page size default settings or U. S.
page size default settings, depending on your national
requirements. The functionality of the software, however,
remains the same.
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1. Introduction

This reference manual is part of the VP Series Reference Library,
which is the encyclopedia for VP software applications.

Before you begin

Several user guides make up the VP Series Reference Library.
Each user guide provides information about a general category of
applications, such as graphics, terminal emulation, or file
conversion.

Before you refer to any VP user guide, you should become
familiar with the following core documentation:

e VP QuickStart Tutorial. Provides training and exercises for
basic workstation operations and for creating, editing,
printing, mailing, and filing documents.

e General User Guide. Introduces the basic operations
common to all VP applications. It also describes how to
conduct a GLOBALVIEW session and how to use vyour
workstation keyboard, mouse, and color capabilities.

e Document Editor: Basics User Guide. Provides complete
information on creating and editing a document.

By mastering the basics, you will be able to use other VP
applications to perform tasks quickly and confidently.

About this reference manual

Part 1 — Overview

This reference manual provides conceptual and procedural
information on the following applications:

Xerox Illustrator Basics

Xerox Pro Illustrator

Xerox Illustrator Upgrader

Xerox Pro Illustrator Conversion of VP Basic Graphics.

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

Chapter 1 — The graphic artist’s approach to Xerox Pro lllustrator
introduces Pro lllustrator by comparing it to the traditional
drawing board.

Chapter 2 — Getting started briefly describes how to begin using
Xerox Pro lllustrator.  Topics include required hardware and
software, how to install the Pro lllustrator software, and some
basics about its use.
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Chapter 3 - Notes to Xerox graphics products users provides
information of interest to users of other Xerox graphic products.
It contains brief discussions of raster and vector graphics, VP
Freehand, Xerox Publishing Illustrator, VP Basic Graphics, a
comparison of Xerox Pro lllustrator with VP Basic Craphics, and
Xerox Pro lllustrator’s unique features.

Part 2 — Creating and working with objects

Chapter 4 — Pro lllustrator frames describes how to insert a Pro
[[lustrator frame into a VP document.

Chapter 5 — Softkeys tells you how to use the softkeys and how
to customize them to meet your needs.

Chapter 6 - Creating objects describes how to create points,
straight lines, rectangles, and ellipses.

Chapter 7 - Working with objects contains information a
procedures for displaying, selecting, copying, moving, deleting
layering, and clustering objects.

Chapter 8 — Setting object properties tells you how to set object
properties.

Chapter 9 — Text frames describes how to create and modify text
frames within a Pro lllustrator graphic.

Chapter 10 - Bitmap frames describes how to create and modify
bitmap frames within a Pro llustrator graphic and how to place
and move raster images within a bitmap frame.

Chapter 11 - Chains tells you how to draw and edit more
complex shapes, including polygons and shapes containing
curves and arcs.

Chapter 12 - Transformations describes how to transform
objects (change their size, shape, or orientation).

Part 3 — Using Xerox Pro lllustrator tools

Chapter 13 - View windows provides information for using View
windows to create multiple views of an illustration so that you
can work at varying locations and scales (zooming in and out).

Chapter 14 - Layout tools describes Xerox Pro lllustrator’s variety
of layout tools. Topics include gravity, directional constraints,
cross hairs, and geometry.

Chapter 15 — Measuring tools tells you how to use Xerox Pro
Illustrator's measuring tools. Topics include Frame Units, the
Measures window, and rulers.

Part 4 — Using Xerox Pro lllustrator with your system

1-4

Chapter 16 - Xerox lllustrator Basics describes the viewing,
copying, and printing capabilities of the application.  Topics
include required hardware and software, installation procedures,
system messages, and notes and cautions.

Chapter 17 - Xerox lllustrator Upgrader tells you how to
upgrade VP documents containing graphic objects created with
Xerox Pro Illustrator 2.0 or 2.0.15. Topics included hardware and
software and installation procedures.

VP SERIES REFERENCE LIBRARY



Appendices

INTRODUCTION

Chapter 18 - Xerox Pro lllustrator Conversion of VP Basic
Graphics describes how to convert a VP Document containing VP
Basic Graphics to a VP document containing Pro lllustrator
graphics. Topics include required hardware and software,
installation procedures, conversion effects, and notes and
cautions.

Chapter 19 - Printer requirements for Xerox Pro Illustrator
provides information on printer requirements and printing
limitations.

Chapter 20 — Xerox Pro lllustrator notes and cautions explains
how to solve or avoid known problems with Xerox Pro Illustrator.

References to the keyboard

Appendix A - Quick Art provides a brief description of the Pro
[Nustrator Quick Art library and tells you how to copy art from
the Quick Art library into your illustrations.

Appendix B — Tips and strategies for using Pro [llustrator contains
information that will enhance your use of Xerox Pro Illustrator.

Topics include layout tips for structured graphics, tips and
strategies for working with chains, and various tips for performing
specific operations.

Appendix C - Glossary defines special terms used in this manual.

Appendix D - Integrating Pro lllustrator graphics in XPS 700
documents contains procedures for merging Pro Illustrator
graphics as Interpress masters into XPS 700 documents.

Appendix E - Recovering from problems contains some of Xerox
Pro Illustrator's user messages, and what to do when you see
them.

Documentation conventions

When referring to keys, the Xerox Pro Illustrator Reference
Manual uses the Xerox 6500 series workstation labels. The 6500
keys are included in procedures and illustrations.

Refer to the Ceneral User Guide in this library for a complete
discussion of the keyboard layouts for Xerox workstations. [f you
have a different keyboard configuration, refer to your hardware
documentation.

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

The VP Series Reference Library uses the following conventions:

e Square brackets. Names of commands, properties, and
options you select with the mouse appear in square brackets,
for example, [Close].

e Angle brackets. Names of workstation keys and alternate
function keys appear in angle brackets, for example,
<Open> and <Props>. This convention applies to
alphabetic and numeric keys. It does not apply to keys
marked with arrow symbols, such as the tab key.
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Hlustration conventions

A\

e ltalics. Application names beginning with VP and XWS, user
guide names, and the library name appear in italics.

Wherever possible, graphic images (such as pointer arrows) are
printed in the text as they appear on the screen or on the
keyboard.

CAUTION: Cautions advise you of actions that can damage your
equipment or software or cause loss of data or time.

$ O @® OG> O

The Xerox Pro Illustrator Reference Manual uses the following
conventions to illustrator step-by-step procedures:

The circle with a number in it indicates either that you select an
item, or that you click (press and release), the left mouse button

The circle with a number in it and with an arrow pointing down
indicates that you press and hold down the left mouse button.

The circle with a number in it and with an arrow pointing up
indicates that you release the left mouse button.

The shaded circle with a number in it indicates either that you
select an item, or that you click (press and release), the right
mouse button.

The shaded circle with a number in it and with an arrow pointing
down indicates that you press and hold down the right mouse
button.

The shaded circle with a number in it and with an arrow pointing
up indicates that you release the right mouse button.

The illustrations also contain a results arrow symbol that indicates
the result of a particular operation.

Software requirements

1-6

A\

The following software must be installed, enabled, and running
on your workstation:

e XWS
e XWS NetCom, RemoteCom, or Standalone
e VP Document Editor.

CAUTION:  Some applications, such as Font Manager and
Workstation Keyboards, are automatically loaded on your work-
station. If they appear in your application loader, do not delete
them because other applications depend on them. If you do
delete them, system messages direct you to reinstall them when
you try to use an application that depends on them.

VP SERIES REFERENCE LIBRARY



Xerox lllustrator Basics

INTRODUCTION

Xerox Pro lllustrator

For Xerox Illustrator Basics, you must install, enable, and run the
following applications:

e Imaging Basics (for 6500 series workstations only)
e Xerox lllustrator Basics.

Refer to Chapter 16 for complete information.

Xerox Illustrator Upgrader

For Xerox Pro lllustrator, you must install, enable, and run the
following applications:

e Imaging Basics (for 6500 series workstations only)
e Xerox lllustrator Basics
e Xerox Pro lllustrator.

Refer to Chapter 2 for complete information.

For Xerox lIllustrator Upgrader, you must install, enable, and run
the following applications:

Imaging Basics (for 6500 series workstations only)
Xerox Illustrator Basics

Xerox Pro lllustrator

Xerox Illustrator Upgrader.

Refer to Chapter 17 for complete information.

Xerox Pro Illustrator Conversion of VP Basic Graphics

For Xerox Pro lllustrator Conversion of VP Basic Graphics, you
must install, enable, and run the following applications:

Imaging Basics (for 6500 series workstations only)

VP Basic Graphics

Xerox Illustrator Basics

Xerox Pro lllustrator

Xerox Pro Illustrator Conversion of VP Basic Graphics.

Refer to Chapter 18 for complete information.

Related documentation

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

The following tutorial provides training on Xerox Pro lllustrator:

e Xerox Pro lllustrator Tutorial.
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2. Getting started

This chapter provides general information about how to begin
using Xerox Pro lllustrator with your 6500 series workstation or
6085 Series workstation. Topics covered include:

6500 series hardware requirements

6085 series hardware requirements

Quick Art and Pro lllustrator Palettes

Setting Edit/Save to True in your User Profile

Using the keyboard and mouse with Xerox Pro Illustrator.

6500 series requirements

Hardware requirements

This section describes the minimum hardware requirements for
the 6500 series workstation.

Refer to the “Software requirements” section in Chapter 1 for
complete information on the software requirements.

Swap space requirements

The minimum hardware requirements for the 6500 series
workstation are as follows:

e Rigid Disk: 207 Megabytes
e Main Memory: 16 Megabytes
¢ Display: 19-inch.

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

A shortage of memory effects all VP applications and can result in
slower  workstation  performance. To ensure maximum
performance from your system, it is recommended that you
increase the virtual memory, or swap space, on your workstation.
If you use the Xerox Illustrator Basics application, you need to
add 10-megabyes of swap space to your system.

For complete information on swap space, refer to Appendix D,
“Adding additional disk drives and swap space” in the VP 3.1
Software Installation Guide: 6500 Series.
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6085 series requirements

Hardware requirements

This section describes the minimum hardware requirements for
the 6085 series workstation.

Refer to the “Software requirements” section in Chapter 1 for
complete information on the software requirements.

Effects of main memory shortage

The minimum hardware requirements for the 6085 Series
workstation are as follows:

Rigid Disk: 40 Mb (80 Mb recommended)
Main Memory: 1.1 Mb (3.7 Mb recommended)
Display: 15-inch (19-inch recommended)
Floppy Disk Drive: 360 Kb (5.25-inch disk).

A shortage of main memory affects all VP applications and results
in slower workstation performance, especially when changing
from one activity (such as editing text) to another (such as
editing graphics). A shortage of main memory may mean one of
the following:

¢ Not enough memory is physically installed in the machine.

e Incorrect parameters have been set in the System
Configuration Utility.

Effects of Virtual Memory backing store shortage
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A shortage of disk space available for Virtual Memory backing
store affects all VP applications and causes the system to run very
slowly, with frequent pauses of heavy disk activity.

Unlike the situation with main memory, the effects of low
backing store only become apparent when the supply runs out.
Thus, if backing store is only marginally low, the system slows
down only when many applications are running; when you are
editing large documents, large bitmaps, or complex graphics
frames (such as large IGES files); or when many documents or
View windows are open at the same time. A shortage of disk

space available for Virtual Memory backing store may mean one
of the following:

e VP has not been installed correctly; most likely, the boot
switches are incorrect.

e A problem on the Scavenger volume is using unnecessary
space.

¢ The lllustrator Performance Enhanced Option is required and
has not been enabled.

o The disk size is too small for the kind of work you are doing.

e Too many documents or other icons are open at once.
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Effects of Processor Control Store shortage

When checking for adequate Processor Control Store, the
software determines whether floating point microcode is present.
If it is not, either the workstation does not have 8K of Processor
Control Store or the supply is not being utilized. The lack of
floating point microcode affects only lllustrator applications, not
the rest of VP. All of lllustrator is slowed down, with screen
display and computation—intensive activities the most severely
affected. A shortage of Processor Control Store may mean one
of the following:

e The 4K Processor Control Store Memory Kit (product code
75D) is not installed in the machine.

e Incorrect parameters have been set in the System
Configuration Utility.

e The correct microcode has not been installed on the
workstation.

e The system was booted directly from the Installer without
using the boot button.

Upgrading your 6085 for the 8K control store

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

The Control Store Memory Kit is a hardware option available for
your 6085 workstation that enhances the performance of Xerox
Pro lllustrator software by adding 4K of Processor Control Store.
This option must be installed on your workstation by an
authorized Xerox representative.

If the Control Store Memory Kit is installed after GLOBALVIEW is
installed, you must follow the procedure below to reinstall
system microcode.

If it is installed while you are upgrading to 3.1, you do not have
to reinstall system microcode. The installation procedure loads
the correct microcode and automatically utilizes the additional 4K
control store.

To reinstall system microcode on your workstation, follow the
procedures below.

1. Boot your workstation
2. Press <F3>to run the Installer.

If you do not know how to use the Installer, refer to the VP
3.1 Software Installation Guide: 6085 Series. You may install
from the network, floppy disk, or cartridge tape.

3. Type the number corresponding to [VP: 6085 Special
Installation and Error Recovery Commands] from the main
Installer menu.

4. Press <Return>.

Type the number corresponding to [Install VP Basic
Workstation Microcode Only on 6085 Workstation].

6. Press <Return>.

7. Type Y in response to the “Ready to install VP Basic
Workstation microcode files only?” prompt.

8. Press <Return>.
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Follow the prompts on the workstation display and load the
correct floppy disk or tape when requested.

When the Installation of VP Basic Workstation microcode files is
complete message appears, continue with Enabling the lllustrator
Performance Enhanced Option below, or reboot your
workstation.

Enabling the Illustrator Performance Enhanced Option

The [lustrator Performance Enhanced Option makes your 6085
workstation run faster by increasing the amount of disk space
allocated to Virtual Memory backing store. This option must be
enabled if your rigid disk size is less than 40-megabytes, but it is
recommended for all configurations.

To upgrade your workstation for the Pro lllustrator Enhanced
Option, follow the procedures below:

1. Boot your workstation.
2. Press <F3>to run the Installer.

If you do not know how to use the Installer, refer to the VP
3.1 Software Installation Guide: 6085 Series. You may
install from the network, from floppy, or from tape.

3. Type the number corresponding to [VP: 6085 Special
Installation and Error Recovery Commands] from the main
installer menu.

4. Press <Return>.

Type the number corresponding to [Enable/Disable Xerox Pro
[llustrator Performance Enhanced].

6. Press <Return>.

7. When the “Xerox Pro lllustrator Performance Enhanced
Option is now enabled” message appears, type the menu
option number corresponding to [Start 6085 System].

8. Press <F1> to reboot your workstation.

Quick Art and Pro lllustrator Palettes
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In addition to the software applications, Xerox Pro lllustrator
provides other documents you may want to use:

Quick Art

Pro Color Palette

Pro Color Palette (with color names)

Pro Color Palette (for bitmaps with color names)

Pro IHustrator HighLight Printer Palette

Pro lllustrator HighLight Printer Palette (with color names)

Pro llustrator HighLight Printer Palette (for bitmaps with
color names)

Xerox Pro llustrator Quick Art and the Pro lllustrator palettes are
provided with the Xerox Pro Illustrator applications.  These
documents are not applications to be run in the loader. They are
additional tools to use with the Xerox Pro lllustrator applications.
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To use Xerox Pro Illustrator Quick Art and the Pro lllustrator
palettes with Xerox Pro Illustrator, you need to copy them to
your desktop.

Xerox Pro Ilustrator Quick Art is a collection of ready-to-use
symbols, objects, and shapes that you can copy into your Pro
Illustrator drawings and edit (see Appendix A).

The Pro lilustrator palettes enable you to apply color to graphics
objects using <Same>. The palettes provide an alternative to
using the Object Properties sheet to apply color to graphics
objects. Refer to Chapter 8 for complete information.

Setting Edit/Save to True in your User Profile

If the Edit/Save option in the [Documents] section of the User
Profile is set to False, you may want to change it to True.
Automatic backups (Edit/Save set to False) sometimes cancel the
current action in a Pro lllustrator frame. For example, if an
automatic backup occurs while you are scaling an object in a
frame, the action is cancelled.

With Edit/Save set to True, you can go back to previous, saved
versions of an illustration if you make a mistake or want to
experiment. You can restore your previous illustration by
selecting [Reset] in the document window header.

To set Edit/Save to True, follow this procedure:
Select [Show User Profile] in the desktop auxiliary menu.
Select [Edit] in the User Profile window header.
Scroll to the [Documents] section.

1
2
3
4. Select FALSE next to the Edit/Save option, and press <Del>.
5. Type: TRUE.

6

Log off, then log back on to activate the option.

How the keyboard and mouse work with Xerox Pro lllustrator

Keyboard

You use the keyboard, softkeys and mouse to select objects,
text, and commands on your desktop.
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In Xerox Pro llustrator, you use the keyboard to enter
commands and to make selections on the softkeys (Chapter 5).
You will use the following keys when working with Xerox Pro
Ilustrator:

o <Again> e <Open>
o <Copy> e <Props>
e <Del> e <Stop>
e <Find> e <Same>
o <Move> e <Undo>
o <Next>.
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The <Shift> key has a special use in Xerox Pro [llustrator. You
use <Shift> to select individual control points on graphic
objects (Chapter 7), and temporarily disable gravity, geometry,
and grids (Chapter 14).

When referring to keys, the VP Series Reference Library uses the
6500 workstation labels. Refer to the General User Guide in this
library for a complete discussion of the keyboard layouts for
Xerox  workstations. If you have a different keyboard
configuration, refer to your hardware documentation.

Softkeys
When you select anywhere within a Pro lllustrator frame, your
workstation displays the Pro llustrator softkeys on the screen.
The softkeys correspond to the function keys at the top of the
keyboard. You can make selections on the softkeys with either
the function keys or the mouse.
Transform select | Pattern | Linewidth E Line Tint [ Fill Tint
Scale : } ] 0
Stretch
Rotate
Flip
Shear
Mouse

Cursor shapes

You use the mouse to create and modify objects (Chapters 6
through 12), make selections on the softkeys (Chapter 5) and on
property sheets (Chapter 8), and perform the usual GLOBALVIEW
desktop and window management functions.

The mouse on a 6500 workstation has three buttons. You use
the left and right mouse buttons when you work in GLOBALVIEW.
The middle button is not active.

The mouse on a 6085 workstation has two buttons. You use the
left and right mouse buttons when you work in GLOBALVIEw.
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The cursor shows the current location of the mouse. It changes
shape to indicate what command is being executed or what
mode the system is in. In many cases, when the cursor changes
shape, a prompt appears in the desktop message area to remind
you of the next action you should take. Following are the cursor
shapes for Xerox Pro Illustrator.

Normal cursor - for selecting on the softkeys orproperty sheets,
and for desktop operations and window management.

Select cursor — for selecting anywhere within the Pro lllustrator
frame.

Draw and Edit cursor — for drawing and modifying objects
(including transformations).
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Define View Area cursor — for the first step in creating a View
window (selecting the portion of the illustration to be included in
a View window).

Place View window cursor — for the second step in creating a
View window (indicating where on the desktop the View window
is to be located.)

Wait cursor — indicates that the system is performing an
operation.

For the cursor shapes associated with the standard VP
commands, refer to the VP Series Reference Library.
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3. Notes to users of Xerox
graphics products

This chapter contains information of interest to users of Xerox
graphics products. Topics include brief discussions of:

Raster and vector graphics

VP Freehand

Xerox Publishing Illustrator

VP Basic Graphics

Xerox Pro lllustrator

Comparison of Xerox Pro Illustrator and VP Basic Graphics
Unique features of Xerox Pro lllustrator.

Raster and vector graphics

Raster graphics

This section provides a very brief description of how raster and
vector graphics systems work.

Vector graphics

Raster graphics systems work by associating each pixel (dot) on
the screen with a corresponding location in memory. As you
paint using a variety of tools and brushes, you turn pixels on
(black) or off (white) to create the image.

You can think of raster graphics as being like oil or sand painting.
Objects on top of one another become intermingled with each
other (and with the background, if there is one) so there is
always one layer in the illustration. Editing is difficult, because
when you edit an object, you also edit what is underneath it.
The resolution of the final image is limited to that of the original
canvas used.

VP Freehand and Xerox Publishing Illustrator are raster graphics
systems.
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Vector graphics systems use descriptions of line segments to
draw images. As you draw, you combine objects (points, lines,
curves, rectangles, and so on) to construct the image.

You can think of vector graphics as object-oriented drawing,
where the objects are like electronic rubber bands connecting
dots that define the objects.

Obijects in a vector graphic are layered like a collage before it is
glued; they are not intermingled with one another as objects in a
raster graphic are. Editing is easy because you can move and
edit each object independently. The final image is printed at the
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maximum resolution of the printing device. VP Basic Graphics
and Xerox Pro Illustrator are vector graphics systems.

VP Freehand

VP Freehand is the basic raster graphics application in
GLOBALVIEW. It is a separately loadable application.

You can integrate illustrations created with VP Freehand into Pro
lllustrator frames or Basic Graphics frames. To do so, move the
bitmap frame containing the VP Freehand canvas into a Pro
lllustrator or Basic Graphics frame.

You can also use VP Freehand to edit scanned canvas.

Xerox Publishing lllustrator

Xerox Publishing Illustrator is the . advanced raster graphics
application in GLOBALVIEW. It is a separately loadable application.

Xerox Publishing Illustrator software allows you to create an
illustration and edit it. It also enables you to edit an illustration
that was created elsewhere and sent via the 150 GIS Il scanner or
the 7650 Pro Imager scanner to Xerox Publishing Illustrator.

You can integrate illustrations created with Xerox Publishing
Hlustrator into Pro lllustrator frames. To do so, move the bitmap
frame containing the Xerox Publishing lllustrator canvas into a
Pro Hllustrator frame.

VP Basic Graphics

3-2

VP Basic Graphics is the basic vector graphics application for
GLOBALVIEW. It is a separately loadable application. You create
and edit a VP Basic Graphics illustration in a frame in its final
place on the page of a VP document. A VP Basic Graphics frame
can contain other frame types and objects:

Bitmap frames

VP Data-Driven Graphics frames
Text frames

Image frames

Form fields

Table frames

Nested VP Basic Graphics frames
CUSP buttons.

You can convert illustrations created with VP Basic Graphics to
Xerox Pro lllustrator by using the Xerox Pro Illustrator Conversion
of VP Basic Graphics application.
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Xerox Pro lllustrator

Xerox Pro llustrator is the advanced vector graphics application
for GLOBALVIEW. Like VP Basic Graphics, you create and edit a
Pro Ilustrator illustration in a frame in its final place on the page
of a VP document.

In order to use Xerox Pro lllustrator you also need to have Xerox
Hlustrator Basics software running on your workstation.

Pro lllustrator frames can contain embedded text frames and bit
map frames but not any other type of VP document frames. A
separate conversion application is available to convert VP Basic
Graphics frames into Pro Illustrator frames.

You can create a VP document containing a mixture of Basic
Graphics and Pro lllustrator frames. To distinguish between the
frame types, once they are created, you can select inside the
respective frames; the appearance of the softkeys and cursor
differs.

Comparison of Xerox Pro Illustrator and VP Basic Graphics

Softkeys

This section contains a brief comparison of Xerox Pro Illustrator
and VP Basic Graphics. In comparison with Basic Graphics, Pro
Illustrator provides a richer set of objects, properties, and
commands.  Moreover, Pro lllustrator provides a number of
layout tools and features that accelerate the creation and revision
process.

The following sections describe in detail the differences between
Xerox Pro Illustrator and VP Basic Graphics.
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The softkeys are one of the most significant differences, both in
their appearance and functional use.

Xerox Pro Ilustrator

The Xerox Pro [lllustrator softkeys provide much more
functionality than the VP Basic Graphics function keys.  The
softkeys are the principle user interface mechanism in Xerox Pro
Hlustrator.  Using the softkeys, you can perform most of the
system operations, including:

Creating objects

Setting object properties

Specifying directional constraints
Accessing various layout tools
Transforming objects

Changing relationships among objects.

The four left most softkeys, the Command Softkeys, display the
commands that allow you to operate the system. These
commands are always the same.
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Transfer symbols libraries

The six right most softkeys, the Changing Softkeys, display the
properties and constraints for each command you select on the
Command Softkeys. These softkeys change depending on which
command you select. See Chapter 5 for more information.

VP Basic Graphics

The VP Basic Graphics function keys are more limited in their
functionality. You can use them to:

e Stretch and magnify

— VP Basic Graphics frames

- Graphic objects within the frames
—  Embedded graphic and text frames
Activate the grid

Draw lines and curves

Join and split clusters of objects

Layer objects.

3-4

Both VP Basic Graphics and Xerox Pro lllustrator come with
symbols libraries containing objects that can be copied into your
documents for editing or for using as is.

Xerox Pro lllustrator Quick Art

Xerox Pro lllustrator Quick Art is a graphics library that contains
many more objects and symbols than the VP Basic Graphics
Transfer Document. For example, Quick Art includes:

Borders and boxes

Electronic and flowchart symbols
Display type

Forms elements

Rulers and protractors.

You need to copy objects from the Quick Art documents rather
than move them into your documents. If you move them, they
are deleted from the Quick Art documents. See Appendix A for
more information.

VP Basic Graphics

VP Basic Graphics provides two ways to obtain symbols.

Basic Graphics Transfer Document — VP Basic Craphics comes
with a Transfer Document containing the following basic objects:

Point

Horizontal, vertical, and 45 degree lines
Triangle

Square

Curve

Ellipse

Circle.

It also contains embedded text frames and other graphic frames
that you can copy into an anchored VP Basic Graphics frame.
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Special graphics keyboard — The basic objects contained in the
Basic Graphics Transfer Document are also available through the
Special graphics keyboard.

Deselecting objects

Selecting objects within the graphics frame is very similar in the
two systems. The various methods are called by different names.
In addition to the features described in the following sections,
Pro lllustrator also offers three selection levels.

Xerox Pro lllustrator

In Xerox Pro lllustrator, the methods for selecting individual
objects and multiple objects differ.

Individual objects — You select individual objects by placing the
cursor on the boundary of the object and clicking the left mouse
button.

Multiple objects — You have two ways to select multiple objects:
object-by-object election and draw-through box selection.
Both ways are referred to as extended selection.

To use object-by-object selection, you select the first object
using the left mouse button and the additional objects using the
right mouse button.

With the draw-through box selection, you select the first object
with the left mouse button and then, using the right mouse
button, you draw a box around the remaining objects to be
selected. See Chapter 7 for more information.

VP Basic Graphics

In VP Basic Graphics, the methods for selecting individual objects
and multiple objects differ from those of Xerox Pro lllustrator.

Individual objects — You select individual objects by placing the
cursor near or on the boundary of the object and clicking the left
mouse button.

Multiple objects — Again, there are two ways to select multiple
objects: select-adjust method and draw-through method.  The
select-adjust method works the same way extended selection
does in Xerox Pro lllustrator. The draw-through method works
the same way draw-through box selection does in Xerox Pro
Ilustrator.

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

The methods for deselection objects differs in the two systems.

Xerox Pro lllustrator

In Xerox Pro Illustrator the methods for deselecting individual
objects and multiple objects differ from those of VP Basic
Graphics.
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Layering objects

Individual objects — To deselect a single object, move the cursor
off the object to a blank area in the Pro lllustrator frame and click
the left mouse button.

Multiple objects — To deselect all objects in a group, move the
cursor off the objects to a blank area in the Pro lllustrator frame
and click the left mouse button. To deselect specific objects in
a group, place the cursor on the boundary of the object and
click the right mouse button.

VP Basic Graphics

In VP Basic Graphics the same method is used for deselecting
individual objects and multiple objects.

To deselect an object, move the cursor off the object to a blank
area in the VP Basic Graphics frame and click the right mouse
button.

Clustering objects

Xerox Pro lllustrator provides you with more flexibility in layering
objects.

Xerox Pro lllustrator

In Xerox Pro Illustrator you can specify whether an object is on
the top or bottom of all other objects or above or below a
specified object.

To place an object on the top or bottom, you select the object
and then select either Top or Bottom on the Layer softkey.

Follow these steps to place an object above or below a specified
object:

1. Select the object to be placed above or below another
object.

2. Select Above or Below on the Layer softkey.

3. Select the object that the first object will be above or below.

VP Basic Graphics

In VP Basic Graphics you layer objects by selecting the object
and selecting the Top function key.
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Clustering objects differs in the two systems.

Xerox Pro lllustrator

In Xerox Pro lllustrator you can create nested clusters (clusters
within clusters). When you split a cluster made up of
subclusters, the subclusters remain intact until you split them.

To create a cluster, select the objects and select Joined on the
Cluster softkey. To split a cluster, select the cluster and select
Split on the Cluster softkey. See Chapter 7 for more information.
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VP Basic Graphics

You cannot create nested clusters in VP Basic Graphics.

To create a cluster, select the objects and select the Join function
key. To split a cluster, select the cluster and select the Join
function key.
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You will notice some differences in the way you draw objects in
the two systems.

Xerox Pro lllustrator

You draw basic objects (point, line, rectangle, square,ellipse,
circle, text frame, and bitmap frame) by selecting them on the
softkeys and drawing them (sizing them as you place them) in
the frame.

To draw them, you click the mouse button two times, once for
the starting point and once for the ending point.  Rectangles,
squares, ellipses, and circles can be drawn from corner to corner
or from the center outward. Text frames with two or more
adjacent free sides are drawn with a single mouse click.

There are directional constraints (Horizontal, Vertical, and Lock
angle) available that constrain lines to be horizontal. You can fill
any basic object that is a closed shape (i.e., any basic object
except a line or point), and you can fill any closed chained
shape. You can also copy objects from the Quick Art
documents into your illustration and modify them.

Drawing in Xerox Pro Illustrator is more easily controlled because
of the precision tools the system provides. These include:

View window

Directional constraints

Linear and angular fixed grids

Linear, angular, paraline, and perspective moving geometry
Cross hairs

Pin Point

Gravity

Frame Units

Measures window.

Refer to the section in this chapter titled, “Unique features of
Xerox Pro lllustrator” for more information on the precision tools
listed above. See Chapter 6, Chapter 9, and Chapter 10 for
additional information.

VP Basic Graphics

To create objects in your illustration, you can copy them from
the Basic Graphics Transfer Document and stretch and magnify
them or draw them using the Line and Curve softkeys. When
you draw them, the starting point is where the current cursor
location is.  You click the mouse button once in the VP Basic
Graphics frame to draw the ending point.

VP Basic Graphics also has a fixed angle/shape property (similar to
the Lock angle constraint in Xerox Pro Illustrator available on the
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Setting object properties

properties sheets. ~ When drawing more complex shapes, you
need to line up the segments; the system does not provide tools
to aid in precise layouts. You can also draw objects using the
Special graphics keyboard or the Transfer Document.

You cannot fill the objects you create with the Line and Curve
softkeys. Only geometric objects copied from the Basic
Graphics Transfer Document can be filled.

Object transformation

Both systems allow you to set object properties.

Xerox Pro Illustrator

In Xerox Pro lllustrator there is a larger set of properties with
more user—specified values. You can set object properties using
the softkeys, the object property sheet, or the <Same> key.
Xerox Pro lllustrator uses one object property sheet for all
objects.

You do not need to call up a separate object property sheet for
each object. And, you can continue drawing with the property
sheet open.  Using the softkeys or the object property sheet,
you can set the object properties before or after you draw the
object. See Chapter 8 for more information.

VP Basic Graphics

In VP Basic Graphics, you can set object properties using only
the object property sheets. Each object type has its own
property sheet, and you can only have one property sheet open
at a time. You cannot continue drawing with a property sheet
open.
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Xerox Pro llustrator provides more object transformation
operations than VP Basic Graphics.

Magnify in VP Basic Graphics is like Xerox Pro Illustrator’s Scale,
that is, the object’s size is changed, but its overall proportions
remain the same.

Stretch in both systems changes the object’s size and can also
change the shape of the object. One difference is that you need
to specify the fixed point (the center of the transformation) in
Xerox Pro lllustrator. In VP Basic Graphics, the system
automatically positions the fixed point.  Xerox Pro Illustrator
permits you to define transformations numerically; it also
provides alignment tools.

Xerox Pro Hllustrator

In addition to being able to stretch and scale objects, Xerox Pro
Illustrator allows you to flip, rotate, and shear objects.

Another way to stretch an object in Pro lllustrator is to select one
or more control points on the object and move them. Xerox Pro
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Ilustrator allows you to transform parts of objects as well as
whole objects. See Chapter 7 for more information.

VP Basic Graphics

In VP Basic Graphics, you can stretch and magnify (scale) whole
objects using the function keys.

Both systems have linear grids, but there are differences in the
way the grids appear and operate.

Xerox Pro lllustrator

In Pro llustrator you have more control over the linear grid. You
can set the distance between grid dots to any interval, and in a
choice of units (points, inches, and so on). You can control the
grid in x and y directions independently, including the distance
between the dots and whether or not the grid is active.

When the grid is active, it acts like gravity (the cursor snaps to
the grid dots). You can also move the grid (like shifting grid
paper beneath a drawing). Separate selections determine
whether the grid is displayed and whether it is active.

VP Basic Graphics

In VP Basic Graphics when the grid is active, the grid is always
active in both x and y directions; you cannot control the grid in x
and y directions independently.

When the grid is active, it acts like gravity (the cursor snaps to
the grid marks). You can select from five grid sizes and three
grid styles.

Unique features of Xerox Pro Illustrator

Chains

This section describes some of the unique features of Xerox Pro
Hlustrator.
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You can draw more complex shapes by selecting the chain
command on the softkeys and drawing each segment (straight
lines, single and double curves, and arcs) that makes up the
shape. The system automatically connects the segments. You
can fill (with tint and texture) any closed shape drawn with chain
segments.

Existing chains can be edited in various ways. You can delete
chain segments, cut chains apart or link them together,edit the
smoothness of chain joints, and move and transform chain joints.
Refer to Chapter 11 for additional information.
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Cutting and linking objects

View window

In Xerox Pro lllustrator, you can cut and link (connect) all objects
except for points, text frames, and bitmap frames. Refer to
Chapter 7 and Chapter 11 for additional information.

Selection levels

The View window enables you to create multiple views of an
illustration. These views allow you to work at varying locations
and scales (zooming in and out) within an illustration.

You can have any number of View windows open at a time,
showing views of one or more Pro lllustrator frames. When you
change the illustration in one View window, all of the View
windows are updated to show the change.

Two commands allow you to alter the Display mode in the View
window. You can elect to show the raster images inside bitmap
frames in light gray instead of black. This feature is useful when
you want to trace the outlines of the raster image.

A second command allows you to display the contents of the
View window in a thin black outline only, with no dashed lines,
line ends, tints, or fills. This feature is useful when you want to
speed up display time. (You can select Outline mode for the
entire document from the document auxiliary menu.)

Measuring and layout tools

Xerox Pro lllustrator provides the following three selection levels:

e Control point selection level — When you select inside the
Pro llustrator frame, only individual object control points are
selected. This feature allows you to modify parts of objects
in various ways.

You use control point selection to change the shape of
objects (in conjunction with the <Move> key) and to link
and cut objects.

e Object selection level — When you select inside the Pro
Illustrator frame, only whole objects are selected.

e All selection level — When you select inside the Pro lllustrator
frame, all objects on the infinite drawing pad are selected.

Refer to Chapter 7 and Chapter 11 for additional information.

Xerox Pro lllustrator provides you with many types of measuring
and layout tools for precise control when drawing and editing
objects.

e Directional constraints — The directional constraints allow you
to draw, copy, move, and transform objects exactly
horizontally, vertically, or at any angle you specify. Refer to
the appropriate chapter for the desired operation to find a
discussion of how directional constraints work when
performing that operation.
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NOTES TO USERS OF XEROX GRAPHICS PRODUCTS

Geometry — Geometry is a mode that provides consistent
geometric orientation while drawing and editing objects.
Geometry can take two forms. It can appear as moving
geometry and as fixed grids. See Chapter 14 for more
information.

— Moving geometry - All geometries (linear, angular,
paraline, and perspective) are available as moving
geometry. Moving geometry provides correct angles

and/or distances for the specified geometry in the form
of a moving pattern of dots. =~ When you draw and edit
objects, the pattern of dots moves as you work so that
the origin of the pattern is at the most recent mouse
button-up location. This provides the set of constraint
angles wherever you are working.

-  Fixed grids - Linear and angular geometries are also
available as fixed grids.  These grids provide correct
angles and/or distances in the form of stationary patterns
of dots, like having a piece of graph paper on the screen.
Movement of the cursor does not affect the location of
the grid.

Cross hairs — Geometry and alignment cross hairs are
available to help you draw, align, and transform objects. See
Chapter 14 for more information.

Pin Point — The Pin Point is a non-printing tool used to cut,
measure, and transform objects. Refer to Chapter 7, Chapter
12, and Chapter 15 for more information.

Gravity — Gravity enables you to control how objects are
positioned with respect to one another. Gravity provides
snap or magnetism at the points where it is active. This
makes it easier to line up objects and connect chain joints to
form closed chains (shapes). Gravity is provided along object
edges, at control points, and at intersections of objects. See
Chapter 14 for more information. :

Frame Units — Nine different frame units are available to make
your drawing accurate. Refer to Chapter 15 for more
information.

Measures window - The Measures window is used to
measure the positions and sizes of objects, and to move
objects and control points. Refer to Chapter 15 for more
information.

Rulers — The Pro lilustrator Quick Art contains rules that you
place in your illustrations as measuring tools. the rules can
be printing or non-printing objects. Refer to Chapter 15 for
more information.
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4. Pro lllustrator frames

Every illustration you create with Xerox Pro lllustrator is contained
in a Pro lllustrator frame. A Pro lHlustrator frame is an anchored
frame you insert in a VP document. You can copy, move, and
delete Pro llustrator frames. Pro llustrator frames have the same
properties as other anchored frames (border style and width,
margins, and captions); however, you cannot embed them inside
other frames.

This chapter tells you how to create Pro lllustrator frames and
how to modify their properties. Topics covered include:

The infinite drawing pad
Creating a Pro lllustrator frame
Pin Point

Modifying frame properties.

If you need more information on anchored frames, refer to
Document Editor: Basics User Guide in the VP Series Reference
Library.

The infinite drawing pad

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

Each time you create a Pro Illustrator frame, you create a drawing
pad that extends without limit in all directions. The frame itself is
a cropping boundary that surrounds an area of the drawing pad.
Cropping means eliminating unwanted portions of a photo or
illustration.

Only the part of the drawing pad within the frame appears on the
document page. You can draw, copy, and move objects
anywhere on the drawing pad but only those objects within the
frame appear in the printed document.
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text text text text text text text
text text text text text text text
text text text text text text text
text text text text text text text

Pro
Illustrator
frame

visible
in
 document

infinite
drawing
pad

You can use View windows to work on areas of the drawing pad
outside the frame. By copying or moving objects into and out of

the

frame, you can control what prints on the document. This

allows you to save a number of illustrations, or different pieces of
one illustration, with each frame.

Creating a Pro lllustrator frame

To create a Pro lllustrator frame:

1.
2.

Open a VP document and place it in edit mode.

Select a location in the document for the Pro lllustrator
frame.

Press and hold down <Keyboard>,  <Special>, and
<Show>. The Document Special keyboard appears.

Release <Show>, but continue to hold down <Keyboard>
<Special>.

Press the key containing the Pro Illustrator frame

Keyboard window Close fFOEE
TIME | PRGE | FHT BFG.NUM 1
O 91, 8.8 s 3 7 s 3 o - -
0°STRKEN.B.SP | D.HYFP BN B MY
a w” ke ® B " ks 4 y b o ¢ L 1 <J
GRA HT F| COL [ ROW 2]
LocK ﬁ slE nE FE G H e |2 L 3 s n
FIELD | CHAR E EQ°N ki CUSP EF*NOTE|
SHIFT zr 1 le' c@ VD m u M s . / SHIET L)
-1 = - |+
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6.

PRO ILLUSTRATOR FRAMES

Release <Keyboard> and <Special>.

If you have only the Pro Illustrator application running, the
system creates a Pro lllustrator frame in the next available
space on the page.

If you have more than one lllustrator graphics application
running (for example, Xerox Pro lllustrator and Xerox
Chemical lllustrator) the system creates an lllustrator frame,
and an option sheet appears.

Select the Pro lllustrator frame type from the option sheet.
The frame type automatically highlighted corresponds to the
first lllustrator graphics application you run after running
Xerox Illustrator Basics software.

Paginate the document.

This allows you to see where the system places the frame in
the document. If an adjustment is needed (for example, if
the system forces the frame onto the next page), you can
change the size of the frame, move the frame, insert a page
break, or move text to another page.

Pin Point

When you create a Pro lllustrator frame, you will see an object
shaped like a push pin in the upper right corner of the frame.
This object is called the Pin Point.

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

The Pin Point is not part of the illustration (it is non—printing). It
can be selected and moved, but it cannot be copied, deleted, or
transformed.

The Pin Point has the following four uses:

It helps you transform objects (see Chapter 12).

It allows you to change the origin of the linear or angular
grid (see Chapter 14).

It allows you to specify the location of vanishing points when
drawing objects in perspective (see Chapter 14).

It is the starting point for measuring objects with the
Measures window (see Chapter 15).
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Modifying frame properties

Like other VP anchored frames, Pro
properties you can modify.
following:

Border Color

Background Color

Border Style

Border Width

Units

Captions

Width and Height

Alignment

Span (visible with certain alignments)
Margins.

You modify these properties on
Properties sheet.

Illustrator
These properties

the Xerox

frames

have

include the

Pro

%erax Pro lustrator PROPERTIES |

Done EAppIyECancel Eoefaults EI:I

[ ] <«

= J+]

Border Color @
Background Color @
Border Style
Border width B —— | —— | = | m—] -]
Units @
Margins et [ o] ment [ o
Captions [ert |[manr | [ror] [sotTom |
width 454
Height 207
Alignment [FLus LerT [[EaNieanasl] FLUSH RIGHT | horizontally
[FLush Tor [ FLusHBoTTOM [[TRYRANEN| vertically
| - 1=

Follow these steps to modify frame properties:

1. Press and hold down the left mouse button.

lustrator

2. Move the cursor to the border of the frame and release the
mouse button. The frame becomes a solid black rectangle.

Press <Props>.
4. Change any of the properties as desired.
Select [Apply] or [Done].
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5. Softkeys

The softkeys enable you to use Xerox Pro lllustrator.  They
provide the commands and options that enable you to create
and revise illustrations

This chapter tells you how to use the softkeys and how to
customize them to meet your needs. Topics covered include the
following:

Viewing and hiding the softkeys
Selecting the softkey choices
Command softkeys

Changing softkeys

Moving and repositioning the softkeys
Customizing the softkeys.

Viewing and hiding the softkeys

To view the softkeys, move the pointer inside the Pro lllustrator
frame, and click the left mouse button.

The softkeys displayed on the screen correspond to the ten
function keys, <F1> to <F10>, at the top of your keyboard.

[")ViewPoint Documen

¥
R -
*
Pro lllustrator frame
[+
U
[=T = - |+
Draw Transform E Select E I E
Text Scale All 3

|
[ Stretch
o 'F:(l?;ate ) SOftkeys
Shear E

To hide the softkeys, move the pointer outside the Pro lllustrator
frame, and click the left mouse button.
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Selecting the softkeys choices

Using the mouse

There are two ways to select choices on the softkeys: using the
mouse or using the function keys.

Using the function keys

1. Move the pointer to the desired choice on the softkey.
2. Click the left mouse button.

1. Press the top row function key corresponding to the desired
choice.

2. Press the softkey repeatedly to cycle through the softkey
choices.

Command softkeys

5-2

The four left softkeys are called the Command softkeys. They
include the Basics softkey, Draw softkeys, and Transform
softkeys. The Command softkeys provide commands that enable
you to use Xerox Pro lllustrator.

Basics Transform
' - Scale
E Stretch

Chapter 12

Text —— Chapter 9

g _}- Chapter6
—— Chapter 10

Lag .
~,_ _I—Chapter 11

— T} Chapter6

ézlﬁct _}— Chapter 7
View Chapter 13

Geometry— Chapter 14
setup Chapter 8,14 &15
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Basics softkey

SOFTKEYS

This section describes the function of each softkey. You will
learn how to use these softkeys in other chapters in this
reference manual.

Draw softkeys

The Basics softkey contains five commands.

e Select — Allows you to select objects in the frame and change
their properties on the softkeys. The system automatically
returns to the select mode after it completes a command, or
after you press <Stop>. See Chapter 7 for details.

e Edit — Enables you to place an object on top of or beneath
other objects (layering), or to join several objects into a
single object (clustering). See Chapter 11 for complete
information.

e View - Lets you to set up View windows with enlarged or
reduced views of portions of the frame, the entire frame, or
the infinite drawing pad outside the frame. See Chapter 13
for details.

e Geometry — Provides a set of grids and angle constraints
which you can use to draw and position objects. You can
use geometry with fixed grids or moving geometry and
pre-set or user-specified angles to create axonometric and
perspective projections. See Chapter 14 for complete
information. i

e Setup — Allows you to set the properties of points lines, fills,
and text frames before creation. This softkey also allows you
to use a variety of support tools that help you draw and
position objects, including Frame Units, the Measures
window, cross hairs, and gravity.  See Chapter 15 for
information.

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

The Draw softkeys allow you to draw graphic- objects, including
chains, text frames, and bitmap frames. The objects are
identified by icons.

New chain Text frame
Add to chain Rectangle
Line Ellipse
Point Bitmap frame

Chapter 6 describes how to draw points, lines, rectangles, and
ellipses. Chapter 9 discusses how to create and use text frames.
Chapter 10 explains how to create and use bitmap frames.
Chapter 11 describes how to draw chains.
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Transform softkeys

The Transform softkeys allows you to transform objects by
changing their size, shape, or angle. See Chapter 12 for details.

The Changing softkeys

Each time you select a command on one of the Command
softkeys, the system gives you a set of choices that apply to that
command. These choices are displayed on the six rightmost
softkeys — the Changing softkeys. These keys are called changing
because the information they display is different for each
command you select.

When you select one of the commands on the Basics softkey,
the Changing softkeys display the available options for that
command. For example, the following illustration shows the
appearance of the Changing softkeys when Edit is selected.

Basics E Draw Draw Transform Cluster Linklcuti Laver Layer
select T Text Scale Joined Top Above
—— [} Stretch split Bottom Below
Rotate
- S Frip
. Shear
s
When you select one of the icons on the Draw softkeys, the
Changing softkeys display the available constraints for creating
that object.  For example, the illustration below shows the
appearance of the Changing softkeys with the line icon selected.
Basics Draw Draw E Transform Geometry Constrain | |
select ~ Text Scale Lack angle
Edit —— [ Stretch Ly
WView : Rotate
Geometry [ o Flip
setup shear

When you select an object and then select a command on the
Transform softkey, the Changing softkeys display the available
options and constraints for that transformation. The following
illustration shows the appearance of the Changing softkeys with
Rotate selected.

Basics

Draw

Transform Geometry

E Draw

M Fin Point
: Center

Scale
Stretch

When you copy or move an object, the Changing softkeys
display the constraint options. See Chapter 7 for information
and examples.
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SOFTKEYS

When you select an object that has already been drawn, the
Changing softkeys display that object’s properties. The currently
selected choices are highlighted so you can see and change the
values that have been assigned to the object.

Draw Transform H Sele = Pattern E Linewidth | Line Tint
Text Scale
[ Stretch

Rotate
Flip
Shear

Draw  E Transform

Select

pattern [ Linewidth |

Text
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5-6

Some of the changing softkeys work as toggles. There are two
kinds of toggling softkeys: two-state and three-state. The two-
state toggle softkey is on when it is selected (highlighted) and
off when it is not selected. The following illustration shows a
two-state toggle softkey.

Constrain

[ Constrain K

A three-state toggle softkey works like a menu where you can
only see one choice at a time. You select your choice by
clicking on the softkey or pressing the function key.

Geometry is an example of a three-state toggle softkey. When
drawing or transforming an object with Linear or Angular
Geometry turned on, you can choose to have the grid on,
moving geometry on, or both the grid and moving geometry off.
The following illustration shows Geometry for angular geometry
in the three different states.
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SOFTKEYS

Moving and repositioning the softkeys

Moving the softkeys

The softkeys are contained within their own window. You can
move the softkey window around on the screen, and you can
position it above or below another window. You cannot,
however, change the size of the softkey window or scroll its
contents.

[ViewPoint Document

The following illustration shows an example of moving the
softkeys.

65912 Free Disk Pages|=| Hel

Close | 5ave | Reset | save&Edit Of = o

Text Text Text

¥

Scanner

Loader 4050 4050
Basics Draw E Draw F Transform Select Pattern Linewidth Texture Fill Tint Opatcity 1
~ Text Scale Al 05 i}
Edit ~— fm ] Stretch None 1 DY 25 L]
View o Rotate ° -—- 2 W !
Geometry - Fip  fm @ F el 75 %
Setup . Shear c== k3 100
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Follow these steps to move the softkeys:

1. Position the pointer anywhere within the vertical bar at either
the left or right side of the softkey window.

2. Press and hold the left mouse button.

3. Move the pointer until the softkeys are in the desired
position.

4. Release the left mouse button.

The two gaps in the softkeys are wide enough to allow the
vertical scroll bar in the document window to show through. If
you position one of the gaps over the scroll bar, you can
vertically scroll the document while the softkeys are displayed.
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Repositioning the softkeys

Follow these steps to reposition the Pro lllustrator softkeys above
or below a window:

1. Position the pointer within the vertical bar at either the left or
right side of the softkey window.

2. Click the left mouse button.

The softkeys move above or below the window (depending on
where the softkeys were to start).

The following illustration shows an example of repositioning the
softkeys on top of a window and underneath a window.

|_document
window

Pro lllustrator frame

Transform H select [ Pattern E LineWwidth B Line Tint
Scale
Stretch
Rotate
Flip
Shear

pointer

RIJ:JViewPuint Document Close | save J Reset ] saveaEdit] [} 0

= J+]

Lielect
LEdit

[ view 3
Geometry [
Setup
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Customizing the Pro lllustrator softkeys

Deleting and adding softkey choices

Xerox Pro lIllustrator allows you to customize each Changing
softkey so it displays the choices you use most often. You can
delete and add choices, change the order in which choices
appear, or edit numerical choices.

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

Each Changing softkey has a property sheet. You can use the
softkey property sheets to customize the choices that appear on
the softkeys.

When you open a softkey property sheet, the left side displays all
the possible choices. The currently selected choices are
highlighted.  The right side of the property sheet displays a
diagram of the softkey.  The diagram shows the currently
selected choices in the order (top to bottom) in which they will
appear on the softkey.

As you delete and add choices on the property sheet, the
softkey diagram changes. However, the softkey itself does not
change until you close the property sheet.

If you are going to make several changes, you can select [Clear]
on the property sheet. Clear deselects all the current choices
and blanks out the softkey diagram. You can then add choices in
the desired order; the system places them in the softkey diagram
from the top down.

If you make a mistake or change your mind, you can select
[Reset] on the property sheet. Reset restores the choices that
were selected when you opened the property sheet.
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The following illustrations and procedures show an example of
deleting and adding choices to a softkey.

Done | Cancel | Reset | O] 8 E!
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Follow these steps to delete and add softkey choices:

1.

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

Display the Pro Hlustrator softkeys.

If you do not see the softkey you want to modify, select an
object in the Pro lllustrator frame whose properties were
created with the softkey.

Select the header of softkey you want to modify, and press
<Props>. The softkey is highlighted and the softkey
property sheet displays.

Delete a choice: Move the cursor to the choice and click
the left mouse button. The choice is no longer highlighted
and a blank space opens up on the softkey diagram.

Add a choice: Move the cursor to the choice and click the
left mouse button. The choice is highlighted and it fills the
blank space on the softkey diagram.

Select [Done].

The softkey appears with the choice deleted.
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Editing numerical choices

If a softkey contains numerical choices (for example, Line Width),
its property sheet has an Edit Choices property sheet. Edit
Choices allows you to modify the available choices or add your
own.

The property sheets for numerical softkeys also contain a Units
menu. Units allows you to convert the numbers from one unit
of measure to another. The menu affects only the softkey
property sheet, not the softkey itself.

The numbers on the softkey are in Frame Units, the unit of
measure for everything inside the frame (see Chapter 15). When
you close the property sheet, the choices are displayed on the
softkey in the same units as when you opened it (the Frame
Units). If you want to change the units on the softkey itself, you
must change the Frame Units.

For example, suppose the Line Width softkey displays the line
widths in points (1, 2, 3, 4, and 8). When you open the property
sheet, the values are displayed in points. If you select "Mm~™ on
the Units menu, the values are then displayed on the property
sheet in millimeters (.35278, .70556, 1.0583, 1.4111, and 2.8222).
When you close the property sheet, the values are still displayed
on the softkey in points (1, 2, 3, 4, and 8).

The illustrations and procedure below show how to edit
numerical choices.

one ECanceI E Reset EDE =

1
e @] -
[, I[2. I[=. | [ size ]
)
) .
(oI | | &
I I Il | [
[ I Il |
I Il 1 |
I | 11 |
I |
I |

n-l >

Draw Transform Select

Text Scale All

[ | Stretch

Rotate
< Frip °
shear
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Follow these steps to edit numerical choices:

1.

Select the header of the softkey that you want to modify,
and press <Props>.

Select [Edit Choices] on the softkey property sheet.

Select the value you want to change, and press <Del>.

Type the new value.

You can also add a new value to any blank box on the

softkey property sheet.
Deselect [Edit Choices] to stop editing.

The change displays on the softkey property sheet.

Select [Done].

The new value appears on the softkey.
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6. Creating objects

You create Xerox Pro Illustrator drawings by combining the
following objects:

Points

Straight lines

Curves and arcs

Rectangles (including squares)
Ellipses (including circles)
Shapes and polygons

Text frames

Bitmap frames.

Topics covered in this chapter include the following:

Using the Geometry feature
Drawing objects

Drawing points

Drawing lines

Applying constraints when drawing
Drawing rectangles (and squares)
Drawing ellipses (and circles).

Using the Geometry feature

Xerox Pro lllustrator offers the Geometry feature to help you
create, transform, measure, and position objects.

This chapter describes how to create objects without using

Geometry. In order for you to follow the procedures as
described in this chapter, the Geometry Type should be set to
None.

Follow these steps to change the Geometry Type:
1. Select inside the Pro lllustrator frame.

2. Select Geometry from the Basics softkey.

3. Select None from the Type softkey.

For information about Geometry, see Chapter 14.
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General procedure for drawing objects

1. Select the icon for the object you want to draw on one of
the Draw softkeys.

New chain Text frame

Add to chain Rectangle

Line Ellipse

Point Bitmap frame

2. Specify the starting point of the object by clicking the left
mouse button.

Use the mouse to draw the object to the desired size.

4. Change the object properties, if required.

Stopping drawing activity

6-2

You can to stop the current drawing action at any time by
pressing <Stop>.

Xerox Pro lllustrator deletes the graphic object and returns to
Select on the Basics softkey.
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Drawing a point

This section shows you how to draw points. You select the
point shape before you draw the point. For information about
other point properties, see Chapter 8.

The following illustration and procedure show how to draw a
point.

@ +

Basics

Draw Transform Geometry Constrain Shape  J
Text Scale Lock angle i
[ Stretch —
Rotate
S Erip

Shear
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Follow these steps to draw a point:
1. Select the Point icon on the Draw softkey.
2. Select a point shape.

3. Move the cursor into the frame; it becomes a plus—shaped
drawing cursor. Position the cursor where you want to place
the point and click the left mouse button.

4. The system draws the point and returns to Select mode with
the point selected.
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Drawing a line

This section shows you how to draw a line. For information on
line properties, refer to Chapter 8.

The illustration following illustration and procedure show how to

draw a line.
h -~
~—~—te ‘
| @
Basics Draw Draw Transform Geometry Constrain E I

Scale Lock angle E

Stretch >

Rotate

Flip

Shear

Follow these steps to draw a line:
1. Select the Line icon on the Draw softkey.

2. Move the cursor into the frame; it becomes a plus—shaped
drawing cursor. Position the cursor where you want to place
the first endpoint (End 1) of the line and click the left mouse
button. A plus—shaped temporary marker indicates the first
endpoint of the line.

3. Hold down the left mouse button. A temporary image of the
line appears. Move the cursor to where you want the
second end point (End 2) of the line.

4. When the line is the correct length and position, release the
left mouse button.

5. The system draws the line and returns to Select mode with
the line selected.
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Drawing a rectangle or square

This section contains the procedure for drawing rectangles or
squares. It also includes a procedure for applying constraints
when you are drawing rectangles.

You can choose to draw a rectangle or square on the Type
softkey. Selecting Square constrains the sides of the rectangle to
equal sizes, regardless of your cursor position.

Transform I Geometry E Constrain

Scale
Stretch
Rotate
Flip
Shear

Lock angle
L d
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Follow these steps to draw a rectangle or square:

1.
2.
3.

Select the Rectangle icon on the Draw softkey.
Select the Rectangle or Square icon on the Type softkey.

Move the cursor into the frame; it becomes a plus—shaped
drawing cursor. You can select the rectangle corner with the
left mouse button, or the rectangle center with the right
mouse button. Position the cursor and click the left or right
mouse button.

Hold down the left mouse button. Move the mouse to
change the size of the rectangle.

You can change between Rectangle and Square on the Type
softkey while you are holding down the mouse button.

When the rectangle is the desired size, release the left
mouse button.

The system draws the rectangle and returns to Select mode
with the rectangle selected.
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Applying constraints when drawing

6-6

Constraints are special softkey choices that help you draw
objects more easily and accurately. They restrict drawing by
causing the system to respond only to horizontal or vertical
mouse movement, or to a specified angle.

For example, when you draw a line, the Horizontal and Vertical
constraints help you to draw a horizontal or vertical line. The
Lock angle constraint allows you to lock an object’s angle while
you are drawing so the angle is maintained during further
drawing.

You can use the Horizontal and Vertical constraints to align the
object you are drawing with another object in the frame. You
use the Horizontal constraint to align objects vertically, and the
Vertical constraint to align objects horizontally.

The illustration below shows how the Horizontal, Vertical, and
Lock angle constraints work when you are drawing a line. Notice
how the position of the cursor does not affect the angle.

—— H
——
"‘!-

Drawing a line with the Horizontal constraint

Drawing a line with the Vertical constraint

Drawing a line with the Lock angle constraint

Constraints are available only on the softkeys, not on the object
property sheet. They are active only while you are drawing or
transforming an object. You can automatically apply previously
used constraints to the next object you draw by pressing
<Again>. Only one constraint can be active at a time.
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Drawing a line with vertical or horizontal constraints

The horizontal and vertical constraints allow you to draw lines at
only horizontal and vertical angles, regardless of the cursor
position. All you do is adjust the line length.

When you select the Horizontal or Vertical constraint, a cross hair
appears in the opposite direction of the constraint to help you
with alignment.

T8 ©

Basics Draw Draw Transform | | Geometry | Constrain
elect ~ Text Scale i Lock angle
c
= Stretch £
Rotate

Flip

MNone
Shear ;

Follow these steps to draw a line with vertical or horizontal
constraints:

1. Select the Line icon on the Draw softkey.

2. Select the Horizontal or Vertical icon on the Constrain
softkey.

3. Move the cursor into the frame; it becomes a plus-shaped
drawing cursor. Position the cursor where you want the first
endpoint and click the left mouse button. A plus—shaped
temporary marker indicates the first end point.

4. Hold down the left mouse button. A temporary image of the
line appears along with a cross hair in the opposite direction
of the constraint.

Note that the line remains at the angle you specified
regardless of where you position the cursor. You can select
a different constraint by pressing <F7>.

5. Move the cursor to adjust the length of the line. When the
line is the desired length, release the left mouse button.

6. The system draws the line and returns to Select mode with
the line selected (the control points are visible).
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Drawing a line with the Lock angle constraint

6-8

The Lock angle constraint allows you to lock a line at an angle
that you specify from the first end point of the line.

If you select Lock angle before you draw the first endpoint, the
cursor is constrained to the angle set when you draw the second
endpoint.

If you select Lock angle while you are pressing and holding the
left mouse button to position the second endpoint, the cursor is
constrained to the current angle between the first and second
endpoints.  You can also select Lock angle by pressing and
releasing <Same> on the keyboard.

You can turn the Lock angle constraint on or off at any time
while you are drawing by pressing the <Same>, or pressing
<F7> to select None on the Constrain softkey.

Basics

Draw Transform J| ¢ Geometry E Constrain [k
Text Scale :
[ Stretch
Rotate
S Frip

Shear
I

Follow these steps to draw a line with the Lock angle constraint:
1. Select the Line icon on the Draw softkey.

2. Position the cursor where you want the first endpoint and
click the left mouse button.

Press and hold down the left mouse button.
4. Determine the angle of the line by moving the cursor.

Press <Same> to activate the Lock angle constraint or select
Lock angle on the Constrain softkey.

Note that the line remains at the angle you specified
regardless of where you position the cursor. If you need to
unlock the angle, press <Same> again, or select None on
the Constrain softkey.

6. Move the cursor to adjust the line length. You can also
change the direction of the line by moving the cursor back
beyond the first endpoint.
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7. When the line is the desired length, release the left mouse
button.

8. The system draws the line and returns to Select mode with
the line selected.

Drawing a rectangle with the Lock angle constraint

When used with rectangles, the constraints allow you to modify
either the height or width, or both the height and width once
the proportions are set.

For example, if you determine a rectangle’s height but still want
to modify the width, you can set the Horizontal constraint and
stretch the rectangle to the desired width while leaving the
height constant. With the Vertical constraint on, you can set a
rectangle’s width, and then modify its height. The Lock angle
constraint allows you to set a rectangle’s proportions so they
remain constant while you modify the size.

You can turn the constraints on or off at any time while you are
drawing by selecting None on the Constrain softkey. You can
turn the Lock angle on and off by pressing <Same>.

\~
-
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Follow these steps to draw a rectangle with the Lock angle
constraint:

1. Select the Rectangle icon on the Draw softkey.

2. Move the cursor into the frame; it becomes a plus-shaped
drawing cursor. You can draw the rectangle corner with the
left mouse button, or the rectangle center with the right
mouse button. Position the cursor and click the left or right
mouse button. A plus—shaped temporary marker indicates
the location of the corner or center.

3. Press and hold down the left mouse button. A temporary
image of the rectangle appears. Move the mouse to set the
rectangle proportions.

4. With the mouse button still down, select one of the
constraints on the Constrain softkey. You can use the SAME
key to select the Lock angle constraint.

5. When the rectangle is the desired size, release the left
mouse button.

6. The system draws the rectangle and returns to Select mode
with the rectangle selected.

Drawing an ellipse or circle

6-10

This section contains the procedure for drawing ellipses or
circles. You can choose to draw a circle or ellipse on the Type
softkey. Selecting Circle constrains the ellipse to be a circle,
regardless of the cursor position

You can also apply constraints when drawing ellipses. The
constraints allow you to modify either the height or width, or
both the height and width of an ellipse once the proportions are
set.

For example, if you determine an ellipse’s height but still want to
modify the width, you can set the Horizontal constraint and
stretch the ellipse to the desired width while leaving the height
constant. With the Vertical constraint on, you can set an ellipse’s
width, and then modify its height. The Lock angle constraint
allows you to set the proportions of an ellipse so they remain
constant while you modify the size.

The procedure for drawing constrained ellipses is the same as
that for drawing constrained rectangles.
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Follow these steps to draw an ellipse or circle:

1.
2.
3.

Select the Ellipse icon on the Draw softkey.
Select the Ellipse or Circle icon on the Type softkey.

Move the cursor into the frame; it becomes a plus-shaped
drawing cursor. As shown in the illustration, the system
draws an ellipse as if it were contained in an imaginary
rectangle. You can draw from the ellipse corner with the left
mouse button, or from the ellipse center with the right
mouse button. Position the cursor and click the left or right
mouse button. A plus—shaped temporary marker indicates
the corner or center.

Press and hold down the left mouse button. A temporary
image of the ellipse appears. Move the mouse to change the
size of the ellipse.

Note: You can change between the Ellipse and Circle icons
on the Type softkey while you are holding down the mouse
button.

When the ellipse is the desired size, release the left mouse
button.

The system draws the ellipse and returns to Select mode with
the ellipse selected.
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7. Working with objects

This chapter contains information and procedures for working
with graphic objects created with Xerox Pro lllustrator. Topics
covered in this chapter include the following:

Displaying
Selecting
Moving
Copying
Layering
Clustering
Cutting
Deleting.

Xerox Pro lIllustrator offers many different constraints to help you
create, transform, measure, and position objects. This chapter
also describes how to work with objects using the Horizontal,
Vertical, and Lock angle constraints.

Displaying

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

The document auxiliary menu in the document window header
contains the [Outline Hlustrator Graphics] and [Show Full
[[lustrator Graphics] commands. These commands change the
way objects display in the Pro Hlustrator frame.

When you select [Outline illustrator Graphics] in the document
auxiliary menu, all the objects in the Pro lllustrator frame show as
thin, black outlines without dashed lines, line ends, tints, or fills.
Points show as small dots regardless of actual point shape. The
raster images inside bitmap frames do not show. (The outline
feature works the same in View windows, except that bitmap
frames retain their raster images.

This feature speeds up the screen display time and can make
editing easier. The object properties themselves are not
changed; only the screen appearance is changed.

To show all the object properties again, select [Show Full
[[lustrator Graphics] on the document auxiliary menu.
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The following illustration shows objects in two Pro Hlustrator
frames, one with [Show Full lllustrator Graphics] selected and the
other with [Outline lllustrator Graphics] selected.
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This display feature is also available in View windows. One way
you can use this feature is to set the main document view to
[Outline Illustrator Graphics] for faster performance while paging
through the document. Then use View windows set to [Show
Full llustrator Graphics] if you need to see the full view for
editing. See Chapter 13 for more information on View windows.
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Using control points

You use control points to manipulate objects. Each object has
one or more control points. Control points are visible only when
the object or the control points themselves are selected.

When you select an object, the control points appear as small
solid circles on the outline of the object. When you select a
control point, it appears as a black circle with a white interior.
The control point nearest to the pointer location when you
release the mouse button becomes the guide point.

The guide point appears as a larger circle than the other control
points. You can think of the guide point as the handle of the
object. All editing operations are related to the guide point.

The following iliustration shows the control and guide points for
various objects. Notice that the number and position of the
control points depend on where you select the object. All of
the objects shown were selected with the Object icon
highlighted on the Select softkey.
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The following list describes the control points for each type of
object depending on where you select the object. (The Object
icon is selected on the Select softkey.)

e Rectangle and square — When you select near a corner or
the object center, the four corner control points and the
center control point are visible. When you select a side, the
control point at the center of that side is also visible.

e Ellipse and circle — When you select near the ends of the
major and minor axes or the object center, the four axis
points and the center control point are visible. When you
select midway between the axis control points, the nearest
off-curve control point (the corner of the invisible rectangle)
is also visible.

e Point — When you select a point, the control point at the
center of the point is visible.

e Line — When you select a line, the control point at both ends
of the line are visible.

e Chain — A chain has control points in three locations: end
points, joints, and bend points. When you select a chain
anywhere, all joint and end point control points are visible.
When you select a curve or arc segment midway between
joints, its bend point control points are also visible.

e Text frames — When you select at a corner of the text frame,
the four corner control points and specified center control
points are visible. The center control point is either at the
baseline (for the first line of text) or at the text frame center,
whichever you specify in the Align Point property. When you
select a side, the specified control point at the center of that
side is also visible.

e Bitmap frames — The control points on bitmap frames work
the same as those on rectangles. When you select the frame
near a corner or the object center, the four corner control
points and the center control point are visible. When you
select a side, the control point at the center of that side is
also visible.

Selecting objects

7-4

Before you can work with an object, you need to select it. You
can select objects after creating them if you choose Select, Edit,
Geometry, or Setup on the Basic softkey. The system
automatically return to Select after you have completed
operations in most other modes. For example, after you have
finished drawing an object, the object is automatically selected.
During other operations, you can quickly return to the Select
mode, the five right-most softkeys display a selected object’s
properties.  If nothing is selected, then these softkeys are blank.
The choice highlighted on the first changing softkey, the Select
softkey, determines which items you can select: objects, control
points, or all objects.
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Selecting a single object

The Select softkey allows you to choose the selection level: only
individual objects, only individual control points, or all objects.

If you choose the Object icon, which looks like a short, selected
line, you will be able to select individual objects in the Pro
lllustrator frame using the mouse. The system automatically
assumes the object selection level.

If you choose the Control point icon, which looks like a selected
control point, you will be able to select individual control points
on an object, but not the whole object at once.

if you choose All, every object on the infinite drawing pad s
automatically selected. This means that objects which are visible
in the Pro lllustrator frame and objects which are outside the
cropping boundary are selected. You can use a View window to
see objects outside the cropping boundary. When you choose
All, the changing softkeys display the properties of the guide
point object.
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The procedure below shows how to select a single object. If
you have the Object icons elected on the Select softkey, you
can select individual control points by using the <Shift>
accelerator described in the section titled, “Selecting control
points.”  When using the <Shift> method, the Object icon
remains highlighted. When you release <Shift>, the system will
be in the object selection mode.

When selecting objects, you must place the pointer on the
outline or close to the exact center to select. You cannot select
a filled object by placing the pointer on the filled area.

Follow these steps to select a single object:
1. Select the Object icon on the Select softkey.

2. Place the pointer on the outline or center of the object you
want to select.

3. Click the left mouse button.

If you have the Object icon selected on the Select softkey, you
can select individual control points by using <Shift> accelerator
described in the Selecting control points section in this chapter.

When using <Shift>, the Object icon remains highlighted.
When you release <Shift>, the system will be in the object
selection mode.
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Deselecting a single object

Follow these steps to deselect a single object:
1. Move the pointer off of the object.
2. Click the left mouse button.

Selecting a group of objects (extended selection)

This section contains information on selecting a group of objects,
also known as extended selection. There are two methods of
extended selection: object-by-object and draw-through box.
They are available for objects, control points, text frames, and
bitmap frames and only work when one item is already selected.
The section titled, “Selecting All” in this chapter describes an
alternate method for selecting large groups of objects.

Selecting object-by-object

The following illustration and procedure show how to select
multiple objects one at a time. As you select additional objects,
only the last selected object has a guide point, and the five
right-hand softkeys change to show the properties of the guide
point object.

Transform

Text Scale
] Stretch
Rotate
Flip
Shear

Follow these steps to select object-by—object:
1. Select the Object icon on the Select softkey.
2. Select one object using the left mouse button.

3. Place the pointer on the additional object you want to select,
and click the right mouse button.

4. Repeat step 3 until you have selected all desired objects.
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Selecting with draw-through box

The following illustration and procedure show how to select
multiple objects using the draw-through box. When you use this
method, you need to enclose the entire object in the draw—
through box in order to select it.

To select an arc, you need to include the arc center control point
as well as the visible arc. The guide point remains on the control
point of the object which you selected first.

©)
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Follow these steps to select with draw-through box:

1. Select the Object icon on the Select softkey.

2. Select one object using the left mouse button.
The guide point remains on this object.

3. Position the pointer near one or more objects to be
selected.

4. Press and hold down the right mouse button.

Move the pointer so that the draw-through box stretches to
enclose the objects. Release the right mouse button.

6. The objects enclosed in the box are selected.
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Deselecting a group of objects

There are two ways to deselect objects from a group: deselect all
of the selected objects at once or deselect specific objects one
at a time.

Deselecting all objects in a group

This procedure describes how to deselect all selected objects on
the infinite drawing pad.

Follow these steps to deselect all object in a group:
1. Move the pointer off of the objects.

2. Click the left mouse button.

Deselecting specific objects in a group

This procedure describes how to deselect specific objects. If
you want to deselect specific objects which are outside the
cropping boundary, you will need to use a View window to see
the objects.

Follow these steps to deselect specific objects in a group:
1. Place the pointer on a selected object.

2. Click the right mouse button.

Selecting control points

7-8

In addition to selecting an entire object or a group of objects,
you can also select one or more control points on an object or
on a group of objects.

When you select a control point, it appears as a black circle with
a white interior. The guide point appears larger than the other
selected control points.

When you select a control point midway in a chain curve
segment, the segment’s nearest bend point is visible.

When you select a control point on an ellipse midway between
two axis points, the off-ellipse bend point is visible.

When you use the right mouse button to extend select multiple
control points, the guide point is the control point nearest the
location of the mouse when you release the mouse button.

When you use the draw-through box to select multiple control
points, the guide point remains on the first control point
selected.
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The procedures below describe the two methods for selecting

control points.

If the Object icon is highlighted on the Select

softkey, you can temporarily change to control point selection by
using the <Shift> accelerator. When using <Shift>, the Object

icon remains selected.

When you release <Shift>, the system

will still be in object selection mode.

N

Basics
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Follow these steps to select
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Shear
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icon selected):

1.
2.

Press and hold down <Shift>.

using <Shift> accelerator (Object

Move the pointer to the control point you want to select,
and click the left mouse button.

Release <Shift>.
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Selecting multiple control points

Follow these steps to select using the Control point icon:
1. Select the Control point icon on the Select softkey.

2. Move the pointer to the control point you want to select,
and click the left mouse button.

7-10

To select multiple control points, you use a method similar to
that used for selecting multiple objects. When using the Control
point icon to select multiple control points, the properties which
are common to all of the control points are shown on the object
properties softkeys and the property sheet.

Follow these steps to select using multiple control points:
1. Select one control point by:
e using the <Shift> select method, or

e selecting the Control point icon on the Select softkey
and clicking on a control point using the left mouse
button.

2. Select additional control points either by:

o clicking on the control points using the right mouse
button, or

¢ using the draw-through box.

A fast way to select all of the control points on one object is to
select the Object icon on the Select softkey, select the object,
then select the Control point icon. This causes all of the control
points on the selected object to appear, and is useful for finding
the bend points of a curve.
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To deselect control points, follow the procedures for deselecting
objects.

Selecting All

The All choice on the Select softkey allows you to select all
objects at one time. When you choose All, every object on the
infinite drawing pad is automatically selected. This means that
objects which are visible in the Pro lllustrator frame and objects
which are outside the cropping boundary are selected.

You can use a View window to see objects outside the cropping
boundary as shown in the following illustration. When you
choose All, the changing softkeys display the properties which
every object has in common.

[+]
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The following procedures describe shortcuts for selecting most,
but not all, of the objects or control points on the infinite
drawing pad.

All is also useful for quickly scaling very large illustrations such as
IGES standard graphics which have been converted to Pro
[[lustrator graphics.

Follow these steps to select large groups of objects:

1. Select All on the Select softkey. Every object is selected.
2. Select the Object icon on the Select softkey.

3. Use the right mouse button to deselect the desired objects.
4

Use the right mouse button to deselect the desired control
points.
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Follow these steps to select large groups of control points:
1. Select All on the Select softkey.
2. Select the Control point icon on the Select softkey.

3. Use the right mouse button to deselect the desired control
points.

Cycle-through selection

You can select the Pin Point, text frames, bitmap frames, and
graphic objects within a Pro llustrator frame. If you are selecting
an object that is very close to or in the same location as other
objects, cycle—through selection allows you to select exactly the
object you want.

As you select the objects, the system cycles through the objects
from the top to the bottom. The object at the top is selected
first, the object just below it is selected next, and soon through
the objects to the one at the bottom. Selection then begins
again at the top object.

The following illustration shows the cycle-through selection
feature.

top middle bottom

You can also use the properties shown on the changing softkeys
to help you know which object is selected.

Text within a text frame does not cycle the way graphic objects
do. You can select objects that are on top of text; however,
once you have selected a text item (characters, paragraphs, and
so on), you cannot select objects below it. The reason for this is
that once you select the text, any further selections apply to text
items.

Bitmap frames act like rectangles during cycle-through selection.
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Moving

Moving objects between frames

Using <Move>, you can move objects within a Pro [lustrator
frame, between Pro lllustrator frames in the same document, or
between Pro lllustrator frames in different documents.

You can move control points or the Pin Point only inside a Pro
Illustrator frame, not between frames. Placement of the selection
depends on the location of the guide point when you release
the mouse button. When you move an object, the original
image remains on the screen in addition to the one being moved
until the move is complete.

You can also move an object or control point by specifying the
motion numerically using the Measures window.

The Horizontal, Vertical, and Lock angle constraints are not
available when you move objects between frames. For details on
using constraints, see the procedures described in “Moving
objects using constraints” within this section.
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Use the following procedure to move objects between frames in
the same document or in different documents.

Follow these steps to move objects between frames:

1. Select the object you want to move.

2. Press <Move>.

3. Move the pointer to the desired location in the frame.
4

Click the left mouse button. The moved object appears on
the screen and is automatically selected.
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Moving objects within the same frame

The following illustration and procedure show how to move
objects within the same frame.
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Follow these steps to move objects within the same frame:

1. Select one or more objects.

2. Press <Move>.

3. Press and hold down the left mouse button. A temporary
image appears. Move the pointer to the desired location.

4. Release the left mouse button.
new location and is automatically selected.

Moving objects using constraints

The selection appears in the

When you move an object or control point, the three Constrain

softkeys appear.

These softkeys allow you to use Horizontal,

Vertical, or Lock angle constraints during the move operation.

These constraints

force

the object

vertically, or at a user-specified angle.

The Constrain softkeys toggle either on or off.

to move horizontally,

You can use only

one form of constraint at a time. If one is highlighted, the others
If you do not choose a constraint, the system applies

are not.

no constraints to the move operation.

The system returns to

unconstrained when you finish a constrained move operation.

When the Horizontal constraint is selected, you can move only in
When the Vertical constraint is selected,

the horizontal direction.
you can move only in the vertical direction.

When the Lock

angle constraint is selected, you can move only along the angle
which you specify.

VP SERIES REFERENCE LIBRARY



WORKING WITH OBJECTS

You can change the type of constraint as long as you are still
holding down the mouse button. If you change the constraint
after you have moved the object or control point but not yet
released the mouse button, the object or control point is
constrained from its new position. The constraints work with all
types of geometry. You can also use the constraints to align
objects.

Moving objects using Horizontal/Vertical constraint

This procedure describes moving an object using the Horizontal
or Vertical constraint. The illustration shows a horizontal move.
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Follow these steps to move objects using Horizontal or Vertical
constraint:

1. Select the Object icon on the Select softkey.
2. Select the object you want to move.

3. Press <Move>.

4. Select the desired Constrain softkey.

5

Press and hold the left mouse button. Move the object to
the desired location.

6. Release the left mouse button. The object appears on the
screen and is automatically selected.
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Moving objects using Lock angle constraint

You can use <Same> as an accelerator for the Lock angle
constraint softkey. Instead of using the function key to select
the Lock angle constraint, you can press <Same> to toggle the
Lock angle constraint on or off.
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Follow these steps to move objects using Lock angle constraint:

1.

2
3.
4

Select the Object icon on the Select softkey.
Select the object you want to move.
Press <Move>.

Press and hold the left mouse button. The temporary image
of the object appears.

Move the object to indicate the angle at which you want the
movement of the object locked. The illustration shows the
angle as a dashed line. You will not actually see this line on
the screen.

When you have the angle determined, press the function key
or <Same> to select the Lock angle constraint. As long as
you hold down the mouse button, you can move the object
back and forth along the imaginary line that marks the
locked angle.

When you have the object positioned where you want it,
release the left mouse button. The moved object appears on
the screen and is automatically selected.

If you want to change the locked angle before you have released
the left mouse button, turn off the Lock angle constraint using
the function key or <Same>, change to the new angle, and
select the Lock angle constraint again.

VP SERIES REFERENCE LIBRARY



Moving control points

WORKING WITH OBJECTS

You can move control points to change the basic appearance of
an object (similar to the Stretch transformation).  Horizontal,
Vertical, and Lock angle constraints work in the same way as they
do when you move an object. For details on how to use the
constraints while you move an object, see the section titled,
“Moving objects using constraints.”  The following illustration
and procedure describe the control point move without any
constraints.
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Follow these steps to move control points:
1. Select the desired control point(s).
2. Press <Move>.

3. Press and hold down the left mouse button. Move the
pointer to the desired location.

4. Release the left mouse button. The control point appears in
the new location and remains selected.

Copying
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Using <Copy>, you can duplicate an object within a Pro
lllustrator frame, between Pro |lllustrator frames in the same
document, or between Pro lllustrator frames in different
documents. You cannot copy the Pin Point or control points.

Placement of the duplicated object depends on the location of
the guide point when you release the mouse button. You can
also copy and transform objects at the same time using the Copy
First softkey. See Chapter 12 for details.
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Constraints

When you copy an object, the three Constrain softkeys appear.
These softkeys allow you to use Horizontal, Vertical, or Lock
angle constraints on the object if you move the duplicate object
when you copy. These constraints force the duplicated object to
move horizontally, vertically, or at a user-specified angle with the
original object. The Constrain softkeys toggle either on or off. If
one is selected, the others are not. You can use only one form
of constraint at a time.

When the Horizontal constraint is selected, you can copy the
object only in the horizontal direction. =~ When the Vertical
constraint is selected, you can copy the object only in the
vertical direction. When the Lock angle constraint is selected,
you can copy the object only along the angle which you specify.
For details on using the constraints see the sections on moving
objects with the Horizontal, Vertical and Lock angle constraints
discussed in this chapter.

Horizontal, Vertical and Lock angle constraints are not available
when you copy objects between frames.

Copying objects within the same frame

The following illustration and procedure show how to copy
objects within the same frame. In the illustration below, no
constraints are selected.

‘Constrain

Basics G [ _Constrain E Constrain |

Lock angle

Follow these steps to copy objects within the same frame:
1. Select the Object icon on the Select softkey.

2. Select the object you want to duplicate.

3. Press <Copy>.
4

Press and hold down the left mouse button. The temporary
image appears. Move the pointer to the desired location.
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Copying objects between frames
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5. Release the left mouse button. The duplicated object
appears on the screen and is automatically selected.

This section discusses copying objects between frames in the
same document or in different documents.

Follow these steps to copy objects between frames:
1. Select the Object icon on the Select softkey.

2. Select the object you want to duplicate.

3. Press <Copy>.
4

Move the pointer to the desired location in the frame.

1

Click the left mouse button. The duplicated object appears
on the screen and is automatically selected.

Edit softkeys
When you select Edit on the Basics softkey, additional softkeys
appear.
Basics [ Draw Draw Transform Cluster Cut at Link?Cut Layer Layer
~— Text Scale Joined Cut Top Above
—— [ Stretch Split 3\/ Linked Bottom Below
Rotate E
- < Erip
. Shear
O e
The Edit softkeys enable you alter the relationships between
objects and alter the form of basic objects. You use the two
Layer softkeys and the Cluster softkey to arrange objects. You
use the Cut at and Link/Cut softkeys to break apart and connect
basic objects and chains.
Layering
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Objects are layered according to the order in which they are
drawn in the Pro lllustrator frame. The first object drawn is on
the bottom. The last object drawn is on the top. An object
overlaid by another either shows through or is covered,
depending on whether the top object is opaque or Cclear.
Objects beneath a clear object are visible, while objects beneath
an opaque object are not visible. The fill properties for a
transparent object (tint and texture) appear combined in the
areas where the object overlays another object with tint and/or
texture.
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Layer softkeys

Layering top and bottom

You use the Layer softkeys to position objects in relation to
each other. You can manipulate objects (for example, move,
copy, or transform them) so that they overlap one another, then
change their relative positions using the choices on the Layer
softkeys.

The softkey choices are the following:

Top - places the object on top of all objects

Bottom ~ places the object on the bottom of all objects
Above — places the object above another specified object
Below — places the object below another specified object.

The following illustration shows two layering operations: one
placing the black square on the top of the other objects and one
placing the black square on the bottom of the other objects.

The starting position of the object which you want to place on
top or bottom can be any position in the stack. For example,
the dark gray square could be repositioned to the top or the
bottom of the stack instead of the black square.

Top

Bottom
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[ Stretch split Bottom EBelow
Rotate 3
o Flip
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Layering above and below
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Follow these steps to layer objects top and bottom:

1. Select the object to be placed on the top or bottom.
2. Select Edit on the Basics softkey.

3. Select Tip or Bottom on the Layer softkey.

4

The selected object is automatically placed on the top or
bottom of all other objects in the frame.

To place an object above or below, you need at least two
objects. The first object you select is the one that changes
position.  The second object you select determines where the
first object goes. The first object changes position in relation to
the second object.

The following illustration shows two layering operations. The
first places the dark gray square above the light gray square (and
underneath the clear square). The second places the dark gray
square below the light gray square (and on top of the black
square).

Above
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otate
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Follow these steps to layer objects above or below:

1. Select the object to be placed above or below another
object.

2. Select Edit on the Basics softkey.
Select Above or Below on the Layer softkey.

4. Select the second object. The system automatically places
the first object above or below the second object, and
selects the first object again.

Clustering
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A cluster is a set of separate objects which act like a single
object. When you select one object in a cluster, all of the
objects in the cluster are selected.

Xerox Pro lIllustrator allows you to group a cluster with other
clusters or objects to create nested clusters. When a cluster
made up of other clusters is split, its subclusters remain intact
until they are split. The illustration below shows how you can
move a cluster as though it were one obiject.

Immediately after you join objects in a cluster, they appear the
same on the screen. You need to deselect and select them
again to see their new relationships. After you split objects in a
cluster, all the objects remain selected. Deselect them, or select
one of them (note that it may still be part of a subcluster).
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Cluster softkey
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Clusters vs. chains

You use the Cluster softkey to specify whether the selection is
joined (a cluster) or split (several separate objects or clusters).

The softkey choices are the following:
® Join — combines separate objects into a cluster

e Split — separates clustered objects into their component
parts.

A chain is an object made up of different segment types,
including lines, arcs, and curves. When a chain is completely
closed so that its segments form a chained shape, you can fill it.

You can have chains as objects in a cluster, but you cannot link
two chain segments together using the Cluster softkey. If you
only cluster chains together, they cannot be filled. Because of
this difference, you can fill a chained shape but you cannot fill a
cluster. Refer to Chapter 11 for information on chains.
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Follow these steps to cluster or uncluster objects:
1. Select the objects to be joined or split.
2. Select Edit on the Basics softkey.

3. Select Joined or Split on the Cluster softkey. The system
automatically clusters or unclusters the items you selected.
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Cutting

Cutting objects at a guide point

This section describes how to cut basic objects: rectangles,
squares, ellipses, circles, and lines. All of these basic objects
except for lines must be cut before they can be linked. Points,
text frames, and bitmap frames cannot be cut or linked. Basic
objects in clusters can be cut without unclustering them. After
you cut a basic object, it becomes a chain.

You can cut a basic object anywhere along its edge or outline. A
line becomes two separate chain segments. A closed object
(rectangle, square, ellipse, or circle) becomes an open chain.
When you cut a basic object, the center control point
disappears. If you cut a filled object, the fill disappears. You can
fill an open chain by linking the end points. When you cut an
ellipse or circle, it becomes a 360 degree arc so that all the
control points disappear except for one at the cut.

You can use <Open> as an accelerator for the Cut command
on the Link/Cut softkey when using the Pin Point. Instead of
selecting Cut on the Link/Cut softkey, you press <Open>. If
you want to use <Open> to cut an object at a control point,
place the Pin Point on the control point using <Find>, then
press <Open>.

If you have problems cutting an object consider the following
rules:

e To use the Guide point icon on the Cut at softkey, the
selected guide point must be on a basic object, not an end
point, a text frame, or a bitmap frame.

e To use the Pin Point icon on the Cut at softkey, the Pin Point
must be placed exactly on the outline of the object.
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The illustration and procedure below describes how to cut an
object at a guide point using the Cut command on the Link/Cut
softkey.

Follow these steps to cut objects at a guide point:
1. Select the desired icon on the Select softkey.

2. Select the object on the control point where you want to cut
the object.

Select Edit on the Basics softkey.
Select the Guide point icon on the Cut at softkey.
Select Cut on the Link/Cut softkey.

o @ bW

The object is cut and becomes an open chain.
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Cutting objects using the Pin Point
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This section contains procedures for placing the Pin Point,
cutting an object on the outline, and using the <Open>
accelerator.

Placing the Pin Point

To cut the object outline, you have to place the Pin Point exactly
on the outline. To do this, you select and move the Pin Point to
the object outline with Gravity activated.

You cannot use <Find> to place a Pin Point on the object
outline. However, you can use <Find> to place the Pin Point
on a guide point if you want to use the Open accelerator instead
of the Cut command at the guide point.  You must use the Pin
Point if you want to use the Open accelerator on the outline or
at the guide point. For more information on the Pin Point, see
Chapter 12.

Follow these steps to select and move the Pin Point:

1. Selecting Setup on the Basics softkey and Object on the
Gravity softkey. This activates Object gravity.

2. Select the Pin Point with the left mouse button.

The Pin Point turns white with a black outline when it is
selected.

Press <Move>.
4. Press and hold down the left mouse button.

Move the Pin Point slowly to the object outline. When the
Pin Point touches the outline, a small dot appears at the tip
of the Pin Point.

6. Release the left mouse button.
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Cutting an object on the outline

The illustration and procedure below describe how to cut an
object on the outline.

Cluster

Basics, E  Draw Draw

Transform §
Scale ;
Stretch
Rotate
Flip i
Shear i

Joined
Split

Follow these steps to cut an object on the outline:

1.

oUW

Select the Object icon on the Select softkey.

Place the Pin Point (using object gravity) on the object
outline.

Select the object.
Select Edit on the Basics softkey
Select the Pin Point icon on the Cut at softkey.

Select Cut on the Link/Cut softkey. The object is cut at the
Pin Point and becomes an open chain.

Cutting objects using <Open>

This procedure describes a faster way to cut objects at the Pin
Point using <Open> as an accelerator.

Follow these steps to cut objects using <Open>:

1.
2.
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Select the Object icon on the Select softkey.

Place the Pin Point on the object outline (using object
gravity) and select the object

You can also place the Pin Point on a guide point using
<Find>.

Press <Open>. The object is cut and becomes a chain.
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Deleting

- &)

You can delete basic objects and chain segments using <Del>.
After the selected item is deleted, nothing is selected, and the
system returns to the Select mode. You can delete objects in
clusters without unclustering if you select all of the control
points on the object that you want to delete.  For more
information on clusters, see the section titled, “Clustering” in this
chapter.

Please note that you cannot recover an object that has been
deleted.

 View |
E Geometry E
Setup
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Follow these steps to delete objects and chain segments:
1. Select the object or chain segment.

2. Press <Del>.  The system automatically deletes the object
or Segment.

A fast way to cut and delete part of a basic object or a chain is to
cut the segment using the <Open> accelerator, then press
<Del>.
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8. Setting object properties

This chapter contains information on object properties and how
to set them. You can set properties for points, lines, open chain,
rectangles, squares, circles, ellipses, closed chains, text, and
bitmaps. Each object has its own group of properties that you
can set before or after you draw the object.

Setting object properties

There are four ways you can set object properties:
e Using Setup mode softkeys (before you draw an object)

e Using Object Properties sheets (before or after you draw an
object)

e Using object property softkeys (after you draw an object)

e Using <Same> (after you draw an object).

Using Setup mode softkeys
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Before drawing an object, you can set the system default
properties for that object using the Setup mode softkeys. To
access these softkeys, you select Setup on the Basics softkey,
then select the desired property group on the Setup softkey, and
then select the desired properties on the property softkeys.

Not all object properties are displayed on these softkeys. You
can customize the softkeys to display your commonly used
values for these properties (see Chapter 5). A complete
selection of object properties appears on the Object Properties
sheet.

Follow these steps to use the Setup mode softkeys:
1. Select Setup on the Basics softkey.

2. Select the desired property group (Point, Line, Fill, or Text)
on the Setup softkey. The property softkeys for that group
are displayed.

3. Select the desired properties on the property softkeys. All
objects will be drawn with these properties.
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Point properties softkeys

When you select Point props on the Setup softkey, the following
Setup mode softkeys appear:

Basics

Transform { | Setup |

Scale
Stretch
Rotate
Flip
Shear

Line props
(Fillprops [
Text props |

Line properties softkeys

Point properties apply to points.

Shape softkey — Use the Shape softkey choices displayed on
the Shape softkey, the Object Properties sheet displays all
the available choices for shape.

Size softkey — Use the Size softkey to set the size of the
point in Frame Units (see Chapter 15 for a discussion of
Frame Units). In addition to the choices displayed on the
Size softkey, the Object Properties sheet allows you to enter
your own value for size.

Tint softkey — Use the Tint softkey to set the shade (lightness
or darkness) of the point. The numbers on the softkey are
percentages of black: O (0%) means white, 100 (100%) means
solid black, and the other numbers are gray shades in
between. In addition to the choices displayed on the Tint
softkey, the Object Properties sheet allows you to enter your
own value for tint.

When you select Line props on the Setup softkey, the following
Setup mode softkeys appear:

Basics Draw

[ Draw

E Transform Setup  E Pattern F Linewidth f Line Tint | B
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Line properties apply to lines, open chains, and to the borders of

rectangles,

ellipses, text frames, bitmap frames, and closed

chains.

Pattern softkey — Use the Pattern softkey to set the line
pattern. In addition to the choices displayed on the Pattern
softkey, the Object Properties sheet displays all the available
choices for pattern.

Line Width softkey — Use the Line Width softkey to set the
width (thickness) of the line in Frame Units (see Chapter 15
for a discussion of Frame Units). In addition to the choices
displayed on the Line Width softkey, the Object Properties
sheet allows you to enter your own value for width.
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Fill properties softkeys

SETTING OBJECT PROPERTIES

Line Tint softkey ~ Use the Line Tint softkey to set the shade
(lightness or darkness) of the line. The numbers on the
softkey are percentages of black: 0O (0%) means white, 100
(100%) means solid black, and the other numbers are  gray
shades in between. In addition to the choices displayed on
the Line Tint softkey, the Object Properties sheet allows you
to enter your own value for tint.

End 1 and End 2 softkeys — Use the End 1 and End 2 sofikeys
to set the properties of the two end points. In addition to
the choices displayed on the End 1 and End 2 softkeys, the
Object Properties sheet displays all the available choices for
shape. The property sheet also allows you to specify the size
of the end points. Size is either Varying (the system matches
the size with the line width) or Fixed (you enter an exact
value for size on the Object Properties sheet).

When you select Fill props on the Setup softkey, the following
Setup mode softkeys appear:
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Fill properties apply to the interiors of rectangles, squares,

ellipses, circles, and closed chains.

Texture softkey — Use the Texture softkey to set the fill
pattern(s) for the object’s interior. In addition to the choices
displayed on the Texture softkey, the Object Properties sheet
displays all the available choices and allows you to combine
two or more textures,

Fill Tint softkey — Use the Fill Tint softkey to set the shade
(lightness or darkness) of the object’s interior fill.  The
numbers on the softkey are percentages of black: 0 (0%)
means either white or transparent, depending on the Opacity
(see below); 100 (100%) means solid black; the other
numbers are gray shades in between. In addition to the
choices displayed on the Fill Tint softkey, the Object
Properties sheet allows you to enter your own value for fill
tint.

Pro Illustrator allows you to create any gray shade from 0%
to 100%. However, the number of visibly different gray
shades you can use depends on your printing device. We
have provided an illustration of 100 different gray shades in
the Quick Art document titled “Tints, Textures, Points, and
Lines” (see Appendix A). [If you want to experiment, print
this illustration. The resulting printout will give you an idea
of your printer’s capabilities and help you select the best—
looking gray shades to use in illustrations.

Opacity softkey — Use the Opacity softkey softkey is the
opaque setting; it sets a white base. The second choice is
the clear setting; it sets a transparent base. The fill tint and
texture are added to this base. Thus, 0% tint on an opaque
base is white; 0% tint on a clear base is transparent.
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Text properties softkeys

When you select Text props on the Setup softkey, the following
Setup mode softkeys appear:

Basics Draw Draw Transform Setup

~ Text Scale Tools
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Rotate Line props
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S L Fill
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Text properties apply to text frames. Refer to Chapter 9 for
detailed information on text frame properties.

e Fixed Side softkey — Use the Fixed Side softkey to set the
properties of the sides of the text frame. Each of the four
sides can be either fixed or free to expand and contract with
the text.

e Margin softkey — Use the Margin softkey to set up a margin
between the text boundary (the imaginary rectangle that
surrounds the text) and the text frame.

e Align Pt softkey — Use the Align Pt softkey to activate either
the Center or Baseline control points of the text frame.

e Fill Tint softkey — Use the Fill Tint softkey to set the shade
(lightness or darkness) of the object’s interior fill.  The
numbers on the softkey are percentages of black: 0 (0%)
means either white or transparent, depending on the Opacity
(see below); 100 (100%) means solid black; the other
numbers are gray shades in between. In addition to the
choices displayed on the Fill Tint softkey, the Object
Properties sheet allows you to enter your own value for fill
tint.

Xerox Pro lllustrator allows you to create any gray shade from
0% to 100%. However, the number of visibly different gray
shades you can use depends on your printing device. We
have provided an illustration of 100 different gray shades in
the Quick Art document titled “Tints, Textures, Points, and
Lines” (see Appendix A). If you want to experiment, print
this illustration. The resulting printout will give you an idea
of your printer's capabilities and help you select the best—
looking gray shades to use in illustrations.

e Opacity softkey — Use the Opacity softkey to set the base
beneath the fill tint. The first choice on the softkey is the
opaque setting; it sets a white base. The second choice is
the clear setting; it sets a transparent base. The fill tint and
texture are added to this base. Thus, 0% tint on an opaque
base is white; 0% tint on a clear base is transparent.
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Using the Object Properties sheet

Basic operation

You use the following Object Properties sheet to:

e Set properties before drawing an object
e Set properties of an existing object
o Get properties for a selected object

Before or after you draw an object, you can use the Object
Properties sheet to set object and color properties. All
properties appear on the Object Properties sheet. Once you set
the properties on the property sheet in Setup or Draw mode, all
subsequent objects that you draw will have the same properties
(for the properties they have in common with those set on the
property sheet) until you change them.
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This section contains information about the basic operation of
the Object Properties sheet.

Selecting [Reset] restores the numbers to their settings when you
first opened the property sheet or when you last selected [Apply]
or [Apply All], whichever occurred later. When you change
Frame Units, they are not updated on the property sheets until
you select [Apply], [Apply All], or [Done].

If you have one property sheet open and you select another
object and press <Props> a second time, a second property
sheet will open on top of the first one, showing the properties
of the now current selection.

When you select [Apply All], every applicable property specified
in the Object Properties sheet is applied to the current selection,
regardless of whether you have just set the properties or not.
This is a powerful command that allows you to quickly set many
different types of properties in one action.

When you select [Get Props], the properties of the current
selection are displayed in the Object Properties sheet.
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Object Properties sheet

The following illustration shows the Object Properties sheet with
all property groups open

The appearance of the properties on the Object Properties sheet
may differ depending on the color capabilities of your
workstation.
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Xerox Pro lllustrator has one Object Properties sheet with the
following properties available for all object property groups:

e Point — Point properties apply to points only. They include
point shape, tint, color, and size.

e Line - Line properties apply to lines, open chains, and to the
borders of rectangles, ellipses, text frames, and closed
chains. They include pattern, width, tint, and color.

e Line Ending — Line ending properties apply to lines and open
chains. They include end and size.
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e Fill — Fill properties apply to the interiors of rectangles,
squares, ellipses, circles, text frames, bitmap frames, and
closed chains. They include opacity, texture, tint, and color.
The property sheet contains 12 textures. You can combine
the available textures to create additional textures. The
combined texture is displayed in the Appearance field of the
property sheet.

e Joint — Joint properties apply to the joints between segments
in an open or closed chain. Smoothness is the only joint
property.

e Text — A text frame has all the properties of a rectangle. The
line properties apply to the text frame border. The fill
properties apply to the entire text frame, including the inner
margins. A text frame also has align point, fixed side, and
inner margin properties.

e Bitmap — A bitmap frame has all the properties of a rectangle.
The line properties apply to the bitmap frame border. The fill
properties apply to the interior of the bitmap frame. A
bitmap frame also has canvas resolution, scaling, source, tint,
and color properties.

e General — General properties apply to all graphic objects.
Printing/non—printing is the only general property.

Because all the object properties are available on one property
sheet, you can keep one property sheet open and use it to set
the properties of all the objects in your illustration. There is no
need to close and open different property sheets or to close one
while you work. Instead, you open and close object property
groups within the property sheet.

Setting object properties before drawing objects
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You can set the properties of an object before you draw it by
displaying the property sheet before you begin to draw.

Follow these steps to set object properties before drawing an
object:

1. On the Draw softkey, select the icon for the object you want
to draw.

Press <Props>.
Select the desired properties in any property group.

Select [Apply] or [Apply All].

R W

Draw the object.
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Setting color properties before drawing objects

You can set the color properties of an object before you draw it
by displaying the property sheet before you begin to draw.

If your workstation has color capabilities, you can use either the
color chip menu or the color name menu to apply color
properties. With a color display screen, you can apply and view
color properties. If you have a access to a color printer, you can
also print documents in color.

If your workstation does not have color capabilities, you can use
the color name auxiliary menu to apply color properties.
Although you will not be able to view color on a monochrome
display screen, you can still apply the color properties. If you
have a access to a color printer, you can also print documents in
color.
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Using the color chip menu

The color chip menu displays a menu of color choices. This
menu is available on color workstations only. The color pointed
to with the mouse appears as a circle outlined in black. The
color currently in effect is outlined in white.

Follow these steps to use the color chip menu to apply color to
objects before drawing them:

1. On the Draw softkey, select the icon for the object you want
to draw.

2. Press <Props>.
Move the pointer to the color chip you want to change.

4. Press and hold the left mouse button down. Do not reiease
the mouse button until you are ready to choose a color. A
set of colored squares appears.

5. While holding the mouse button down, move the pointer to
the color you want. As you point to a color chip, the square
appears as a circle.

6. Release the mouse button. The color chip box displays the
color you selected.

7. Select [Apply] or [Apply All].
8. Draw the object.

Using the color name menu

The color name auxiliary menu displays a menu of color name
choices. This menu is available on both color and monochrome
workstations. The primary menu contains a list of color groups
(reds, yellows, blues, and so on). When you move the pointer
to the right of a color group, a secondary menu, containing
specific color choices appears.

On a color workstation, a color sample appears along with the
color name. The color names in this menu are based on the
names defined in COLOR - Universal Language and Dictionary
of Names by the Inter-Society Color Council, National Bureau of
Standards (ISCC-NBS).

Follow these steps to use the color name menu to apply color to
objects before drawing them:

1. On the Draw softkey, select the icon for the object you want
to draw.

2. Press <Props>.

3. Move the pointer to the color name you want to change.
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Press and hold the left mouse button down. Do not release
the mouse button until you are ready to choose a color.

A list of color groups appears.

While holding the mouse button down, move the pointer to
the color you want.

To see specific color names, slide the pointer to the right of
a color name.

A second menu appears.

Move the pointer to the color name you want and release
the mouse button.

On a color workstation, the color chip box displays the color
you selected.

Select [Apply] or [Apply All].

Draw the object.

Setting object properties after drawing object

The following illustration and procedure show how to set object
properties after you have drawn an object.
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Follow these steps to set object properties after drawing an
object:

1. Select the object.

2. Press <Props>.

3. Select the desired properties.

4. Select [Apply] or [Apply All].

5. The object is displayed with new properties.

Setting color properties after drawing objects

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

You can use the Object Properties sheet to set the color
properties of an object after you draw it.

If your workstation has color capabilities, you can use either the
color chip menu or the color name menu to apply color
properties. With a color display screen, you can apply and view
color properties. If you have a access to a color printer, you can
also print documents in color.

If your workstation does not have color capabilities, you can use
the color name auxiliary menu to apply color properties.
Although you will not be able to view color on a monochrome
display screen, you can still apply the color properties. If you
have a access to a color printer, you can also print documents in
color.

Using the color chip menu

Follow these steps to use the color chip menu to color objects
after drawing them:

1. Select the object you want to color.
2. Press <Props>.
3. Move the pointer to the color chip you want to change.

4. Press and hold the left mouse button down. Do not release
the mouse button until you are ready to choose a color.

A set of colored squares appears.

5. While holding the mouse button down, move the pointer to
the color you want. As you point to a color chip, the square
appears as a circle.

6. Release the mouse button.
The color chip box displays the color you selected.
Select [Apply] or [Apply All].

8. The object is displayed with new color properties.

Using the color name menu

Follow these steps to use the color name menu to color objects
after drawing them:

1. Select the object you want to color.

2. Press <Props>.
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Using an already open property sheet

Move the pointer to the color name you want to change.

4. Press and hold the left mouse button down. Do not release
the mouse button-until you are ready to choose a color.

A list of color groups appears.

5. While holding the mouse button down, move the pointer to
the color you want.

6. To see specific color names, slide the pointer to the right of
a color name.

A second menu appears.

7. Move the pointer to the color name you want and release
the mouse button.

On a color workstation, the color chip box displays the color
you selected.

Select [Apply] or [Apply All].

The object is displayed with new color properties.

Getting an object’s properties

Because all object property groups are on one property sheet,
you can select objects and set their properties using the property
sheet that is already open for a previously selected object (even
if the previously selected object has different kinds of
properties). Only the properties you set are applied if you select
[Apply]l. The following procedure illustrates how to do this.

Follow these steps to use the open Object Properties sheet to
set object properties:

1. Select the object.

2. If the property group is not open for the current selection,
open it by selecting the name of the property group, that is,
Fill Joint, and so on. The property group appears shaded
with diagonal gray lines. See the section “Neutral properties”
later in this chapter for more information.

Select the desired properties.
4. Select [Apply] or [Apply All].
The object is displayed with new properties.

When vyou already have the property sheet open, use the
following procedure to get the properties of an object. The
properties shown on the open property sheet change to reflect
the properties of the currently selected object.
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In the following illustration, two property sheets are shown.
the screen, only one property sheet appears at a time.

On

On the

screen, the first property sheet changes to look like the second

property sheet when you select [Get Props].
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Property sheet for a group of objects

Follow these steps to get the properties of an object:

1. An object is already selected, and an Object Properties sheet
is open.

2. Select another object.

Select [Get Props], which can appear in the header of the
property sheet window or in the Floating Item Auxiliary Menu
icon, depending on the width of the property sheet window.

4. The property sheet changes to show the properties of the
current selection. You can then set the current selection’s
properties.

You can open an Object Properties sheet when more than one
object is selected. The selection can be an extended selection
or a cluster.

Extended selection

If the selection is an extended selection, the properties of the
object containing the guide point are shown on the property
sheet and softkeys. When you set any property, the property will
be applied to all objects in the extended selection that have that
property. For example, if the extended selection includes
objects that have the property Line Width and you change the
Line Width property, all of the objects’ line widths will change.

Cluster

If the selection is a cluster, only property values common to all
the cluster objects are shown on the property sheet and
softkeys. ~ When you set any property, the property will be
applied to all objects in the cluster which have that property.

Neutral properties

Property choices are neutral if they are not common to all
objects in a cluster selection or if they do not apply to the object
currently selected. Neutral choices appear shaded with diagonal
gray lines on the property sheet. Neutral numeric items, for
example, Fill Tint, are blank.

The following illustration shows the appearance of neutral
property choices for a selected cluster. Notice that the texture
and tint are neutral because they are not the same for all of the
objects. Only the line and general properties are the same.

VP SERIES REFERENCE LIBRARY



SETTING OBJECT PROPERTIES
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Using object property softkeys

After you have drawn an object, you can select the object and
change its properties using the object property softkeys. Not all
of the object properties are displayed on these softkeys. To set
properties not visible on the softkeys, use the Object Properties
sheet.  You cannot use the Setup mode softkeys to set the
properties of an existing object.

Follow these steps to set properties on existing objects using the
softkeys:

1. Select the object.
2. On the softkeys, select the desired properties.
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Copying properties using <Same>

Clusters

You can copy properties from one object to another using
<Same>. <Same> transfers only the properties held in
common by the source and destination objects.

You can also use <Same> to copy color properties to graphics
objects and Pro Illustrator bitmap frames. You use the Pro Color
Palette documents to apply color properties to objects See the
section titled “Setting color properties” in this chapter for more
information.

In addition, you can use <Same> to copy properties from one
line ending to another. See the section titled “Setting line
ending properties” in this chapter for more information.

Extended selections

If the destination is a cluster, <Same> applies the source
properties ‘in the same way as for a single object, that is, each
object in the cluster with properties in common with the source
is changed.

If the source is a cluster, <Same> applies the cluster properties
to the destination. Cluster properties are those that are common
to all of the objects in the cluster. In this case, the objects in the
destination that have properties in common with the cluster
properties are changed.

If the destination is an extended selection (more than one object
selected), <Same> applies the source properties as if it were
operating on each destination object separately. Each object in
the destination with properties in common with the source is
changed.

The source cannot be an extended selection.
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SETTING OBJECT PROPERTIES

The following illustration and procedure show how to use
<Same> to set an object’s properties.
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Follow these steps to use <Same> to copy object properties:

1.

2
3.
4

Setting line ending properties

Select the destination object.
Press <Same>.
Select the source object.

The destination object is selected and displayed with the
properties of the source object. Only the properties
common to the objects can be transferred.

In the accompanying illustration, only the line properties are
transferred. The line endings are not transferred because the
rectangle does not have line endings.

You can also use <Same> to set the properties of line endings.

Follow these steps to use <Same> to copy line ending
properties:

1.
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Control point select the destination line ending. See
Chapter 7 for the procedures for selecting control points.

Press <Same>.
Select the source line ending.

The destination line ending is selected and displayed with the
properties of the source line ending.
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Setting color properties

You can apply color to graphics objects using Pro lllustrator
Color Palettes, Pro Illustrator Highlight Printer Palettes, and the
<Same> key. The Pro |lllustrator Color Palettes and Pro
Ilustrator Highlight Printer Palettes offer an alternative to using
the Object Properties sheet to apply color to objects.

The Pro lllustrator Color Palettes and Pro lllustrator Highlight
Printer Palettes are provided with the Xerox Pro Illustrator
applications. These palettes are VP documents you copy to your
desktop from floppy disk, cartridge tape, or the network. They
are not applications to be run in the Loader.

The following table lists the types of color palettes that are
available, Pro llustrator objects that can be colored with the
palettes, and the hardware requirements for using the color
palettes.

Palette Pro Illflstrator Requirements
objects

Pro lllustrator Color | Graphics objects Color display

Palette screen

Pro lllustrator Color | Graphics objects Color or

Palette (with color monochrome

names) display screen

Pro Hlustrator Color | Bitmaps Color or

Palette (for bitmaps monochrome

with color names) display screen

Pro llustrator Graphics objects Color display

nghllght Printer screen and

Palette Xerox 4850
Highlight Color
Laser Printing
System

Pro lllustrator Graphics objects Color or

Highlight Printer monochrome

Palette (with color display screen and

names) Xerox 4850
Highlight Color
Laser Printing
System

Pro llustrator Bitmaps Color or

Highlight Printer monochrome

Palette (for bitmaps display screen and

with color names) Xerox 4850
Highlight Color
Laser Printing
System

The Pro lllustrator Color Palettes and Pro lllustrator Highlight
Printer Palettes are VP documents made of Pro lllustrator frames.
The frames contain graphics objects in every available color
choice. You use the <Same> key to apply color properties
from the palette to your selected object.
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The palettes enable you to color the following objects:

Points

Lines

Fills (for squares, rectangles, circles, and ellipses)
Bitmap frame bits.

Using a palette

The Pro Hlustrator Color Palette and the Pro lllustrator Highlight
Printer Palette are VP documents with colors and objects.

Each palette contains colors represented in three objects: point,
line, and fill. The colors are arranged vertically, by hue and
horizontally by value, based on how they will look when printed.

Each palette also contains a set of instructions on its use. To
view the instructions, scroll to the last page of the palette. The
illustration below shows a set of instructions for the Pro
Illustrator Color Palette.

Each palette color has three objects, so you can apply point, line and
fill colors separately,
To applr‘ a color, select the object(s) to be colored, press <SAME =,

then select an object on the palette as shown below;

inside (fill) of closed objects
{circles, rectangles, closed
chained shapes, etc,)

*

lines and
outlines

Follow these steps to use a palette:
1. Display the palette on your desktop.

2. Select the object you want to color in the Pro lllustrator
frame.

Press <Same>.

4. Select the color chip for your object, as follows:
e Use the point object to color points.
e Use the line object to color lines.

e Use the fill object to color squares, rectangles, circles,
and ellipses.

5. The object is displayed in its new color.
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Using a palette (with color names)

The Pro lllustrator Color Palette (with color names) and the Pro
Illustrator Highlight Printer Palette (with color names) are VP
documents with colors, color names, and objects.

Each palette contains colors represented in three objects: point,
line, and fill objects. Color names are provided so you can use
the palettes on workstations with monochrome display screens.

Each palette also contains a set of instructions on its use. To
view the instructions, scroll to the last page of the palette.

Follow these steps to use a palette (with color names)
1. Display the palette on your desktop.

2. Select the object you want to color in the Pro lllustrator
frame.

Press <Same>.

4. Select the color chip for your object, as follows:
o  Use the point object to color points.
e Use the line object to color lines.

e Use the fill object to color squares, rectangles, circles,
and ellipses.

5. The object is displayed in its new color.

Using a palette (for bitmaps with color names)

You use the Pro lllustrator Color Palette (for bitmaps with color
names) or the Pro lllustrator Highlight Printer Palette (for bitmaps
with color names) to apply a single color to the bits in an
Illustrator bitmap frame.

Each palette contains color chips with accompanying color
names. Color names are provided so you can use these palettes
on workstations with monochrome display screens.

Each palette also contains a set of instructions on its use. To
view the instructions, scroll to the last page of the palette.

Follow these steps to use a palette (for bitmaps with color
names):

1. Display the palette on your desktop.

2. Select the Pro Illustrator bitmap you want to color.
3. Press <Same>.

4. Select the color chip you want to use.

5

The object is displayed in its new color.
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9, Text frames

Text frames enable you to include text in Xerox Pro lllustrator
drawings. A text frame is a rectangular area that contains one or
more lines of text. The text inside a text frame is standard VP
text that you create and edit with the VP Document Editor.

For information about how to create and edit text, refer to
Document Editor: Basics User Guide in the VP Series Reference
Library.

In this chapter, when we say text frames, we are referring
specifically to text frames.

This chapter describes how to create and use text frames. Topics
covered include the following:

Overview

Text frame softkeys

Text frame properties

Creating text frames

Centering and aligning text frames
Selecting and editing text
Transforming text frames.

Overview
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This section provides an overview of text frames.

o Text frames and GLOBALVIEW - Like other types of VP frames,
Pro lllustrator text frames can be copied, moved, deleted,
and stretched. However, they can be created only within a
Pro llustrator frame; they cannot be anchored in document
text or embedded in another VP frame. Other types of
frames cannot be embedded in text frames.

e Using [Show Structure] — If you turn on [Show Structure] in
the window header document menu, the system displays the
fixed and free sides of each text frame. Fixed and free sides
are described in "The Fixed Side softkey™ section in this
chapter. Fixed sides are shown as solid lines, free sides as
dotted lines.  [Show Structure] applies only to the display
screen; when printed, each text frame has the properties you
assign it using the softkeys and the property sheet.

e Layering and selecting — Text frames can be layered with
other graphic objects (see Chapter 7 for a discussion of
layering).  However, you cannot select an object that is
completely hidden beneath a text frame by selecting the
space inside the frame. The system assumes that when you
select within a text frame, you are selecting text for editing.
Therefore, you cannot reach through a text frame to select
an object below it. You can select an object which is on
top of or underneath a text frame without selecting the text
if you select on the object outline (not in the center). See
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the section titled “Cycle-through selection” in Chapter 7 for
more information.

o View windows — Text frames inside View windows are visible
and can be selected, but the text inside the frames cannot be
selected or edited. The text is visible only if the View
window scale is 90%. View windows are described in
Chapter 13.

e Printing text frames — Xerox Pro llustrator will not print text
frame contents if any portion of the text frame is outside the
Pro Illustrator frame boundary.

Text frame softkeys

The following illustration shows how the softkeys look when you
create or modify text frames. The system displays different
softkeys depending on whether you are creating a new text
frame or modifying an existing text frame. Additional text frame
properties are available on the object property sheet, which is
described in Chapter 8.

Basics

[ Transform § | Geometry
f Scale 5
L Stretch
f Rotate
| Flip

| Shear

Text softkeys: Creating a new text frame

Draw | Transform L Fixed side k

Text

Text softkeys: Modifying an existing text frame

Text frame properties

Properties shared with other objects

Text frames share many properties with other objects and they
also have some unique properties.

9-2

Text frames share the following properties with other objects:

e Line (Pattern, Width, Tint, and Color)
o  Fill (Opacity, Texture, Tint, and Color).

See Chapter 8 for descriptions of these properties. The Pattern
and Opacity softkeys appear only when you edit existing text
frames, not when you create new text frames. Additional choices
for these two properties, and all of the choices for the other
common properties, are available on the object property sheet.
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TEXT FRAMES

Setting properties

Text frames also have some unique properties. These properties
are:

e Fixed Side
e Margin
e Align Pt.

These properties are described in this chapter. The Fixed Side
softkey appears both when creating a new text frame and when
editing an existing text frame. The Margin and Align Pt softkeys
appear only when editing an existing text frame. You can change
the unique properties on the softkeys or in the property sheet.
The unique property softkeys which appear when you create and
modify text frames are described in the following sections.

Fixed Side softkey

You can set the common or unique properties before creating a
text frame on the object property sheet or on the softkeys. To
make the object property sheet appear, select Text on the Draw
softkey, press <Props>, and change the properties on the
object property sheet. Make sure you select [Apply] when you
are finished.

To make the text frame softkey appear, select Setup on the
Basics softkey, then select Text props on the Setup softkey.
After selecting Text props on the Setup softkey, you can press
<Props> and an object property sheet with only default text
frame properties will appear. You can use this object property
sheet when the properties you want to change are not on the
softkeys.

To change all of the common or unique properties of an existing
text frame, select the frame, then change the softkeys which
appear, or select the frame and press <Props> to see the
property sheet. For more information on property sheets, see
Chapter 8.

When you change the Texture, Fill Tint, and Opacity properties,
the system saves these property settings separately for text
frames. This means tnhat text frames can have different settings
than other objects such as rectangles.
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The Fixed softkey appears both when you create a text frame and
when you edit an existing text frame. Each of the four sides of a
text frame can be either fixed in place or left free to expand and
contract with the text. If a side is fixed, it does not move as text
is added or modified. If a side is free, it hugs the text as text is
added, deleted, made larger or smaller, or otherwise changes the
amount of space it occupies.

There are 16 possible combinations of fixed and free sides. The
Fixed Side softkey displays five combinations; all 16 are available
on the softkey property sheet. To see the softkey property
sheet, highlight the softkey and press <Props>.
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9-4

You can customize the Fixed Side softkey to display the
combinations you use most often. See Chapter 5 for more
details on changing the softkey choices.

Both the Fixed Side softkey and the object property sheet use
text frame icons to show fixed and free sides. Fixed sides are
shown as heavy solid lines; free sides are shown as dotted lines.
The following illustration shows the object property sheet
opened for a text frame with the top and left side fixed.

BJECT PROPERTIES |

¥
Align Pt
Fixed Side
Inner Margin
.
d
7 - I+

To open the property sheet, select the text frame and press
<Props>. Then select each side that you want to be fixed.

As you make your selections, the system updates the text frame
icon to show the fixed and free sides.

The system does not prevent free sides from expanding beyond
the frame; they continue to expand into the infinite drawing pad
that surrounds each frame. However, the system displays and
prints only text frames whose sides are contained entirely within
the Pro lllustrator frame.

If all sides of a text frame are fixed, the system clips text at the
text boundary; it prints only the part of the text that fits within
the boundary.

The following illustration  demonstrates three  different
combinations of fixed and free sides: all free sides; left, top, and
right sides fixed; and all fixed sides.

The text frames are shown as they appear when [Show Structure]
is on: fixed sides are solid lines, free sides are dotted lines. The
same text appears in all three text frames. Carriage returns are
indicated so you can see how the text was entered. Notice how
the different choices of fixed and free sides affect how the text is
arranged within the text frames.
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| Fixed Side [

Each side of a'text frame can be either :
fixed or free. Fixed sides do not move as text:

| lis entered, deleted, or modified. Freed

sides move so that they always hug the text.

| [Each side of a text frame
can be eitherd

| fixed or free. Fixed sides

do not move as text+

is entered, deleted, or
modified. Freed

sides move so that they
always hug the text.

Fixed Side

Margin softkey

fixed or free.
i i d-Indicates carriage return
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The Margin softkey appears only when you edit an existing text
frame. If you want to set the margins before creating a text
frame, select Setup on the Basics softkey, select Text props on
the Setup softkey, then change the choices on the softkeys that
appear. You can also set the margins before creating a text
frame by opening the property sheet. See the section in this
chapter titled “Setting properties” for details.

The Margin softkey allows you to set a margin between the text
boundary and the text frame. The text boundary is an imaginary
rectangle that surrounds the text within a text frame. It extends
from the top of the highest character in the first line to the
bottom of the lowest character in the last line, and from the left
edge of the leftmost character to the right edge of the rightmost
character.

If the margin is zero on all four sides, the text boundary and the
text frame are in the same place.

There are two ways to set the margin.

e On The Margin softkey, the value you select is used for all
four sides.

e On the object property sheet, you can select a different
value for each of the four sides.
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Align Pt softkey

The following illustration demonstrates setting margins with The
Margin softkey. The text boundary (dotted line) does not appear
on either the display screen or the printed illustration. It is
shown here only to illustrate the text margin.

| This text frame has
| 12 - point type and
'la 0-point margin.

12 - point type and
:an 8 -point margin.;

............................................................

Maragin

c ‘This text frame has !
frl| i112- point type and
ia 12-point margin.

......................... 3

Etext frame
text boundary
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The Align Pt softkey appears only when you edit an existing text
frame. If you want to set the control point alignment before
creating a text frame, select Setup on the Basics softkey, select
Text props on the Setup softkey, then change the choices on the
softkeys that appear. You can also set the control point
alignment before a text frame by opening the object property
sheet. See the section, “Setting properties” for details.

A text frame has twelve possible control points, nine of which
are active at any one time. See Chapter 7 for more information
on control points and the Select softkey. In addition to the
top,bottom, and four corner control points on a text frame, there
are two sets of three control points (left side, middle, right side).
You choose which control point set you want to appear when
the text frame is selected by highlighting Center or Baseline on
the Align Pt softkey.

The three Center control points are aligned horizontally at the
center of the text frame. They are located at the midpoints of
the left and right edges of the text frame and at the center of the
frame.
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The three Baseline control points are aligned horizontally along
the baseline of the first line of text. They are located where the
baseline meets the left and right edges of the text frame and at
the horizontal center of the baseline.

< °® L ® ? ]
Type, .
—+Alphabet -
JFontsl .o o S d b S i
baseline center
control points control points

See the sections titled “Centering a text frame inside another
object” and “Aligning text baseline with an object” for
procedures that demonstrate how to use the Center and Baseline
control points.

Creating text frames

Xerox Pro lllustrator provides two ways to create text frames.
Use the first procedure to create text frames with two or more
adjacent free sides. Use the second procedure to create text
frames with no adjacent free sides.

The Changing softkeys which appear when you create a text
frame are: Geometry, Constrain, and Fixed Side. The Geometry
softkey is described in Chapter 14. The Constrain softkey is
described in Chapter 7. The procedures in this section do not
use constraints or geometry. The Fixed Side softkey is described
in the section titled “Fixed Side softkey” in this chapter.

® +
®

Basics Draw Draw Transform Geometry Constrain | Fixed Side
elect ~ 1) scale Lackangle f I
dit A~ =] stretch - 2
iew o Rotate E
eometry - Flip S
etup . Shear ] 1
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Follow these steps to draw text frames with two or more
adjacent free sides:

1. Select Text on the Draw softkey. The system displays the text
frame softkeys.

2. Select an appropriate text frame icon on the Fixed Side
softkey.

3. Position the cursor where you want to place the Attachment
Point (see the note at the end of this procedure), and click
the left mouse button.

4. The system creates a text frame with its Attachment Point at
the mouse location. When the VP Document Editor caret
appears inside the text frame, you can enter and modify text.

Note: The Attachment Point is a special control point the system
uses during transformations. It is located opposite the free sides,
at the most fixed point of the text frame. If a text frame has all
free sides, the Attachment Point is at the center. For more
information, see “The Attachment Point™ under ~Transforming
text frames™ in this chapter.

temporary
image of
text frame

Basics | Geometry E E Constrain | Fixed Side ||

Follow these steps to draw text frames with no adjacent free
sides:

1. Select Text on the Draw softkey.

2. Select an appropriate text frame icon on the Fixed Side
softkey.

3. Position the cursor where you want to place one corner of
the text frame and click the left mouse button.

4. Position the cursor where you want to place the opposite
corner of the text frame and click the left mouse button.

5. The VP Document Editor caret appears inside the text frame.
You can now enter and modify text.
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Centering a text frame inside another object

The following procedure demonstrates how to use the Center
control points to center a text frame inside another graphic
object. You can tell when the two items are centered because
the center control point of the graphic object will appear as a
black circle with a white interior when it meets the center control
point of the text frame.

Also, with gravity on, you will see the control points snap
together when they get close. This process is sometimes easier
to see with an empty text frame. |If the text frame contains text,
it may be difficult to see the control points in the center. If you
are centering the text frame on an object with fifty percent or
more fill tint, the control point will appear as a circle with a white
outline.

No geometry or constraints are used in this procedure.

é This,
tewt is 4

O rcentered

Thig
temis ¢
centered

Draw Transform
Text Scale
fom] Stretch
Rotate
S [hip
shear
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Follow these steps to center a text frame inside another object:

Note: Gravity should be turned on when you perform this
procedure. If you have turned it off, select Setup on the Basics
softkey and Intersection on the Gravity softkey.

1. Select the control point at the center of the text frame.
2. Make sure that Center is selected on the Align Pt softkey.

3. Press <Move> The Geometry and Constrain softkeys
appear.

4. Hold down the left mouse button and move the cursor to
the center control point of the rectangle. When the text
frame center touches the object center, the gravity dot
appears.

5. Release the left mouse button. The text frame remains
selected.
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Aligning text baseline with an object

The following procedure demonstrates how to use the Baseline
control points to align text with an object. You can tell when
the two items are aligned because the control point of the
graphic object will appear as a black circle with a white interior
when it meets the baseline control point of the text frame. Also,
with gravity on, you will see the control points snap together
when they get close.

No geometry or constraints are used in this procedure.

é(_-,,‘._.__ W SETE (BIEa5E B1t) e

v MW
eName (plgase Pf'"t§~—baseline control points

text frame border
(visible because Show Structure is on)

Draw Transform }{ select | Fixed Side | Margin | Align Pt
Text Scale All H |

..... nter

[ Stretch e—s £t
Rotate

S i o

shear

Note:  Gravity should be turned on when you perform this
procedure. If you have turned it off, select Setup on the Basics
softkey and Intersection on the Gravity softkey.

Follow these steps to align text baseline with an object:

1. Select the text frame anywhere to make the control points
visible. Make sure that Baseline is selected on the Align Pt
softkey.

2. Select the right or left Baseline control point.
Press <Move>.

4. Hold down the left mouse button and move the cursor to
the left end point of the line. When the baseline control
point touches the object, the gravity dot appears.

5. Release the left mouse button. The text frame is selected.
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Selecting and editing text

Text inside text frames is standard text that you create and edit
using VP Document Editor. The text must be single column and
cannot contain fields or anchored frames. When you create a text
frame, the Document Editor caret appears and you can begin
entering and modifying text.

For information about how to use the Document Editor, refer to
the Document Editor:  Basics User Guide in the VP Series
Reference Library.

To select text within a text frame, position the cursor over a
character and click the left mouse button. You can then enter,
modify, copy, or move text in the usual way using VP Document
Editor.

Transforming text frames

Attachment Point

Text frames, like other graphic objects, can be transformed
(transformations are described in Chapter 12). However, text
frames behave differently from other objects when they are
transformed. The layout of the text (line breaks) may change,
but the text itself does not change size or shape, and the text
frame always remains horizontal.

A text frame may also be affected if it is clustered with another
object that is transformed (see Chapter 7 for a discussion of
clustering).
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The Attachment Point is the control point where the system pins
the text frame to the drawing pad during a transformation. The
system locates the Attachment Point opposite the free sides of
the text frame, at its most fixed point. The exact location
depends on the number of free sides.

e One free side - the Attachment Point is at the middle of the
fixed side directly opposite the free side.

e Two adjacent free sides - the Attachment Point is at the
corner where the two fixed sides meet. Two non-adjacent
free sides: The Attachment Point is at the center of the text
frame.

e Three free sides - the Attachment Point is at the middle of
the fixed side.

e All free or all fixed sides - the Attachment Point is at the
center of the text frame.

The text frame icons that appear on the Fixed Side softkey and
on the object property sheet show the Attachment Point as a
small dot.
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Flip

When you flip a text frame, the text frame itself flips but the text
inside does not. For example, the following illustration shows a
text frame with fixed top and left sides (solid lines) being flipped.
The resulting frame has fixed top and right sides; the text inside
is unchanged.

fiz(ed sides

Text frame being Text frame being

flipped horizontally.i iflipped horizontally.
before flip after flip

Rotate and shear

When you rotate or shear a text frame, only its Attachment Point
rotates or shears; the rest of the text frame follows along. The
text frame always remains horizontal, and the text inside is
unchanged.

To clarify how rotation affects a text frame, imagine viewing a
ferris wheel from the side. The text frame is a seat on the ferris
wheel, attached to the wheel at a single point. As the ferris
wheel turns, the Attachment Point moves in a circle, carrying the
text frame with it. The text frame pivots about its Attachment
Point so it always stays horizontal.

For shearing, imagine the text frame is a picture hanging from a
single nail driven into a wall. As the wall is slanted, the nail
moves, carrying the text frame along with it. The text frame
pivots about its Attachment Point so it always stays horizontal.
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Scale and stretch

TEXT FRAMES

The following illustration demonstrates text frame rotation. The
text frame has all free sides (indicated by the dotted lines), so it
is attached by its center control point to the rotating object. As
the object rotates, the text frame’s Attachment Point moves with
it, causing the text frame to move in a circle. The text frame
remains horizontal and the text inside is unaffected.
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When a text frame is scaled or stretched, only the fixed sides are
affected; the free sides always hug the text. You can visualize
the transformation as a two-step process: first the text frame is
scaled or stretched as if it were a rectangle with all fixed sides,
then the free sides adjust to hug the text. If a text frame has all
fixed sides, it scales or stretches just like a rectangle.

The text inside a text frame does not change size or shape.
However, the line breaks may change depending on the length
of each line and the placement of carriage returns.
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10. Bitmap frames

Pro Illustrator bitmap frames are rectangular objects that contain
raster (bitmap) images. These images come from various
sources, such as canvases created in VP Freehand or scanned in
with the 7650 Pro Imager. You do not have to be running the
bitmap creation software application to create a bitmap frame in
Xerox Pro lllustrator or to place the raster image. You cannot
use Xerox Pro Illustrator to edit the raster image.

Pro Illustrator bitmap frames are very similar to Basic Graphics
bitmap frames, but they are not interchangeable. You cannot
copy a Basic Graphics bitmap frame directly into a Pro lllustrator
frame. However, you can place the image from a Basic Graphics
bitmap frame into a Pro lllustrator bitmap frame. See the section
in this chapter titled “Placing raster images in bitmap frames” for
details.

In this chapter, when we say “bitmap frames,” we are referring
specifically to Pro [lllustrator bitmap frames. Topics covered
include the following:

An overview of bitmap frames

Bitmap frame properties

Creating bitmap frames

Placing raster images in bitmap frames
Repositioning raster images
Transforming bitmap frames.

Overview

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

This section provides an overview of bitmaps.

Bitmap frames and VP - Bitmap frames can be created only within
a Pro lllustrator frame; they cannot be anchored in VP document
text or embedded in another VP frame. Other types of frames
cannot be embedded in bitmap frames. An embedded bitmap
frame does not have margins or captions.

For general information about how to work with frames, refer to
the Document Editor:  Basics User Guide in the VP Series
Reference Library.

Working with bitmap frames - Bitmap frames share many
characteristics with rectangles.  You can select, delete, copy,
move, layer, and cluster bitmap frames as you do rectangles.
They share common control points: four corners, center, and
the middle of each side. See Chapter 7 for details on working
with objects.

One difference between bitmap frames and rectangles is that
bitmap frames cannot be cut or linked. Also, when vyou
transform bitmap frames, they act like text frames, not rectangles.
For more information, see the section titled “Transforming
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bitmap frames” in this chapter and the section titled
“Transforming text frames” in Chapter 9.

Using [Show Structure] - If you select [Show Structure] in the
window header document menu, the system displays invisible
bitmap frame borders.  [Show Structure] applies only to the
display screen.  When printed, each bitmap frame has the
properties you assign it using the softkeys and the property
sheet.

Printing bitmap frames - If a bitmap frame is partially outside of a
Pro lllustrator frame (the cropping boundary), the entire raster
image, including the part outside the boundary, shows when you
print the document. Bitmap frames that are totally outside the
cropping boundary do not show when you print the document.

Bitmap frame properties

Properties shared with other objects

Bitmap frames share many properties with other objects. They
also have some unique properties that affect the image inside the
bitmap frame.

Unique bitmap image properties

Bitmap frames share the following properties with other objects:

e Line (Pattern, Width, Tint, and Color)
o Fill (Opacity, Texture, Tint, and Color).

These properties are described in Chapter 8. They can be
applied to bitmap frames from the softkeys or from the property
sheet.

10-2

Bitmap frames also have some unique properties.

Scaling

Source

Bitmap Color

Print Using Remote.

These are described in detail later in this chapter. The unique
properties affect the image inside the bitmap frame, not the
frame itself. You can change the unique properties on the
property sheet after you create the bitmap frame. You can also
change the color properties using the color palette (for bitmaps
with color names). Refer to Chapter 8 for additional information.

The Canvas resolution of the image is displayed in pixels per inch
(ppi) on the property sheet in the Bitmap category. This
information is displayed only; you cannot change it on the
property sheet.  The bitmap properties for a cluster which
includes bitmap frames will show shared scaling properties, but
no source information since each image has a different source.
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BITMAP FRAMES

You can set the line properties (tint, width, and pattern) before
creating a bitmap frame using two methods. One method is to
select the Bitmap frame icon on the Draw softkey, press
<Props>, and change the line properties on the property sheet.

The other method is to select Setup on the Basics softkey, select
Line props on the Setup softkey, and change the line properties
on the softkeys which appear. When you change the line
properties using either method, the system will automatically
apply these properties to any object you create afterward, not
just bitmap frames. You cannot set the other properties before
creating a bitmap frame.

To change the properties of an existing bitmap frame, select the
frame, then change the softkeys that appear, or select the frame
and press <Props> to change the property sheet. For more
information on changing softkey choices, see Chapter 5. For
more information on changing the property sheet, see Chapter
8.

Creating bitmap frames

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

This section describes how to create a bitmap frame. In general,
the effects of geometry and constraints on bitmap frames are the
same as on text frames. Bitmap frames always draw as
rectangular shapes.  They cannot be drawn in paraline or
perspective planes.

The Geometry, Constrain, and Type softkeys are used to control
the way you draw bitmap frames. The Geometry softkey is
described in Chapter 14. The Constrain softkey is described in
Chapter 7. The Type softkey allows you to specify whether you
want your bitmap frame to be a rectangle or a square.

The following illustration and procedures show how to create a
bitmap frame. The constraints and geometry are set to None in
the procedure.
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Draw f Transform
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Follow these steps to draw a bitmap frame:
1. Select the Bitmap frame icon on the Draw softkey.

2. Position the cursor where you want to place one corner of
the bitmap frame and click the left mouse button.

3. Position the cursor where you want to place the opposite
corner of the bitmap frame and click the left mouse button.

Placing raster images in bitmap frames

Document source

You include raster images in your bitmap frames by specifying
the image source in the bitmap category of the object property
sheet. Then, you either copy the image directly into the frame,
or the system places the image from a referenced source. A
Basic Graphics bitmap frame cannot be copied directly into a Pro
Illustrator bitmap frame.

You can convert the Basic Graphics bitmap frame to a Pro
lllustrator bitmap frame, or the Pro illustrator bitmap frame can
reference the same desktop file as the Basic Graphics bitmap
frame.
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When you create a bitmap frame, the system assumes the choice
of Document in the Source category. This option allows you to
copy a raster image directly into a bitmap frame from a canvas
icon on your desktop. You can also copy bitmap frame contents
from the bitmap frame onto the desktop if the Source is set to
Document. This action creates a raster canvas on your desktop.
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BITMAP FRAMES
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Follow these steps to place a raster image using Document
Source:

1. Create a bitmap frame.

2. Select the canvas icon on your desktop which you want to
place in the bitmap frame.

Press <Copy>.

4. Move the bitmap frame cursor inside the empty bitmap
frame.

5. Click the left mouse button.
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You can reference or call in a raster image from your desktop by
entering the name of the canvas in the name box in the
property sheet. This box appears when you choose Desktop in
the Source category. |If the canvas is contained inside a folder on
the desktop, you need to enter the folder name and the canvas
name. The correct syntax for this entry is: Folder name/Canvas
name.
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| Close E Save E Reset E Save&Edit E 0O | QQ 1 .
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1]

Scaling

Source
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Canvas resolution 300 ppi

Exact Scale
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t
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Follow these steps to place a raster image using a referenced
source:

o Uk W=

Create a bitmap frame.

Press <Props>to open the property sheet.

Select [Desktop] in the Source category.

Click in the name box to insert the flashing caret.

Enter the name of the canvas or file in the name box.

Select [Apply] or [Done] on the property sheet.

The image

will be placed automatically in the bitmap frame.
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Specifying bitmap frame size

BITMAP FRAMES

You cannot specify the length and width of Pro Illustrator bitmap
frames on the property sheet. However, you can make them a
specific size after creation by using the Measures window.

Follow these steps to specify bitmap frame size:
Create a bitmap frame.

Press <Props>.

Select [Exact Scale] by Resolution.

Select [Print Source] in the ppi category.

Select [Donel.

R

Open the Measures window. (Select Setup on the Basics
softkey, then highlight the Measures window icon on the
Measures softkey.)

7. Place the Pin Point at one corner of the bitmap frame. (For
details, see Chapter 15.)

Select the Control point icon on the Select softkey.

Select the control point on the bitmap frame diagonally
opposite the Pin Point.

10. Enter the values for X and Y in the Measures window. (For
details, see Chapter 15.)

11. Select [Apply] in the Measures window header.

Repositioning raster images

Scaling

After you have placed the raster image in the bitmap frame, you
can change the way the image fits in the frame by changing the
properties on the object property sheet.

The Canvas resolution  shows the resolution of the original
source image. It is displayed for your information; you cannot
change this property. Before you place an image in the bitmap
frame, the Canvas resolution is O pixels per inch (ppi). The four
properties which you can change in the bitmap category are the
following:

Scaling

Source

Color

Print Using Remote.

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

Scaling allows you to resize the raster image inside the bitmap
frame in two ways: Fit Frame and Exact Scale. Fit Frame scales
the image to fill the frame either proportionally or not
proportionally to make the image look as good as possible. It is
a visual, not a precise, setting. Exact Scale scales the image by
the numbers you specify. It is a precise, numerical setting. The
Scaling features in the bitmap property group affect only the
contents of the bitmap frame, not the frame itself. By changing
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the selection on the property sheet, you can change the way the
image inside the frame looks in relation to the size and shape of
the frame.

Fit Frame

When you choose [Fit Frame] in the Scaling mode, you can then
choose the option to either Scale or Stretch the image in the
frame.

OBJECT PROPERTIES l Done | Apply | Apply All | Cancel O}

Canvas resolution 300 ppi {
8):147] rv e rz]

Source

Scale — If you choose [Fit Frame/Scale], the raster image is resized
proportionally so that one direction (horizontal or vertical) of the
image fits the frame (touches the edges) and the other direction
spreads as far as necessary to make the image look right.

The image retains its original proportions so it is not distorted,
but the overall size will be larger or smaller (compared to the
original image) depending on the frame size. The system
assumes the [Fit Frame/Scale] choice for all bitmap frames if you
do not specify a different choice.
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BJECT PROPERTIES one } Apply | Apply All | cancel JO] B

) Canvas resolution 300 ppi

Scaling | Exact Scale
Source |[sRIOTGIINE Desktop
Print Using Remote

[Stretch] — If you choose [Fit Frame/Stretch], the raster image is
resized non-proportionally so that the image, fills the frame both
horizontally and vertically (all four edges touch). This means that
the image may not retain its original proportions and may look
stretched out or squashed if the frame does not have the same
proportions as the original image.
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Exact Scale

When you choose [Exact Scale] in the Scaling mode, you can
then choose the option to scale the image in the frame by either
[Percent] or [Resolution]. These options allow you to
proportionally resize (scale) the raster image to a specific value
either as a percentage of the original image size, or in terms of
the original image resolution.

The following illustration shows a bitmap frame set at [Exact
Scale] by 50%.

mmsu PROPERTIES one | Apply | Apply A"EUEE]E

Canvas resolution 300 ppi ¥
_ H
oy [N -

horizontally

vertically

B
u
= =
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BITMAP FRAMES

The following illustration shows a bitmap frame set at [Exact

Scale] by 100%.

@ Canvas resolution 300 ppi ¢
Alignment [m m&l horizontally
vertically
Source N
N
= < [+
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The following illustration shows a bitmap frame set at [Exact
Scale] by 200%.

Done E Apply E Apply all KI:IE i

1] =«

o .

horizontally
vertically

+
t
=_ T+

Percent — If you choose [Exact Scale/Percent], you can scale the
image by entering the number in the % box. The scaling
percentage is based on the percent of the original image size
(100%) and can be any single percent increment between 1%
and 1000%. For example, a 50% reduction will reduce both the
height and width of an image by half. Therefore, the image will
cover only a quarter of the area that it did originally. The three
previous illustrations show the same bitmap image set at 50%,
100%, and 200%, respectively.
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Print Using Remote +
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Source

When you select [Percent], the Alignment options appear in the
property sheet below the type-in box. These options allow you
to specify where in the bitmap frame you want your image

placed. You can choose any combination of horizontal
placement (right, center, left) and vertical placement (top, center,
bottom). The previous illustration shows three possible

combinations of horizontal and vertical alignment.

Resolution — If you choose [Exact Scale/Resolution], you can scale
the image by changing the effective resolution. You have three
ways to change the resolution in the ppi category: Print Source,
Other, or the number values.

If you choose [Print Source], the system will scale the image at
the resolution displayed in the Canvas resolution category to the
right of the Bitmap label. (This is the resolution of the original
raster image.) For example, if your Canvas resolution is 300 ppi
and you choose the Print Source option, your bitmap frame
image will be set at 300 ppi. This is the same as a 100% scale.

If you choose one of the number values , the image will change
its resolution in terms of the original image resolution. For
example, if the Canvas resolution is 300 ppi and you select the
150 number value, the raster image is enlarged at 200%..
Because 150 divides evenly, the resulting size change does not
distort the image.

If you choose [Other], you can enter a specific number of pixels
per inch in the box which appears. The ppi value displayed in
the Canvas resolution category will help you determine a
desirable ppi. You will get the best results if you enter a number
that is a factor of the printer resolution.
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The Source option indicates the source from which the raster
image is displayed and printed. If you select Document, the
raster image is located in your VP document, within the bitmap
frame itself. (You place the image in the bitmap frame by
copying the canvas icon from the desktop into the bitmap
frame.)

If you select [Desktop], the raster image comes from a canvas
located on the desktop. When you select Desktop, a Name box
appears in which you enter the name of the canvas. If the canvas
is contained inside a folder on the desktop, you need to enter
the folder name and the canvas name. The correct syntax for this
entry is: Folder name/Canvas name.

If you edit a canvas that is the source of your bitmap frame
contents, Xerox Pro Illustrator does not automatically update the
bitmap frame with the revised raster image. Use either of the
following procedures to make the revised bitmap image appear
in your bitmap frame:

Follow these steps to place a revised raster image (method 1):
1. Select the bitmap frame.

2. Press <Props> to open the property sheet.

3. Select [Document] in the Source category.

4. Select [Apply] on the property sheet.
5

Select [Desktop] in the Source category.
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BITMAP FRAMES

6. Click in the Name box to insert the flashing caret.
7. Enter the name of the canvas or file in the name box.

8. Select [Apply] or [Done] on the property sheet. The revised
image will be placed automatically in the bitmap frame.

Follow these steps to place a revised raster image (method 2):
1. After revising the raster image, close the canvas.

2. Close and reopen the document containing the Pro Illustrator
bitmap frame. The revised image will be placed automatically
in the bitmap frame.

Print Using Remote

You can apply color to bitmap images using the Object
Properties sheet or the Color Palette documents. The colors you
can apply include white, black, yellow, orange, red, pink, purple,
blue, green, brown, and gray, as well as many others.

Refer to the sections titled “Setting color properties before
drawing objects,” “Setting color properties after drawing
objects,” and “Setting color properties using Color Palettes” in
Chapter 8 for complete information on applying color using the
Object Properties sheet and the Color Palette documents.

If you select [Print Using Remote], the raster image is printed
from an image (IMQ) file stored remotely on a centralized printer,
instead of from a display source. When you choose this option,
a Name box appears in which you enter the name of the remote
file.

Displaying bitmap frames and images

[Outline Illustrator Graphics]

Xerox Pro lllustrator offers two ways to alter the display of
bitmap frames and images: [Outline lllustrator Graphics] and
[Show Gray Bitmaps].
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In the main document view, [Outline llustrator Graphics] is in the
document auxiliary menu. In a View window, this command is
on the Display menu. When you select [Outline lllustrator
Graphics], the bitmap frame shows as a thin black outline without
tints, fills, or line patterns.

The raster image does not show in the main document view;
however, the image does show in a View window as shown in
the following illustrations.  This feature speeds up the screen
display time. The object properties themselves are not changed;
only the screen appearance is changed. To show all the object
properties again, select [Show Full Hlustrator Graphics] from the
menu.
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The following illustration shows objects in the main document
view with [Show Full llustrator Graphics] selected and [Outline
[Hlustrator Graphics] selected.

text text.

Text text text text text text text text textshow structure
text text text text text text text text text|show Non-Printing with Spaces

Close | Save | Reset f Save&Edit

Show Mon-Printing without Spaces

Show Stylesheet

Compress and Paginate
Paginate

Paginate Displayed Pages
Paginate Specified Pages

Prompt for Fields
Enable Buttons

Full lllustrator Graphics

J1] <«

text text.

Text text text text text text text text text{show structure
text text text text text text text text text|show Non-Printing with Spaces

Close b Save § Reset B SaveaFdit Yr]

Show Non-Printing without Spaces

ONONO)

Show Stylesheet

Compress and Paginate
Paginate

Paginate Displayed Pages
Paginate Specified Pages

Prompt for Fields
Enable Buttons
Outline lllustr

or Graphics

B =177

'
&

+]

VP SERIES REFERENCE LIBRARY



XEROX PRO ILLUSTRATOR REFERENCE MANUAL

BITMAP FRAMES

The following illustration shows objects in a View window with
[Show Full llustrator Graphics] selected and [Outline Illustrator
Graphics selected].
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One way you can use this feature is to set the main document
view to [Outline Illustrator Graphics] for faster performance while
paging through the document. Then use View windows set to
[Show Full llustrator Graphics] if you need to see the full view
for editing.
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[Show Gray Illustrator Bitmaps]

This command is only available in View windows. When you
select [Show Gray lllustrator Bitmaps] on the Display menu, the
raster images inside bitmap frames which appear in the View
window show at a light gray shade instead of black. This feature
is useful if you want to trace the outlines of the raster image. To
show the raster image as black again, select [Show Full lllustrator
Bitmaps] on the Display menu.

Qutline Hlustrator Graphics

Full fllustrator Bitmaps

= L=l

Transforming bitmap frames

10-18

Bitmap frames can be scaled, stretched, flipped, rotated, and
sheared. During transformations, bitmap frames act basically like
text frames with all-fixed sides. The raster image inside the
bitmap frame does not change size or shape, and the frame itself
always retains its horizontal and vertical orientation. The frame
contents are not visible during transformations.
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11. Chains

Using Xerox Pro Illustrator you can draw shapes, from simple to
complex, made up of combinations of straight line segments,
single and double curve segments, and arc segments. These
shapes are drawn using a Xerox Pro lllustrator feature called
chains. You can think of chains as being similar to connect the
dots drawings, except that when you draw chains, the dots are
drawn at the same time as the lines that connect them. This
chapter contains information on drawing the various chain
segments that can be combined to create shapes. Included are
procedures for:

e Drawing chain segments without constraints
—  Straight lines
- Single and double curves
- Arcs

o Closing chains (to form chained shapes)
o Deleting (undoing) chain segments as you draw

e Editing chains
— Adding to a chain
- Linking chains together
—  Cutting a chain at a joint
—  Cutting a chain segment anywhere
—  Deleting chain segments
-~ Editing joint smoothness
—  Moving or transforming control points

e Drawing chain segments with  constraints  (Smooth,
Horizontal, Vertical, and Lock angle).

Xerox Pro lllustrator's Geometry offers features to help you
create, transform, measure, and position objects. This chapter
describes how to create and edit chains without using Geometry.
In order to follow the procedures as described in this chapter,
the Geometry Type should be set to None. For information
about Geometry, refer to Chapter 14.

Refer to Appendix B for tips and strategies to use when working
with chains.
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Drawing chains without constraints

Types of chain segments

Curved shapes are among the most complex and time—
consuming forms an illustrator must create. At the drawing
board, after making a pencil layout, the illustrator trace—inks the
final shape, drawing straight and curved segments with French
curves, templates, and a straightedge (with the difficult task of -
making the connections between segments appear smooth).

Similarly, using Xerox Pro Illustrator, you create curved shapes as
a chain of straight and curved segments, creating the segment
curvature as each segment is drawn. Making  smooth
connections between segments is no longer a task because you
can specify that the system do it automatically

This section contains the following information:

Drawing chain segments without constraints
Closing chains (to form chained shapes)
Deleting (undoing) chain segments as you draw
Editing chains.

The various types of chain segments available in Pro Illustrator are
as follows:

Straight lines
Single curves
Double curves
Arcs.

The illustration below shows examples of chain segments.

line

7\ "

single curve double curve arc

Open and closed chains

You can link all four types of segments to make open and closed
chains.

An open chain is made up of one or more segments and has two
end points.

A closed chain is a shape made up of chain segments which you
can fill with tints and textures.
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The illustration below shows examples of open and closed
chains.

arc

ling,
open chain ending

single joint
curve

double
curve

closed chain )
closed chain

Choices on Draw softkey

The first two choices on the first Draw softkey are used to draw
chains. They are represented as icons (or symbols) on the Draw
softkey.

e Chain - The first icon on the first Draw softkey is used to
draw a new chain.

e Add to chain - The second icon on the first Draw softkey is
used to add chain segments to an existing chain or to draw a
new chain.

Chain softkeys

The Changing softkeys are the same when you select the Chain
icon or the Add to Chain icon on the first Draw softkey. These
softkeys display the available drawing constraints for the current
selection on the Draw softkey.

Draw Transform I Geometry
Text Scale
[ Stretch
Rotate
S i
Shear
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General procedure

When you draw a chain, the second end point of the first
segment becomes the first end point of the second segment.
This shared control point is called a joint.

first ™ second
end point end point

The following procedure details the overall steps for drawing a
chain. Subsequent sections of this chapter contain specific
procedures for drawing each type of chain segment.

Follow these steps to draw a chain:
1. Select the Chain icon on the Draw softkey.
2. Select desired constraints.

3. Draw the chain segments in any combination: lines, curves,
arcs.

4. Press <Stop> to complete the chain.
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Chain constraints

Like other Xerox Pro lllustrator objects, chains have properties
that you can control. Refer to Chapter 8 for descriptions of
object properties and procedures telling how to set them.

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

Constraints are special softkey choices that help you draw
objects more easily and accurately. For example, when you draw
a curve, you can set the angle of the curve to be horizontal,
vertical, or locked at any angle you specify.

Constraints are available only on the softkeys, not on the object
property sheet. They are in effect only while you are drawing or
transforming an object. When you finish drawing, the system
turns them off. You must reselect constraints each time you need
them.

Chain constraints include the following:

o Constrain — sets drawing constraints for the chain segment to
be Lock angle (any angle you specify), Horizontal, Vertical, or
None. Horizontal and Vertical constraints appear as icons on
the softkey (in the forms of horizontal and vertical arrows).
The effect of each constraint on each type of chain segment
is described in subsequent sections of this chapter.

Constrain
Lock angle §
L d

None

e Curve Type - is a shape constraint. It specifies whether the
curve is a single or double curve or a circular arc. Select the
Curve icon (the first icon) on the softkey to draw a single or
double curve. Select the Arc icon (the second icon) on the
softkey to specify an arc. You can also draw straight lines
with either curve type specified.

CurveType

A

o

A

o Smooth - specifies whether or not the joint between chain
segments is smooth.
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Drawing straight line segments in a chain

The illustration below shows examples of joint segments.

Sharp

Smooth

To draw straight line segments in a chain, select the Chain or
Add to Chain icon on the Draw softkey. When you are drawing

line segments in a chain, you do not select the Line icon on the
Draw softkey.

&

3" .
g » /\
f;g”

N
\
! 2

E Transform |

I Constrain E

Geometry E

Follow these steps to draw straight line segments in a chain:

1.
2.

Select the Chain icon on the Draw softkey.

Position the cursor where you want to begin drawing the
straight line segment. Click the left mouse button to draw
the first end point.

Press and hold the left mouse button. Move the cursor to
he location where you want the second end point to be.

Release the left mouse button.
A straight line segment is drawn.

Press and hold the left mouse button. Move the cursor to
the location where you want the next control point to be.

Release the left mouse button.
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8. A second straight line segment is drawn.

9. Repeat steps 6 and 7 to draw additional straight line
segments. When you want to stop drawing, press <Stop>.

You draw curves by first drawing straight line segments and then
adding curve bend points. A single curve has one visible bend
point; a double curve has two visible bend points.

Pro llustrator curves are Bezier curves, that is, curves that always
contain two bend points. If you specify only one bend point for
a curve, Pro lllustrator puts both of the bend points in the same
place so that only one bend point is visible. Using control point
selection, you can select the bend points separately for editing.

The following illustration and procedure show how to draw
single and double curves whose joints are sharp. Refer to the
section in this chapter titled “Drawing chains with constraints” for
procedures on how to draw single and double curves whose
joints are smooth.

286

Basics
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Geometry Constrain E
Lock angle
L d
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Follow these steps to draw single or double curves:

1.
2.

10.
11.
12.

13.

14.
15.

16.

17.

18.

Select the Chain icon on the Draw softkey.

Position the cursor where you want to begin drawing the
curve segment. Click the left mouse button to draw the first
end point.

Press and hold down the left mouse button. Move the cursor
to where you want the end of the curve.

Release the left mouse button to draw the second end point.
The system draws a straight line.

Press and hold down the right mouse button. Move the
cursor to where you want the bend point in the curve. If you
want the curve to go up (as in the illustration), place the
cursor above the line. If you want the curve to go down,
place the cursor below the line. As you move the cursor, the
bend point moves, and the curve changes shape.

When the curve is the desired shape, release the right mouse
button.

The system draws a single curve.

Press and hold down the left mouse button. Move the
cursor to where you want the end of the next curve.

Release the left mouse button to draw the second end point.
The system draws a single curve followed by a straight line.

Press and hold down the right mouse button. Move the
cursor to where you want the first bend point in the second
curve. As you move the cursor, the bend point moves, and
the curve changes shape.

When the curve is the desired shape, release the right mouse
button.

The system draws two single curves joined by a sharp joint.

Press and hold down the right mouse button. Move the
cursor to where you want the second bend point in the
second curve. As you move the cursor, the bend point
moves, and the curve changes shape.

When the curve is the desired shape, release the right mouse
button.

A chain containing a single curve followed by a double curve
is drawn. The joint between the curves is sharp.

Press <Stop> to end chain drawing.
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Position of bend points

The following illustration shows a curve segment with two bend
points where the bend points are crossed. Bend point 1 is
closer to end point 2 and bend point 2 is closer to end point 1.
The result of crossed bend points is that the segment forms a
loop rather than a curve.

Bend Point 2

End Point 1

gy d Point 1

s, Bend Point
%o

End Point 2
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You draw an arc by drawing first one end point, then the arc
center (the center of the curvature), and then the second end
point. You can see the arc size (via the temporary circle that the
arc comes from) before you specify the second end point.

Arcs do not loop; that is, they do not go beyond 360 degrees. If
you position the second end point on the first end point, a circle
is drawn.

The following illustration and procedure show how to draw arcs
whose joints are sharp. Refer to the section in this chapter titled
“Drawing chains with constraints” for procedures on drawing arcs
with smooth joints.
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The following illustration shows two appearances of the second
arc (depending on where you press the left mouse button in
step 13 of the following procedure).

Geometry E Constrain E CurveType

Lotk(i;gle /"\j ‘
"N (2)

| smooth |
o

°
°

. I—
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Follow these steps to draw arcs:

1.
2.
3.

Select the Chain icon on the Draw softkey.
Select the Arc icon on the Curve Type softkey.

Position the cursor where you want to begin drawing the arc.
Click the left mouse button to draw the first end point.
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11.
12.
13.

14.

15.

16.

CHAINS

Press and hold down the right mouse button. Position the
cursor where you want the center point of the arc. The
system displays the center point and a circle passing through
the first end point. Moving the cursor changes the location
of the center point and the size of the circle.

When the center point is at the desired location (the circle is
the desired size), release the right mouse button.

A temporary marker appears at the center point of the arc.

Press and hold down the left mouse button on the side of
the first end point from which the arc is to be drawn. When
you move the cursor, a temporary arc is drawn where the
circle was. Moving the cursor changes the length of the arc.

When you have drawn the desired arc, release the left mouse
button.

An arc is drawn.

Press and hold down the right mouse button. Move the
cursor to the desired location for the center of the next arc.

Release the right mouse button.
A temporary marker appears at the center point of the arc.

Press and hold down the left mouse button on the side of
the first end point.from which the arc is to be drawn. When
you press it to the left of the first end point, the arc is drawn
on the left. When you press it to the right of the first end
point, the arc is drawn on the right. When you move the
cursor, a temporary arc is drawn where the circle was.
Moving the cursor changes the length of the arc.

When you have drawn the desired arc, release the left mouse
button.

A chain containing two arcs is drawn. The joint between the
two arcs is sharp.

Press <Stop> to end chain drawing.
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Closing chains while drawing

This section explains how to close a single open chain by linking
its end points. Gravity must be on when you do this.

Refer to the section in this chapter titled “Linking chains” for the
procedures showing how to link two chains.

You can fill closed chains with tints and textures. Refer to
Chapter 8 for information on how to set object properties,
including fill tint and texture.

Follow these steps to close chains while drawing:
1. Be sure that gravity is on.

2. Press and hold down the left mouse button to draw the
second end point of the chain’s last segment.

3. Move the cursor so that it is on the first end point of the
chain’s first segment. An open circle displays when you have
the two end points in the same place.

4. Release the left mouse button.

Press <Stop>.

Deleting chain segments while drawing

While drawing a chain, you can delete one or more previously
drawn segments. When you press <Undo>, the latest segment
drawn is deleted. The next time you press <Undo>, the
segment drawn before the latest one is deleted. Each time you
press <Undo>, another segment is deleted in descending order
of creation. The system remains in the chain drawing mode.

Follow these steps to delete chain segments while drawing:
1. Press the <Undo>.

2. Continue pressing <Undo> to delete additional segments.

Editing chains
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You can edit existing chains in the following ways:

Adding to a chain

Linking chains

Cutting a chain at a joint

Cutting a chain segment anywhere
Deleting chain segments

Editing joint smoothness

Moving or transforming control points.

You can also perform all of these editing operations on chains
within clusters without having to uncluster them first.

The following sections contain procedures for each of the chain
editing operations. In these procedures, you need to use object
and control point selection. Refer to Chapter 7 for information
on selecting objects and control points.
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CHAINS

Linking chains

You can extend or add to an existing open chain by first
selecting the chain and then selecting the Add to chain icon on
the Draw softkey. This feature works exactly like the Chain
feature except it adds segments to an already existing chain.

If you do not select a chain end point before selecting the Add
to Chain icon, the system starts a new chain where you click the
left mouse button.

You cannot add a chain to a joint; you can only add it to an end
point.

Chains in clusters

When you finish adding to a chain that is in a cluster, the entire
cluster is selected.

Draw

Follow these steps to add to a chain:

1. Select a chain at the end point where you want to add a
chain segment.

2. Select the Add to Chain icon on the Draw softkey. The chain
end point becomes a joint.

3. Move the cursor away from the joint and use the left mouse
to draw additional chain segments, as shown in the
preceding procedures.

4. Press <Stop> to complete the chain.
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The procedures in this section apply to linking all types of
objects, including basic objects (lines, rectangles, and ellipses)
that have been cut. When you cut basic objects, they become
open chain shapes.

You can link two or more existing chains. To do this, the end
points to be linked must be in exactly the same location. You
need to select each control point separately and then link them.
You cannot link more than two end points (such as the Y
connection of three end points). There are two ways to link
chains depending on whether you select the chains or the
control points on the chains. Both methods are described in this
section.

When you link two chains with different properties, the resulting
chain takes on the properties of the second chain selected
during the link operation.
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Chains in clusters

When linking chains, the chains being linked must be in the same
cluster.

Refer to the section in this chapter titled “Closing chains while
drawing for the procedure describing how to link the end points
of a single chain.

Positioning end points in the same location

If in the linking chains procedures, neither Linked nor Cut is
highlighted on the Link/Cut softkey when you first select Edit on
the Basics softkey, the two end points are not in exactly the
same location. Use the following procedure for placing the end
points in the same location.

Follow these steps to position end points in the same location:
1. Select Intersection or Control pt on the Gravity softkey.

2. Select the first chain with the end point that you want to
move as the guide point.

Press <Move>.

4. Press and hold down the left mouse button. Move the
cursor on top of the end point of the second chain.

5. When you see the open circle, release the left mouse
button. The two end points are in exactly the same location.

Linking chains by selecting objects

The following procedure shows how to link chains by selecting
objects.

Follow these steps to link chains by selecting objects:
1. Select the first chain anywhere.

2. Using extended selection (press the right mouse button),
select the second chain near but not directly on the end
point you want to link. This end point becomes the guide
point.

3. Select Edit on the Basics softkey. Cut should be highlighted
on the Link/Cut softkey.

4. Linked on the Link/Cut softkey. The two end points become
one joint in a single chain.

Linking chains by selecting control points

The following procedure describes how to link chains by
selecting control points.

Follow these steps to link chains by selecting control points:

1. Using control point selection, select the end point on the
first chain that will be linked. The end point highlights as a
large open circle.
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2. Press and hold down the right mouse button. Move the
cursor so that the draw-through box encloses the end point
that will be linked. The end point changes from an open
circle to a solid circle.

Release the mouse button.

4. Select Edit on the Basics softkey. Cut should be highlighted
on the Link/Cut softkey.

5. Select Linked on the Link/Cut softkey. The two end points
become one joint in a single chain.

You may find this easier to do in an enlarged View window.

Cutting a chain segment anywhere

You can cut an existing chain at a joint (the connection points
between chain segments) to form one or more chains.

You can also cut a chain segment anywhere. Refer to the section
titled “Cutting a chain segment anywhere” for more information.

Follow these steps to cut a chain at a joint:

1. Select the chain with the joint at which you want to cut the
chain as the guide point.

2. Select Edit on the Basics softkey. Linked is highlighted on
the Link/Cut softkey.

Select the Control point icon on the Cut at softkey.

4. Select Cut on the Link/Cut softkey. The chain is cut at the
selected guide point.

Follow these steps to cut a chain at a joint using the accelerated
method:

1. Select the chain with the joint at which you want to cut the
chain as the guide point.

2. Press <Find>.

3. Press <Open>.
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You can also cut a chain anywhere along a segment, not just at
the joints where two segments meet. To do this, you need to
use object level gravity and object level selection.

Refer to the section titled “Cutting a chain at a joint” for
information on cutting a chain apart at its joints.

When you cut a chain segment, the two resulting chain segments
retain the properties of the original segment. One arc segment
becomes two arc segments. One straight line segment becomes
two straight line segments. One curve segment becomes two
curve segments, each with two bend points, the same as every
curve in Xerox Pro Illustrator. You can select these bend points
and move them to change the shape of the curve.

When you cut a chain segment into two segments, the guide
point remains where it was before you cut the segment. You
can delete the guide point object by simply pressing <Del>.
You do not have to reselect it.
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Deleting chain segments

Follow these steps to cut a chain segment apart:

1. Be sure that Object gravity is on. (Select Setup on the Basics
softkey and Object on the Gravity softkey.)

2. Select the Pin Point.
Press <Move>.

Move the Pin Point to the location on the chain segment
where you want to cut it. Notice the gravity dot that
indicates that the Pin Point is directly on the chain segment.

5. Select the chain anywhere.
6. Select Edit on the Basics softkey.
7. Select the Pin Point icon on the Cut at softkey.
8. Select Cut on the Link/Cut softkey.
9. Or, press <Open>.
10. The chain segment is cut into two segments.
11.  To delete the guide point object, press <Del>.

If you want more control over the curvature of a curve, cut the
curve into two segments and then link the two segments. This
will give you four bend points to modify instead of two.

Editing joint smoothness

You can delete one or more segments in an existing chain.
Deleting chain segments means deleting segments between
joints.  Use the following method to delete one or more
segments at a time. Deleted segments cannot be recovered.

Follow these steps to delete chain segments:

1. Using control point selection, select the joints at either end
of the segment(s) you want to delete.

2. Press <Del>. The segment(s) are deleted, and the selected
joints become end points.
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You can change the joints of an existing chain from smooth to
sharp and vice versa.

When you change a smooth joint to sharp, it appears the same
on the screen. However, the two adjacent segments are no
longer constrained to keep the joint smooth, for example, when
you move any of the control points (joints, end points, or bend
points).

When you change a sharp joint to smooth, the system
automatically smooths the joint by changing the curvature of the
two adjacent segments, if they are curves. If the adjacent
segments are straight lines, the two lines change to form one
straight line.
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The illustration below shows an example of changing a sharp
joint to a smooth joint.

» T

You can smooth most joints. You may need to delete and draw
the segments again to get the desired appearance. Joint
smoothness is not preserved for arcs after they are drawn.

The following procedure shows you how to edit the smoothness
of one or more joints.

Follow these steps to edit joint smoothness:

1. Using control point selection, select the joint(s) you want to
edit.

2. If you are changing the joint(s) from sharp to smooth, select
Smooth on the Joint softkey.

3. If you are changing the joint(s) from smooth to sharp, select
Sharp on the Joint softkey.

Moving and transforming control points
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You can change the shape of chains by moving or transforming
(scaling, stretching, rotating, flipping, or shearing) any
combination of control points (joints, end points, and bend
points). When you move a control point, the joint smoothness
is maintained at all joints that were drawn with the Smooth
constraint, except for arcs.  You can move control points
anywhere. The system moves nearby control points as needed
to maintain smoothness constraints. ‘

Refer to Chapter 7 for more information on moving control
points.
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The following illustrations are examples of transformations using
control point moves.

S

draw select inner
control points

Y5 4R

rotate around center

N

select control point
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Drawing chains with the Smooth constraint

Smooth constraint

This section contains procedures for drawing chains with the
Smooth constraint.  The Smooth constraint makes it easier to
draw objects containing smooth curves, for example, the human
figure.
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A smooth joint connects two segments so that the bend points
and joints are located on the same straight line.

In general, the Smooth constraint operates by adjusting the
previous segment as you draw each new segment so that the
joint between the segments remains smooth.

The Smooth constraint works differently with straight line
segments. Once you draw a line segment, its angle is not
adjusted by drawing the next curved segment. Instead the
curvature of the next segment is constrained to be smooth with
the line. A line following another line is not constrained to be
smooth.

Joint smoothness is preserved during all editing operations for
lines and curves. It is not preserved for arcs. Refer back to the
section in this chapter titled “Editing joint smoothness” for more
information.

The following illustrations and procedures show how to combine
the various kinds of chain segments (curves, arcs, and lines) and
the effect that the Smooth constraint has on them.
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Drawing a curve followed by a line

N -

Basits

11-20

E Transform | | Geometry Constrain
: Lock angle
L d

Follow these steps to draw a curve followed by a line:
1. Select the Chain icon on the Draw softkey.

2. Draw a single or double curve.

3. Select On on the Smooth softkey.
4

Press and hold down the left mouse button. Move the
cursor to the desired location for the second end point of
the line. As you move the cursor, the curve changes so that
the joint between the curve and the line is smooth.

5. Release the left mouse button.

6. A chain containing a curve followed by a line is drawn. The
joint between them is smooth.
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Drawing a curve followed by a curve

The following illustration and procedure show how to draw a
curve followed by a curve using the Smooth constraint.

Basics Draw _E Draw Transform Geometry Constrain | Smooth
Text Scale Lock angle E
fines | Stretch > Off
Rotate
o Flip
Shear .
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Follow these steps to draw a curve followed by a curve:

1.

2
3.
4

10.

11.
12.

Select the Chain icon on the Draw softkey.
Draw a single curve.
Select On on the Smooth softkey.

Press and hold down the left mouse button. Move the
cursor to the desired location for the second end point of
the next curve. As you move the cursor, the last curve
changes so that the joint between it and the line is smooth.

Release the left mouse button.
A chain with a curve followed by a line is drawn.

Press and hold down the right mouse button. Move the
cursor to the desired location for the bend point. As you
move the cursor, both curve bend points move so that their
shared joint remains smooth.

Placing this bend point can dramatically change the shape of
your previous curve. Continue moving the cursor to restore
the previous curve’s shape.

Release the right mouse button.

A chain containing two single curves is drawn. The joint
between them is smooth.

Press and hold down the right mouse button. Move the
cursor to the desired location of the bend point. As you
move the cursor, only the bend points of the curve you are
drawing moves.

Release the right mouse button.

A chain containing a single curve followed by a double curve
is drawn. The joint between them is smooth.
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Drawing a curve followed by an arc

The following illustration shows two appearances of the arc

depending where you press the right mouse button in step 5 of
the following procedure.

@ /\

4
1
') = o

Draw _E Draw Transform Geometry Constrain E CurveType
Text Scale Lock angle o
| Stretch «— /\oj
Rotate g Z
o Flip Zhone
Shear 3

Follow these steps to draw a curve followed by an arc:
1. Select the Chain icon on the Draw softkey.

2. Draw a single or double curve.

3. Select On on the Smooth softkey.

4. Select the Arc icon on the Curve Type softkey.
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5. Press and hold down the right mouse button. Move the
cursor to the desired location for the center of the arc. As
you move the cursor, the bend and end points of the curve
move so the joint between the arc and the curve remains
smooth. The location of the cursor when you press the right
mouse button determines where the arc is drawn. See the
two sets of illustrations above.

6. Release the right mouse button.
A temporary marker appears at the arc’s center point.

8. Press and hold down the left mouse button. Move the
cursor to the desired location for the second end point of
the arc.

Release the left mouse button.

10. A chain containing a curve followed by an arc is drawn. The
joint between them is smooth.

Drawing an arc followed by a line

The following illustration and procedure show how to draw an
arc following by a line using the Smooth constraint.

®

Basics
[ Select

| Edit
View

Draw _E Draw Transform Geometry Constrain E CurveType
Text Scale Lock angle o

= Stretch - ~

Rotate

Flip

Shear

Follow these steps to draw an arc followed by a line:
1. Select the Chain icon on the Draw softkey.

2. Select the Arc icon on the Curve Type softkey.

3. Draw an arc.

4. Select On on the Smooth softkey.

5

Press and hold down the left mouse button. Move the
cursor to the desired location for the second end point of
the line. As you move the cursor, the length of the arc
changes to stay tangent with the line.

6. Release the left mouse button.
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Drawing an arc followed by a curve

CHAINS

7. A chain containing an arc followed by a line is drawn. The
joint between them is smooth.

The following illustration and procedure show how to draw an
arc followed by a curve using the Smooth constraint.
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[ Transform Geometry Constrain E
4 Lock angle

Follow these steps to draw an arc followed by a curve:
1. Select the Chain icon on the Draw softkey.

2. Select the Arc icon on the Curve Type softkey.

3. Draw an arc.

4. Select On on the Smooth softkey.

5

Select the Curve icon on the Curve Type softkey.
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Drawing an arc followed by an arc

10.
11.

12.

13.
14.

Press and hold down the left mouse button. Move the
cursor to the desired location for the second end point of
the curve. As you move the cursor, the length of the arc
changes to stay tangent with the line.

Release the left mouse button.
A chain containing an arc followed by a line is drawn.

Press and hold down the right mouse button. Move the
cursor to the desired location for the bend point of the
curve. As you move the cursor, the length of the arc
changes to stay tangent with the curve.

Release the right mouse button.

A chain containing an arc followed by a single curve is drawn.
The joint between them is smooth. If you want to draw a
double curve, go to the next step.

Press and hold down the right mouse button. Move the
cursor to the desired location for the second bend point. As
you move the cursor, only the bend point of the curve you
are drawing moves.

Release the right mouse button.

A chain containing an arc and a double curve is drawn. The
joint between them is smooth.
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The following illustration shows that the arc’s temporary circle
can be drawn in different locations (step 5 of the following
procedure) depending on the size of the original arc and the
center point of the second arc. The circle is drawn where it can
preserve the smoothness of the joint between the two arcs.

The illustration also shows the results of pressing the left mouse
button in different locations in step 8 of the following procedure.
Whether you press it on the left or right side of the first end
point, the second arc flips to keep the joint between the arcs
smooth.
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Follow these steps to draw an arc followed by an arc:

1.

2
3
4.
5

Select the Chain icon on the Draw softkey.
Select the Arc icon on the Curve Type softkey.
Draw an arc.

Select On on the Smooth softkey.

Press and hold down the right mouse button. Move the
cursor to the desired location for the center of the second
arc. As you move the cursor, the length of the first arc
changes, and the position and size of the second arc change.

Release the right mouse button.
A temporary marker appears at the arc’s center point.

Press and hold down the left mouse button. Move the
cursor to the desired location for the second arc’s second
end point.

Release the left mouse button.

A chain containing two arcs is drawn. The joint between
them is smooth.
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Drawing a line followed by a curve

CHAINS

Once you draw a line segment, its angle is not adjusted by
drawing the next curved segment. Instead the curvature of the
next segment is constrained to be smooth with the line.

W"

Geometry [ _Constrain | C

Follow these steps to draw a line followed by a curve:

1.

2
3.
4

%]
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Select the Chain icon on the Draw softkey.
Draw a line.
Select On on the Smooth softkey.

Press and hold down the left mouse button. Move the
cursor to the desired location for the second end point of
the curve.

Release the left mouse button.

A chain containing two lines is drawn. The joint between
them is sharp.

Press and hold down the right mouse button. Move the
cursor to the desired location for the bend point of the
curve. As you move the cursor, the bend point moves and is
constrained to be tangent with the previous line segment.

Release the right mouse button.

A chain containing a line followed by a curve is drawn. The
joint between them is smooth.
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Drawing a line followed by an arc

Once you draw a line segment, its angle is not adjusted by
drawing the next curved segment. Instead the curvature of the
next segment is constrained to be smooth with the line.

©) __—

— Xow—\e
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E Transform Geometry Constrain _E CurveType Smooth

Lock angle o
(,_)g A~

Follow these steps to draw a line followed by an arc:

1.

2
3
4.
5
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Select the Chain icon on the Draw softkey.
Select the Arc icon on the Curve Type softkey.
Draw a line.

Select On on the Smooth softkey.

Press and hold down the right mouse button. Move the
cursor to the desired location for the center point of the arc.
As you move the cursor, the center point of the arc is
constrained to be perpendicular to the previous line
segment.

Release the right mouse button.

The center point of the arc is drawn perpendicular to the
line. Notice that its position is different from that of the
cursor.

Press and hold down the left mouse button. Move the
cursor to the desired location for the second end point of
the arc.

Release the left mouse button.

A chain containing a straight line followed by an arc is drawn.
The joint between them is smooth.
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Drawing chains with the Directional constraints

This section contains procedures for drawing chains with the
Directional constraints: Horizontal, Vertical, Lock angle.
Directional constraints help you to draw chain segments
constrained to be horizontal, vertical, or at any angle you specify.

When you draw chains, you can choose to activate directional
constraints.  These constraints cause lines and angles to be
horizontal, vertical, or at an angle you specify, in either direction
from the first end point or the previous control point (joint).

Xerox Pro lllustrator provides the following three directional
constraints:

e Horizontal
e Vertical
e Lock angle.

You may turn the directional constraints on or off at any time
during chain drawing, even when the mouse button is down.
Simply press the Constrain function key on the keyboard to
change the softkey selection. You can also press the SAME key
to turn the Lock angle constraint on or off.

When you select the Lock angle constraint while you are pressing
the mouse button down, the cursor is constrained to the current
angle between itself and the previous control point.

Refer to Chapter 14 for an explanation of the directional
constraints when used with the Geometry feature.

Drawing horizontally/vertically constrained line segments

The following illustration shows the effects of the Horizontal and
Vertical constraints on line segments in chains.

T T T
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Basics Transform | | Geometry E Constrain | | |_Smooth |

Scale { Lock angle

Stretch | =

Rotate i

Flip | None

Shear :
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Follow these steps to draw horizontally and vertically constrained
lines:

1. Select the Chain icon on the Draw softkey.

2. Select the Horizontal icon or the Vertical icon on the
Constrain softkey.

Click the left mouse button to draw the first end point.

4. Press and hold down the left mouse button. Move the
cursor in either direction from the first end point until the
desired line length is reached.

5. Release the left mouse button.

6. A temporary marker appears at the cursor location, and a
temporary line is drawn, constrained to be horizontal or
vertical from the first end point.

7. If you do not add bend points to this line and press <Stop>
as the next action, the marker disappears, and the straight
line shown in the temporary image is drawn.

Drawing horizontally/vertically constrained curves

The following illustration shows the effect of the Vertical
constraint on curve segments. The Horizontal constraint works
the same way to constrain in the horizontal direction. You can
constrain end points and bend points. In this illustration and
procedure, only the bend points are constrained.
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Shear

Follow these steps to draw vertically constrained curves:
1. Select the Chain icon on the Draw softkey.

2. Click the left mouse button to draw the first end point of the
curve.
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3. Press and hold down the left mouse button. Move the
cursor in either direction from the first end point until the
desired line length is reached.

4, Release the left mouse button.

A temporary marker appears at the cursor location, and a
temporary line is drawn.

6. Select the Vertical icon on the Constrain softkey.

7. Press and hold down the right mouse button. The first bend
point is constrained to be vertical from the first end point.

8. Release the right mouse button.
9. A curve with one bend point is drawn.
10. Select the Vertical icon on the Constrain softkey.

11. Press and hold down the right mouse button. The second
bend point is constrained to be vertical from the second end
point.

12. Release the right mouse button. A curve with two bend
points is drawn.

Drawing horizontally/vertically constrained arcs

The Horizontal and Vertical constraints affect where the center
point and second end point of an arc are drawn. In the
following illustration and procedure, the center point of the arc is
constrained to be vertical from the arc’s first end point and the
arc’s second end point is constrained to be horizontal from the
arc’s center.

Draw Transform Geometry CurveType
Text Scale
[ Stretch
Rotate
S Erip
Shear

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

Follow these steps to draw vertically and horizontally constrained
arcs:

1. Select the Chain icon on the Draw softkey.

2. Select the Vertical icon on the Constrain softkey.
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Drawing line segments at a locked angle

© ® N o

10.

11.

Select the Arc icon on the Curve Type softkey.

Click the left mouse button to draw the first end point of the
arc.

Press and hold the right mouse button. Move the cursor to
the desired location for the center of the arc. As you move
the cursor, the center point is constrained to be vertical from
the arc’s first end point, regardless of the cursor location.

Release the right mouse button.
A temporary marker is drawn at the arc’s center point.
Select the Horizontal icon on the Constrain softkey.

Press and hold down the left mouse button. The direction in
which the arc is drawn is determined by the location of the
cursor when you press the left mouse button. As you move
the cursor, notice that the second end point of the arc is
constrained to be horizontal from the center of the arc.

Release the left mouse button.

An arc is drawn.

The following illustration shows the effects of the Lock angle
constraint on drawing line segments.

\
\
\
\

Transform Geometry
Scale
Stretch
Rotate
Flip
Shear
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Follow these steps to draw line segments at a locked angle:

1.
2.
3.

Select the Chain icon on the Draw softkey.
Click the left mouse button to draw the first endpoint.

Press and hold down the left mouse button. Move the
cursor until the desired angle between the first and second
end points is reached.
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Press <Same> to activate the Lock angle constraint or press
the Constrain function key to select Lock angle. The
alignment cross hair appears, and the line is locked at the
current angle.

Continue to move the cursor until the desired line length is
reached. Notice that you can move the cursor in either
direction from the first end point and that the angle remains
locked.

Release the left mouse button.

A temporary line is drawn, constrained to be at the locked
angle from the first end point. If you do not add bend points
to this line and press <Stop> as the next action, the straight
line shown in the temporary image is drawn.
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12. Transforming objects

To transform an object means to change its size, shape, or
orientation. This chapter describes how to transform objects.

Topics covered include the following:
e An overview of the five types of transformations
e The general procedure for transforming objects

e The Pin At softkey (Pin Point transformations versus center-
of-object transformations)

¢ Hints for placing the guide point and Pin Point
¢ Applying constraints to transformations
o Copying objects before transforming them

e Procedures for using the five transformations (scale, stretch,
rotate, flip, and shear).

The five types of transformations

Xerox Pro Illustrator provides five different ways to transform
objects: scale, stretch, rotate, flip, and shear.

Scale enlarges or reduces an object proportionally. The object
becomes bigger or smaller by the same percentage both
horizontally and vertically, so its shape does not change.

Stretch enlarges or reduces an object disproportionally.  The
object becomes bigger or smaller by different amounts
horizontally and vertically, so its shape changes. For example, a
stretched square becomes a rectangle.

Rotate turns or revolves an object. The object’s shape remains
the same, but its orientation changes.

Flip turns an object over so it ends up looking like a mirror image
of its original self. You can flip objects horizontally, vertically, or
both ways at once.

Shear causes parts of an object to slide relative to other parts.
For example, picture how a strong wind might shear an old barn,
causing the entire barn to slant to one side. You can shear
objects either horizontally (like the barn) or vertically.

Each of these transformations is described in detail later in this
chapter.
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The following illustrations show the same object undergoing all
five transformations.

Scale

manuIIy or at
exact percentages

Stretch

vertically horizontally

Rotate

around object center
or a specified point

at exact angles
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Flip

horizontally

2906,

horizontally

TRANSFORMING OBJECTS

vertically or both

at specified angles

General procedure for transforming objects

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

Imagine that you could reach your hand into the computer
screen, grab hold of objects, and manipulate them. To transform
an object, you would first grab one of its control points to use as
a handle. We call this the guide point.

Next, you would use the index finger of your other hand to pin
down the object so it would not move as you transformed it.
The place where you hold down the object is called the Pin At
point. Obviously, you could not transform the object if you tried
to place the guide point and the Pin At point at the same
location.

Finally, you would transform the object by moving the guide
point as you held down the Pin At point. The object would
change shape and orientation as long as you moved the guide
point; when you released the guide point, the object would
freeze in its new, transformed shape or orientation.
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In the real world of Xerox Pro lllustrator, the mouse acts as your
hand. To transform an object, you use the mouse to select the
guide point and to position the Pin At point. Then you press
and hold the left mouse button and move the cursor. The guide
point follows the cursor, thereby changing the object’s shape or
orientation.

Sometimes the system cannot perform the desired transformation
with the guide point you have selected; it displays an error
message telling you to select a different guide point (see the
“Hints for placing the guide point and Pin At point” section in
this chapter).

Follow these steps to transform objects:
1. Select the object at the desired guide point.

2. Select the desired transformation (scale, stretch, rotate, flip,
or shear) on the Transform softkey.

Select either Pin Point or Center on the Pin At softkey.
4. If you want to apply a constraint to your transformation:

e Select the Horizontal or Vertical icon or Lock angle on
the Constrain softkey.

or,

e Select Set percent or Set angle on the Constrain softkey
and then select a percentage or angle (depending upon
the transformation).

5. If you want to copy the object before transforming it, select
On on the Copy First softkey.

6. If you selected Pin Point in step 3, position the cursor where
you want to place the Pin Point and click the right mouse
button.  The system moves the Pin Point to the cursor
location.

7. Position the cursor on or near the guide point. Hold down
the left mouse button and move the cursor. The system
displays images of both the original object and the
transforming object.

8. When the object is the desired shape and orientation, release
the left mouse button.  The system displays the new,
transformed object.  If you selected On in step 5 to copy
the object before transforming it, the original object remains
in place.

9. The system returns to Select on the Mode softkey with the
transformed object selected.

If you want to stop a transformation in progress, press <Stop>
before you release the mouse button. The system returns to
Select on the Basics softkey with the object, in its original form,
selected.

If you want to perform the same transformation again, press
<Again>. All the softkey settings are retained.

VP SERIES REFERENCE LIBRARY



TRANSFORMING OBJECTS

The Pin At softkey
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The Pin At point is where the system pins an object to he Pro
Illustrator drawing pad while a transformation takes place (see
“General procedure for transforming objects”). The Pin At
softkey allows you to select the location of the Pin At point.
You have two choices:

e Pin Point - the current location of the Pin Point
e Center - the geometric center of the object.

If you select Pin Point, the Pin Point must be located at the Pin
At point (see the following section, “Positioning the Pin Point”).

The following illustration demonstrates the difference between a
Pin Point and a Center transformation. In the top frame, an
object is rotated around the Pin Point, which in this case is
positioned at one end of the object. The object rotates like a
propeller blade. In the bottom frame, the same object is rotated
around its center; it rotates like a record on a turntable.

[=—=J rotation around pin point

$Pin Point
b Center

i Fno B rotation around center

Center
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Positioning the Pin Point

If you select Pin Point on the Pin At softkey, you must position
the Pin Point at the desired location. You can do this in one of
three ways: two methods occur before the transformation, and
the other occurs after.

Using <Move> (before the transformation starts)

1.

w

® N ook

Select the Pin Point.
Press <Move>.

Hold down the left mouse button and position the Pin Point
at the desired location.

Release the mouse button.

Select the object you want to transform.

Select the desired transformation on the Transform softkey.
Select Pin Point on the Pin At softkey.

Follow the procedure to transform the object described in
the appropriate section of this chapter.

Using <Find> (before the transformation starts)

N

o ok W

Select the location where you want to place the Pin Point.

Press <Find>. The system positions the Pin Point at the
selected location.

Select the object you want to transform.
Select the desired transformation on the Transform softkey.
Select Pin Point on the Pin At softkey.

Follow the procedure to transform the object described in
the appropriate section of this chapter.

Using right mouse button (after the transformation starts)

12-6

Select the object you want to transform.
Select the desired transformation on the Transform softkey.

Position the cursor where you want the Pin Point and click
the right mouse button. The system positions the Pin Point
at the mouse location and selects Pin Point on the Pin At
softkey.  If desired, you can continue pressing the right
mouse button to reposition the Pin Point.

Follow the procedure to transform the object described in
the appropriate section of this chapter.
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Hints for placing the guide point and Pin At point
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In order to transform an object, you must select a guide point
and a Pin At point. The guide point is the handle with which you
manipulate the object. The Pin At point is where the system pins
the object to the drawing pad during the transformation. The Pin
At point can be either the current location of the Pin Point or the
geometric center of the object.

Sometimes the system is not able to transform an object using
the combination of Pin At point and guide point that you have
selected. In this case, an error message instructs you to select a
different guide point.

To avoid this situation, follow this general rule: Picture in your
mind which part of the object will remain unchanged during the
transformation.  This will include the Pin At point and perhaps
other points directly in line with the Pin At point (see the
following examples). Do not place the guide point at the Pin At
point or at any other point that will not move during the
transformation.

Here is another way to think of it: Imagine that you could
transform an object with your hands. The guide point is where
you grasp the object; the Pin At point is where you hold the
object down with one finger while you move the guide point.
Obviously, you cannot put them both at the same point; nor can
you put the guide point where you cannot get leverage to
manipulate the object.

To illustrate, suppose you want to horizontally flip the numeral
72.  As shown in the following illustration, a good place to
position the Pin At point is at the lower right corner of the 2.
This point does not move when you flip the 2, nor do .any of the
points in a vertical line with it. Therefore, you cannot place the
guide point anywhere along the vertical line that includes the Pin
At point.

guide point
cannot be
anywhere
along this line.

. A |
pin at pomt?‘=
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Here is another example. Suppose you want to horizontally
shear a rectangle with the Pin At point at the lower left corner
(see the following illustration). When you shear the rectangle, its
bottom side does not move. Therefore, you cannot place the
guide point anywhere along the bottom side of the rectangle.
(Note that if you shear the rectangle with the Pin At point at its
center, the center is the only point where you cannot place the
guide point because it is the only point that does not move.)
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N s
guide point cannot

be anywhere
along this line.

Applying constraints to transformations
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The options on the Constrain softkey restrict transformations by
causing the system to respond only to horizontal or vertical
mouse movement, or to a specified angle and proportions; we
say the transformation is constrained. You can also use grids and
moving geometry set on the Geometry softkey to help you draw
defined angles (isometric, military, and so on) or angles that you
specify yourself (using the Geometry property sheet). Refer to
Chapter 14 for more information about Geometry.

Constraints are available only on the softkeys, not on the object
property sheet. They are active only while you are drawing or
transforming an object. When you are finished, the system turns
them off. You can automatically apply previously used
constraints to another object by pressing <Again>.

Only one option on the Constrain softkey can be active at a
time. If you select another constraint after selecting an angle or
percentage through the Set angle or Set percent option, the
angle or percentage values are overridden.
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How the horizontal and vertical constraints work

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

The following illustration demonstrates how the Horizontal and
Vertical constraints work. It shows a rectangle being stretched
with the Horizontal constraint (top frame) and with the Vertical
constraint (bottom frame). Notice in the top frame that the
rectangle stretches only horizontally even though the cursor
moves vertically as well as horizontally. In the bottom frame, it
stretches only vertically even though the cursor moves both
horizontally and vertically.

In each case, the constraint causes the system to respond to only
the horizontal or vertical portion of the mouse movement.
Note also that the alignment cross hairs are in the opposite
direction of the constraint, which is helpful for alignment.
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stretch with horizontal
constraint on
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Constrain _H

Lock angle
3 <>

stretch with vertical
constrainton



CREATING AND WORKING WITH OBJECTS

How the Lock angle constraint works

After you have transformed an object to the angle and
proportions you want, you can use the Lock angle constraint to
lock the angle between the Pin Point and the guide point. The
following illustration demonstrates how the Lock angle constraint
works while you are stretching a rectangle. Notice that after
Lock angle is selected, the alignment cross hair appears and the
rectangle stretches proportionally from the Pin Point. The
appearance of the plus cursor indicates that the angle has locked.

AR
_./ \‘\
—
‘ ;
°
@

Sometimes the constraint selected combined with your choice of
guide point and Pin At point makes the desired transformation
impossible. If this happens, the system displays an error message
telling you to select a different constraint. For more information,
see the individual transformation descriptions later in this
chapter.

The constraints are off until you turn one of them on. After the
transformation is complete, the system turns off the constraints.
You can use<Again> to apply previous constraints to another
object.

The Set percent and Set angle constraints

12-10

The Set percent constraint is available for scaling and stretching
by exact percentages, and the Set angle constraint is available for
rotating and shearing at specific angles. Refer to the sections
covering each transformation for more information about these
constraints.
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Using the Copy First softkey

The Copy First softkey gives you the option to copy an object
before transforming it. It applies to all transformations. After the
transformation, the original copy remains intact.  Using this
method to copy objects is easier than using <Copy> because it
requires only one step instead of two.

When you do repeated transformations on the same object while
using the Copy First function, use <Again> to save time.
Otherwise, the Copy First function is turned off after each
transformation.

The following illustration shows the Copy First function being
used with scaling and rotating.

N2

with Scaling with Rotating

Scale

The Line Width softkey

Scaling means reducing or enlarging an object’s size
proportionally; the object’s size changes by the same percentage
both horizontally and vertically, so its shape remains the same.

As you scale an object, the system displays images of both the
original object and the transforming object. If these images
happen to exactly overlap at any point, they both disappear. Just
continue to move the cursor and both images will reappear.
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The Line Width softkey allows you to choose whether or not to
keep the original line widths, line ending sizes, and point sizes as
an object is scaled. If you select Unscaled, they stay exactly the
same size. For example, a one-point line remains exactly one
point wide no matter how big or small you make the object. If
you select Scaled, the system changes these values proportionally
so the overall appearance of the object (apart from size) stays the
same. For example, if you double the size of an object, a one-
point line is increased to two points to preserve the look of the
object.
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The following illustration shows a rectangle scaled at 150% with
Line Width Scaled and Line Width Unscaled.

— W)
original
object
150% scale

original
object

150% scale

E Linewvidth i

How Pin At point and Constrain softkeys affect scaling

The system cannot scale an object if one of the following occurs:

e The guide point and the Pin At point are aligned horizontally
and you turn on the Vertical constraint.

e The guide point and the Pin At point are aligned vertically
and you turn on the Horizontal constraint.

In either case, the system displays an error message telling you
to select a different constraint.

The Horizontal and Vertical constraints are useful when you
want to align the object you are scaling with another object, or
scale the object to the same dimensions as another object. The
section, “Scaling an object to the same width as another object”
shows you how the Horizontal constraint is helpful in scaling an
object to the same width as another object.
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Using the Lock angle constraint while scaling does not offer any
additional functionality because scaling already maintains an
object’s proportions.

The Set percent constraint allows you to scale an object by an
exact percentage. For more information about this option, refer
to the section, “Scaling by an exact percentage.”

Only one constraint can be active at a time. Selecting another
constraint after selecting the Set percent option cancels out the
selected scaling percentage.

S

Basics

Geometry £ Caonstrain I Linewidth || |

Lock angle - Scaled
L d

?

Set percen
w.)
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Follow these steps to scale objects:

1. Select the object at the desired guide point.

2. Select Scale on the Transform softkey.

3. Select either Pin Point or Center on the Pin At softkey.
4

If you want to scale using the Horizontal or Vertical
constraints, select the Horizontal or Vertical icon on the
Constrain softkey.

U1

Select either Unscaled or Scaled on the Line Width softkey.

6. If you want to copy the object before scaling it, select On
on the Copy First softkey.

7. If you selected Pin Point at step 3, position the cursor where
you want to place the Pin Point and click the right mouse
button. The system moves the Pin Point to the selected
location.

8. Position the cursor near the guide point. Hold down the left
mouse button and move the mouse to scale the object. The
system displays images of both the original object and the
transforming object.

9. When the object is scaled the way you want it, release the
left mouse button.
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Scaling by an exact percentage

12-14

You can scale an object by an exact percentage. This section
explains how the scaling percentages work in Xerox Pro
Ilustrator.

Scaling percentages: what the numbers mean

To scale an object by an exact percentage, you choose Set
percent on the Constrain softkey. The Percent softkey appears
giving you choices for scaling percentages. The numbers
displayed on the Percent softkey are percentages of the object’s
original size, which is 100%. Numbers smaller than 100% are
reductions, and numbers larger than 100% are enlargements.

You can think of the percentage numbers on the Percent softkey
as ratios between the original size and the new size:

e The original size of an object is 100% (a ratio of 1:1).

e A percentage of 25% is one-fourth the original size (a ratio
of 1:4).

e A percentage of 50% is one-half (a ratio of 1:2) the original
size.

e A percentage of 200% is twice (a ratio of 2:1) the original
size.

Imagine that each object just fits inside an invisible rectangle;
scaling reduces or enlarges both the width and height of this
rectangle by the same percentage. Thus, if you reduce by 50%
an object that just fits within a 3 inch by 6 inch space, the
resulting object has overall dimensions of 1.5 inches by 3 inches.

You can customize the percentages that appear on the Percent
softkey. Refer to Chapter 5 for more information.

Scaling detents

When you choose a percentage from the Percent softkey, the
system does not just scale the selection by that exact
percentage. As you move the cursor away from or toward the
Pin Point, the system scales the object larger or smaller at exact
detents or stops. The detents are multiples of the percentage
number on the Percent softkey. As you scale an object, it pops
from one detent to the next. At each detent, the object’s width
and height are reduced or enlarged by the selected percentage.

The following illustration shows a how a rectangle is scaled larger
and smaller when you select 200%.
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When you move the cursor away from the Pin Point to enlarge
the rectangle, the first detent is when the rectangle is twice its
original size (200% or 2:1). As you move the cursor further away
from the Pin Point, the system applies the scaling ratio to the
200% scaled size. So, the next detent is when the rectangle is
four times its original size (400% or 4:1).

When you move the cursor toward the Pin Point to reduce the
rectangle, the scaling ratio is inverted. In the illustration, the
ratio changes from 2:1 to 1:2. The first detent is when the
rectangle is one-half its original size (50% or 1:2). As you move
the cursor closer to the Pin Point, the system applies the scaling
ratio to the 50% scaled size. So, the next detent is when the
rectangle is one-fourth its original size (25% or 1:4).

The following table lists some of the scaling multiples available
for the default percentages appearing on the Percent softkey.

Percent Ratio Enlarge 1 time Enlarge 2 times Reduce 1 time Reduce 2 times
25 1:4 400% 1600% 25% 6.25%
33.3 1:3 300% 900% 33.3% 11.08%
75 3:4 133.3% 177% 75% 56.25%
150 1:5:1 150% 225% 66.6% 44.3%
200 2:1 200% 400% 50% 25%

If you do not select the Set percent option, you can scale to any
size. As you scale an object, you can use the Measures window

to display its exact dimensions (see Chapter 15).

XEROX PRO ILLUSTRATOR REFERENCE MANUAL
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If you are reducing objects, you may want to use an enlarged
View window.
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Follow these steps to scale by an exact percentage:

1. Select the object at the desired guide point.

2. Select Scale on the Transform softkey.

3. Select either Pin Point or Center on the Pin At softkey.
4. Select Set percent on the Constrain softkey.

5. Select a percentage value on the Percent softkey.

To change the percentages on the Percent softkey, use the
Percent softkey property sheet. Refer to Chapter 5 for more
information.

6. Select either Unscaled or Scaled on the Line Width softkey.

If you want to copy the object before scaling it,select On on
the Copy First softkey.

8. If you selected Pin Point in step 3, position the cursor where
you want to place the Pin Point and click the right mouse
button. The system moves the Pin Point to the selected
location.

9. Position the cursor near the guide point. Hold down the left
mouse button and move the mouse to scale the object. The
-system displays images of both the original object and the
transforming object.

10. When the object is scaled the way you want it, release the
left mouse button.

11. The system returns to Select mode with the transformed
object selected.
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Scaling an object to the same width as another object

This section shows you how to use the Horizontal constraint to
scale an object to the same width as another object (note that
using the Horizontal constraint causes the scale to look like a
stretch). You can use the same procedure to scale objects to
the same height using the Vertical constraint.  Selecting the
Horizontal or Vertical constraint causes the alignment cross hair
to appear.

1, T

©

Basits Draw Draw Geometry f_Constrain F Linewidth § | | Copy First
Select N— Text s Lock angl fs¢ { in Paint
Edit A~ — [ 2 fUnscaled
View o 3
Geometry - Set percent 3
Setup . nd =None
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Follow these steps to scale an object to the same width as
another object:

1. First you need to align the two objects vertically along one
side. Select the object you want to align (object 2) along its
left side and press <Move>.

2. Select the Horizontal icon on the Constrain softkey.
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3. Press and hold down the left mouse button and move the
cursor to a guide point on the left side of object 1 until the
large open circle appears.

Release the mouse button.

U1

Press <Find>. This places the Pin Point at the current guide
point.

Select object 2 at the far right guide point.
Select Scale on the Transform softkey.

Select the Horizontal icon on the Constrain softkey.

© ® N o

Press and hold down the left mouse button and move the
cursor to a control point on the right side of object 1 until
the large open circle appears.

10. Release the mouse button. The objects should be the same
width.

Stretch

Stretching means reducing or enlarging an object’s size
disproportionally; the object’s size changes by different amounts
horizontally and vertically, so its shape changes.

As you stretch an object, the system displays images of both the
original object and the transforming object. If these images
happen to exactly overlap at any point, they both disappear. Just
continue to move the cursor and both images will reappear.

How Pin At point and Constrain softkeys affect stretching

12-18

If the Horizontal constraint is on, the object stretches only
horizontally. If the Vertical constraint is on, the object stretches
only vertically. If you select Lock angle before you begin
stretching the object, the object stretches proportionally from
the Pin Point, if you selected Scale. If you select Lock angle after
you have already stretched the object to the desired shape (with
the mouse button still down), the proportions of the newly
stretched shape will be maintained during further stretching.

There is a separate procedure for stretching using the Lock angle
constraint following the “Stretching objects” procedure.

The Set percent constraint allows you to stretch an object by
separate horizontal and vertical percentages. For more
information about this option, refer to “Stretching an object by
exact percentages” in this chapter.

Only one constraint can be active at a time. For example, if you
select another constraint after selecting stretching percentages,
the stretching percentages are cancelled.
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You can also flip an object while stretching it (see “Flip” in this
chapter). Imagine the display screen is divided into four
quadrants around the current location of the Pin At point.
During a stretch, if you move the guide point into a different

quadrant, the system flips the object horizontally, vertically, or
both.

VP Basic Graphics users: There is another way to stretch objects
that resembles the technique used in Basic Graphics: select and
move an individual control point. This method is described in
“Moving control points” under “Moving” in Chapter 7.
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Follow these steps to stretch objects:

1. Select the object at the desired guide point.

2. Select Stretch on the Transform softkey.

3. Select either Pin Point or Center on the Pin At softkey.
4

If you want to stretch using the Horizontal or Vertical
constraint, select the Horizontal or Vertical icon on the
Constrain softkey.

5. If you want to copy the object before stretching it, select On
on the Copy First softkey.

6. If you selected Pin Point at step 3, position the cursor where
you want to place the Pin Point and click the right mouse
button. The system moves the Pin Point to the selected
location.

7. Position the cursor near the guide point. Hold down the left
mouse button and move the mouse to stretch the object.
The system displays images of both the original object and
the transforming object.

8. When the object is stretched the way you want it, release the
left mouse button.
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Stretching with the Lock angle constraint

The following procedure shows you how to apply the Lock angle
constraint while stretching objects.  Selecting Lock angle after
you have already stretched the object to the desired shape (with
the mouse button still down) locks the angle between the guide
point and the Pin Point, and maintains the angle during further
stretching. Once you have selected the Lock angle constraint,
the alignment cross hair appears.

|
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E Copy First |
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Set percent
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Follow these steps to stretch with the Lock angle constraint:
1. Select the object at the desired guide point.

2. Select Stretch on the Transform softkey.

3. Select either Pin Point or Center on the Pin At softkey.
4

If you want to copy the object before stretching it, select On
on the Copy First softkey.

5. |If you selected Pin Point in step 3, position the cursor where
you want to place the Pin Point and click the right mouse
button. The system moves the Pin Point to the selected
location.

6. Position the cursor near the guide point. Hold down the left
mouse button and move the mouse to stretch the object.
The system displays images of both the original object and

the transforming object. Do not release the left mouse
button.
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7. When the object has the proportions and angle you want,
select Lock angle on the Constrain softkey by pressing
<F6>. Or, press and release <Same> while keeping the
mouse button down. Note that the object remains at the
angle you specified regardless of where you position the
cursor.

8. Note also that, while you are holding down the mouse
button, you can select a different constraint, including None,
by pressing <F6>  Selecting None or pressing <Same>
allows you to unlock the angle and set it again if you are not
satisfied with it.

Move the cursor to stretch the object.

10. When the object is stretched the way you want it, release the
left mouse button.
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Selecting Set percent on the Constrain softkey before stretching
an object allows you to specify separate horizontal (width) and
vertical (height) scaling percentages.  This is similar to setting a
percentage when you are scaling an object except that scaling
reduces or enlarges an object’s width and height by the same
percentage.

After you select the Set percent option, the system displays two
softkeys for selecting the percentages: you select the width
percentage on the Horizontal% softkey and the height
percentage on the Vertical% softkey. Choosing a percentage for
one directicn only allows you to stretch freely in one direction
while limiting the other.

When you choose percentages, the system does not just stretch
the selection by those exact percentages. As you move the
cursor away from or toward the Pin Point, the system stretches
the object larger or smaller at exact detents or stops. The
detents are multiples of the percentage numbers on the
Horizontal% and Vertical% softkeys. As you stretch an object, it
pops from one detent to the next. At each detent, the object’s
width and height are enlarged or reduced by the selected
percentages. Refer back to the section, “Scaling by an exact
percentage” for an explanation of how the percentages work.

You can customize the values displayed on the Horizontal% and
Vertical % softkeys. Refer to Chapter 5 for more information.
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12-22

The following illustration and procedure show how to stretch an
object so that its width becomes 50% of its original size and its
height becomes 150% of its original size.
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Follow these steps to stretch by an exact percentage:

1.

2
3
4.
5

Select the object at the desired guide point.

Select Stretch on the Transform softkey.

Select either Pin Point or Center on the Pin At softkey.
Select Set percent on the Constrain softkey.

Select percentage values on the Horizontal% and Vertical%
softkeys. '

If you want to copy the object before stretching it, select On
on the Copy First softkey.

If you selected Pin Point in step 3, position the cursor where
you want to place the Pin Point and click the right mouse
button. The system moves the Pin Point to the selected
location.

Position the cursor near the guide point. Hold down the left
mouse button and move the mouse to stretch the object.

When the object is stretched the way you want it, release the
left mouse button.
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Rotate

Rotate allows you to turn or revolve an object. The object’s
shape remains the same, but its orientation changes. You can
rotate objects both clockwise and counter clockwise.

As you rotate an object, the system displays images of both the
original object and the transforming object. If these images
happen to exactly overlap at any point, they both disappear. Just
continue to move the cursor and both images will reappear.

How the Pin At and Constrain softkeys affect rotation

Using the Horizontal or Vertical constraints with rotation aligns
the guide point either horizontally or vertically from the Pin Point
so the object is rotated 180 degrees.

To rotate an object to a horizontal or vertical angle, align the Pin
Point and guide point along the same axis, then select the
Horizontal or Vertical constraint as you are rotating.

The Set angle constraint allows you to rotate an object to a
specific angle. For more information about this option, refer to
“Rotating to a specific angle” in this chapter.

Only one constraint can be active at a time. For example, if you
select another constraint after selecting an angle, the angle is
cancelled.
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Follow these steps to rotate objects:

1. Select the object at the desired guide point.

2. Select Rotate on the Transform softkey.

3. Select either Pin Point or Center on the Pin At softkey.
4

If you want to use the Horizontal or Vertical constraint, select
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either the Horizontal or Vertical icon on the Constrain
softkey.

5. If you want to copy the object before rotating it, select On
on the Copy First softkey.

6. If you selected Pin Point at step 3, position the cursor where
you want to place the Pin Point and click the right mouse
button. The system moves the Pin Point to the selected
location.

7. Position the cursor near the guide point. Hold down the left
mouse button and move the mouse to rotate the object.
The system displays images of both the original object and
the transforming object.

8. When the object is rotated the way you want it, release the
left mouse button.

Rotating to a specific angle

Selecting Set angle on the Constrain softkey lets you rotate an
object to an exact angle. When you select an angle, the system
restricts the rotation to a set of stops. The value you select is
the angle between stops, measured clockwise and counter
clockwise from the current selection. As you rotate an object, it
pops from one stop to the next.

For example, suppose you select 15 degrees. As you rotate an
object, it pops 15 degrees clockwise or counterclockwise
(depending on which way you move the cursor) from its original
position. If you continue to move the cursor, the object pops
another 15 degrees (30 degrees from its original position), and
so on.

You can use the Measures window to display an object’s angle.
See Chapter 15 for details.

Basics Draw Draw Transform }| | Geometry Constrain
Select ~— Text Scale ; Lock angle
Eqit —— [ Stretch A
View o :

Geometry -
Setup .
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Follow these steps to rotate to a specific angle:
Select the object at the desired guide point.
Select Rotate on the Transform softkey.

Select either Pin Point or Center on the Pin At softkey.

1
2

3

4. Select Set angle on the Constrain softkey.
5. Select an angle value on the Angle softkey.
6

If you want to copy the object before rotating it, select On
on the Copy First softkey.

7. If you selected Pin Point in step 3, position the cursor where
you want to place the Pin Point and click the right mouse
button. The system moves the Pin Point to the selected
location.

8. Position the cursor near the guide point. Hold down the left
mouse button and move the mouse to rotate the object.
The system displays images of both the original object and
the transforming object.

9. When the object is rotated the way you want it, release the
left mouse button.

Flip
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Flip means to furn an object over so it looks like a mirror image
of the original. You can flip objects horizontally, vertically, or
both ways at once.

The way the system flips an object depends on how you move
the mouse, and where the Pin At point is located. If the mouse
movement is mostly horizontal relative to the Pin At point, the
object flips horizontally. If the mouse movement is mostly
vertical relative to the Pin At point, the object flips vertically. If
the mouse movement is on a diagonal relative to the Pin At
point, the object flips both horizontally and vertically.

You can use the Horizontal and Vertical constraints if you want to
flip your object only horizontally or vertically. This way, only one
result is possible.  Flipping without constraints allows three
possibilities: horizontal, vertical, or both.

As you flip an object, the system displays images of both the
original object and the transforming object. If these images
happen to exactly overlap at any point, they both disappear. Just
continue to move the cursor and both images will reappear.
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Follow these steps to flip objects:

1. Select the object at the desired guide point.

2. Select Flip on the Transform softkey.

3. Select either Pin Point or Center on the Pin At softkey.
4

If you want to flip the object only vertically or only
horizontally, select the Horizontal or Vertical constraint.

5. If you want to copy the object before flipping it, select On
on the Copy First softkey.

6. If you selected Pin Point in step 3, position the cursor where
you want to place the Pin Point and click the right mouse
button. The system moves the Pin Point to the selected
location.

7. Position the cursor near the guide point. Hold down the left
mouse button and move the mouse to flip the object. The
system displays images of both the original object and the
transforming object.

8. When the object is the way you want it, release the left
mouse button.
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Shear

How the constraints affect shearing

Shear means to cause parts of an object to slide relative to other
parts. For example, picture how a strong wind might shear an
old barn, causing the entire barn to slant to one side; this would
be a horizontal shear. Xerox Pro Illustrator allows you to shear
objects either horizontally or vertically.

Shearing actually involves both shearing and stretching. In a
horizontal shear, the system shears the object horizontally and
stretches it vertically if there is any vertical mouse movement. In
a vertical shear, the system shears the object vertically and
stretches it horizontally if there is any horizontal mouse
movement.  You can limit the operation to shearing without
stretching by using the Horizontal and Vertical constraints.

You select either horizontal or vertical shearing using the
Shearing  softkey. The icons on this softkey illustrate these
shearing styles.

You can project linear objects onto paraline planes by shearing
them in paraline geometry. Refer to Chapter 14 for more
information.

As you shear an object, the system displays images of both the
original object and the transforming object. If these images
happen to exactly overlap at any point, they both disappear. Just
continue to move the cursor and both images will reappear.
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For information about how to use the Constrain softkeys, see
“Applying constraints to transformations” earlier in this chapter.

You can use the Horizontal and Vertical constraints to cause an
object to shear without stretching. To do this, select the same
constraint and shear styles (the alignment cross hair appears
when you have selected the constraint).

After you have sheared an object to the angle and proportions
you want, you can use the Lock angle constraint to lock the
shear angle so it is maintained during further shearing. The
“Shearing with the Lock angle constraint” procedure shows you
how to apply the Lock angle constraint to shearing.

The Set angle constraint lets you shear an object to an exact
angle. The following example illustrates shearing without
stretching for both constraints.  Refer to “Shearing with the Set
angle constraint” for more information.
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How the Pin At point position affects shearing

For information about how to use the Pin At softkey, see “The

Pin At softkey” section in this chapter.

The system cannot shear an object if one of the following

OocCcurs:

e The guide point and the Pin At point are aligned horizontally
and you turn on the Horizontal constraint while doing a

horizontal shear.

e The guide point and the Pin At point are aligned vertically
and you turn on the Vertical constraint while doing a vertical

shear.

In either case, the system displays an error message telling you

to select a different shear style or guide point.
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The following illustration and procedure shows how to shear
objects using the Horizontal or Vertical constraint.

horizontal shear

vertical shear

Basits Drave Draw Transform Geometry E Constrain
elect ~— Text Scale Lock angle
dit A Stretch —

Rotate

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

Follow these steps to shear objects:

1.
2.
3.

Select tne object at the desired guide point.
Select Shear on the Transform softkey.

Select either the Horizontal shear icon or the Vertical shear
icon on the Shearing softkey.

Select either Pin Point or Center on the Pin At softkey.

If you want to shear using the Horizontal or Vertical
constraint, select the Horizontal or Vertical icon on the
Constrain softkey.

If you want to copy the object before shearing it, select On
on the Copy First softkey.

If you selected Pin Point in step 4, position the cursor where
you want the Pin Point and click the right mouse button.
The system moves the Pin Point to the selected location.

Position the cursor near the guide point. Hold down the left
mouse button and move the mouse to shear the object. The
system displays images of both the original object and the
transforming object.

When the object is sheared the way you want it, release the
left mouse button.
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Shearing with the Lock angle constraint

The following procedure shows you how to apply the Lock angle

constraint while shearing objects.

Selecting Lock angle after you

have already sheared the object to the desired shape (with the

mouse

button still down) locks the object’s angle and

proportions, and retains them during further shearing.
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Follow these steps to shear with the Lock angle constraint:

1.
2.
3.
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Select the object at the desired guide point.
Select Shear on the Transform softkey.

Select either the Horizontal shear icon or the Vertical
icon on the Shearing softkey.

shear

Select either Pin Point or Center on the Pin At softkey.

If you want to copy the object before shearing it, select On
on the Copy First softkey.

If you selected Pin Point in step 4, position the cursor where
you want to place the Pin Point and click the right mouse
button. The system moves the Pin Point to the selected
location.

Position the cursor near the guide point. Hold down the left
mouse button and move the mouse to shear the object. The
system displays images of both the original object and the
transforming object.

When the object is at the angle you want, select Lock angle
on the Constrain  softkey, or press and release <Same>
while keeping the mouse button down. Note that the
object remains at the angle you specified regardless of where
you position the cursor.

Note also that, while you are holding down the mouse
button, you can select a different constraint, including None,
by pressing <F6>.  Selecting None or pressing <Same>
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again allows you to unlock the angle and set it again if you
are not satisfied with it.

10. When the object is sheared the way you want it, release the

left mouse button.

Selecting Set Angle on the Constrain softkey lets you shear an
object to an exact angle. When you select an angle, the system
restricts the rotation to a set of stops. The value you select is the
angle between stops, measured clockwise and counter clockwise
from the current selection. As you rotate an object, it pops from
one stop to the next.

For example, suppose you select 15 degrees. As you shear an
object, it pops 15 degrees clockwise or counter clockwise
(depending on which way you move the cursor) from its original
position. If you continue to move the cursor, the object pops
another 15 degrees (30 degrees from its original position), and
SO on.

The following illustration and procedure show how to shear with
the Set angle constraint.
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Follow these steps to shear with the Set angle constraint:
1. Select the object at the desired guide point.
2. Select Shear on the Transform softkey.

3. Select either the Horizontal shear icon or the Vertical shear
icon on the Shearing softkey.

Select either Pin Point or Center on the Pin At softkey.
Select Set angle on the Constrain softkey.

Select a value on the Angle softkey.

NS Uk

If you want to copy the object before shearing it, select On
on the Copy First softkey.
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8. If you selected Pin Point in step 3, position the cursor where
you want the Pin Point and click the right mouse button.
The system moves the Pin Point to the selected location.

9. Position the cursor near the guide point. Hold down the left
mouse button and move the mouse to shear the object. The
system displays images of both the original object and the
transforming object.

10. When the object is sheared the way you want it, release the
left mouse button.
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13. View windows

This chapter contains information on using the View window
feature of Xerox Pro lllustrator.  Using this feature, you can
create multiple views of an illustration. These views allow you to
work at varying locations and scales (zooming in for
enlargements and zooming out for reductions) within an
illustration.

The portion of the illustration within a View window is not an
enlargement or a reduction of the illustration contents. It is
simply another view of the illustration. You can have any number
of View windows open at a time, showing views of one or more
Pro lllustrator frames. When you change the illustration in one
View window, all of the View windows for that frame are updated
to show the change.

Textures and the Pin Point are shown at the same scale in all
View windows regardless of the actual scale of the view. Text in
a text frame is visible in the main document view of a Pro
llustrator frame and in a 90% scale View window, but it can only
be edited in the main document view. The raster images inside
bitmap frames are visible in View windows; however, the images
cannot be edited in either view.

This chapter does not include information on using the Geometry
feature. To follow the procedures described in this chapter, the
Geometry Type should be set to None.
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View window commands

13-4

The following illustration of a View window shows the special
commands that are not available in the main document view of a
Pro Hlustrator frame. These commands allow you to change the
scale, location, and display mode of the view.

Center
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Reduce
Enlarge

Display

Set Scale
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The View window commands are summarized in the following
list. Each command is discussed in more detail in later sections
of this chapter.

o [Close] — Closes the View window and deletes it. To see the
view again, you need to recreate it.

e Center — Places the location of any left mouse click including
the guide point of an object in the center of the View
window. This allows you to bring any location in the Pro
Illustrator frame to the center of the View window.

o Reduce — Makes the scale of the view smaller (zooms out).
e Enlarge — Makes the scale of the view larger (zooms in).

e Display — Changes all objects in the View window to show as
a thin black outline only (no dashed lines, line ends, tints, or
fills) to speed up display time, or changes images in bitmap
frames to a light gray shade for tracing purposes.

e Set Scale — Accesses a pull-down menu of view scales that
you select to change the scale of the View window.

The View window also contains the following standard elements
of a VP window:

Floating item auxiliary menu
Window management auxiliary menu
Control points

Scroll bars.

Except for the scroll bars, the elements work in the same way
they do for any VP window. You can scroll up, down, right, and
left. In a View window, the previous page (=), next page (+),
left edge (-), and right edge (+) jump one view width or height
in the specified direction.
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View windows and the infinite drawing pad

The following illustration shows how View windows provide
access to parts of the illustration that are outside of the Pro
lustrator frame. It also shows the cropping boundary which
indicates what is visible in the main document view.
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View window softkeys

13-6

When you select View on the Basics softkey, the following
softkeys appear:

e Scale %
e Graphics
e Bitmaps.

Scale %: You use the Scale % softkey to select the scale of a
view before you create it. 100% is the actual size of the
illustration on the printed page. If you select a scale less than
100%, the view is a reduction. If you select a scale greater than
100%, the view is an enlargement. The main document view
shows the illustration at 90% scale so that the screen dot spacing
is convenient for displaying text. By editing the choices on the
Scale % softkey using that softkey’s property sheet, you can scale
to any percentage. There is no limitation to preset scale
percentages. Refer the Softkeys chapter for more information on
editing softkey choices.

Graphics:  The Graphics softkey allows you to change the objects
which appear in the View window so that only a thin black
outline of the object displays. This feature speeds up the screen
display time. The command Full shows the objects in the View
window with all of their properties. The command Outline
shows the objects in the View window with only an outline, no
dashed lines, line ends, tints, or fills. Bitmap frames show as
outlines, but retain their raster images. (This feature is also
available in the main document view, but in that case the raster
image does not show.)

Bitmaps: The Bitmaps softkey allows you to display raster images
as light gray in the View window. This feature helps in tracing
the outlines of the raster image. The command Full shows the
raster images in the View window as black and white images.
The command Gray shows the images as gray and white.
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The following illustrations show three different View windows
created at three different locations and scales. See the

Displaying section in this chapter for more details on the outline
objects and gray bitmaps features.
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View windows

This section describes how to create and close View windows.

Creating a View window

Follow these steps to create a View window:

1.
2.

Closing a View window

Select View on the Basics softkey.

Select the desired choices on the Scale%, Graphics, and
Bitmaps softkeys.

Position the cursor near the area to be viewed. Press and
hold down either the left or right mouse button. Move the
cursor so that the draw-through box stretches to enclose the
desired viewing area.

Release the mouse button.

Place the cursor where you want the upper left corner of the
View window. Click the left mouse button.

To

close a View window, select [Close] in the View window

header or in the main document header. When you close the

main document, all View windows associated with the document
close.

13-8
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Centering in a View window

The Center command places the location of any left mouse click
or the guide point of an object in the center of the View
window. There are three ways to center a location or object:

e Select any point to be centered in one View window and
select the Center command in the same View window.

e Select any point to be centered in one View window and
select the Center command in another View window, as long
as both views are of the same Pro lllustrator frame.

e Select any point to be centered in the main document view
in a View window of the

and select the Center command
same Pro lllustrator frame.

The second and third ways are useful if the point you want to
center is not visible in one view but is visible in another.
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Follow these steps to center in a View window:

1. Select the point you want to center.

2. Select the Center icon.

3. The selected point is centered in the View window.
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Reducing

13-10

The Reduce command makes the scale of the view smaller.
Each reduction is about 71% of the previous scale. Two
successive reductions produce a reduction of exactly 50%. A
reduction followed by an enlargement returns the view to its
original scale.

The following illustration shows four views. The second view is
reduced once from the original view. The third is reduced twice
from the second. The fourth is reduced three times from the
third.
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Second View
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Third View

Fourth View

Follow these steps to reduce the view:
1. Select the Reduce icon.

2. Continue selecting the Reduce icon until you reach the
desired scale.
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Enlarging

The Enlarge command makes the scale of the view larger. Each
enlargement is about 141% of the previous scale. Two
successive enlargements produce an enlargement of exactly
200%. An enlargement followed by a reduction returns the view
to its original scale.

The following illustration shows three views. The second is
enlarged once from the original view. The third is enlarged once
from the second.

Original View

Second View Third View

Follow these steps to enlarge the view:
1. Select the Enlarge icon.

2. Continue selecting the Enlarge icon until you reach the
desired scale.

Displaying graphics objects

Display accesses a menu with two commands: [Outline
lllustrator Graphics/Show Full lllustrator Graphics] and [Show Gray
lllustrator ~ Bitmaps/Show  Full Illustrator  Bitmaps]. These

commands change the way objects appear in the View window.

[Outline Illustrator Graphics] command

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

When you select [Outline Hlustrator Graphics] on the Display
menu, all the objects in the View window show as thin black
outlines without dashed lines, line ends, tints, or fills. Points
show as small dots regardless of actual point shape. In View
windows, bitmap frames retain their raster images.

This feature speeds up the screen display time and can make
editing easier. The object properties themselves are not
changed; only the screen appearance is changed. To show all
the object properties again, select [Show Full llustrator Graphics]
on the Display menu.
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The following illustration shows objects in two View windows,
one with [Show Full llustrator Graphics] selected, and the other
with [Outline lllustrator Graphics] selected. See the “Displaying”
section Chapter 7 for more information on using the Display
commands in the main document view.

13-12
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[Show Gray Illustrator Bitmaps] command

When you select [Show Gray lllustrator Bitmaps] on the Display
menu, the raster images inside bitmap frames which appear in
the View window show as a light gray and white instead of black
and white.

This feature is useful if you want to trace the outlines of the
raster image. To show the raster image as black and white again,
select [Show Full Illustrator Bitmaps] on the Display menu.

The following illustration shows objects in two View windows,
one with [Show Full lllustrator Bitmap] selected, and the other
with [Show Gray lllustrator Bitmap] selected.

Qutline lllustrator Graphics
w Full lllustrator Bitmaps

Outline lllustrator Graphics
Sher ustrator Bitmaps
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Setting scale

13-14

The Set scale command accesses a menu of view scales that you
select to change the scale of the View window. The scale
percentage is based on the actual scale when the object is
printed, not on the view in the current View window.

The following illustration shows two views. The first is set at
200% of the original (not shown). The second is set at 800% of
the original.
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Follow these steps to set scale:

1. Place the cursor on the Set scale icon. Press and hold down
the left mouse button. Move the cursor to the desired scale
on the pull down menu.

2. Release the left mouse button.
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14. Layout tools

Xerox Pro Illustrator provides a variety of electronic tools to help
you position and align objects. These tools also help you to
create technical illustrations requiring precise shapes and angles.
This chapter describes these layout tools, which include the
following:

e Gravity
—  Control point
— Intersection
- Object

e Directional constraints
—  Horizontal
—  Vertical
—  Lock angle

e  Cross hairs
— Linear
— Angular
—  Plane (paraline and perspective)
- Alignment

e Geometry
— Linear
— Angular
- Paraline
—  Perspective.

Gravity

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

Gravity allows you to control how objects are positioned with
respect to one another. It helps you accurately draw, transform,
copy, and move objects by providing snap or magnetism at the
points where it is active. For example, gravity helps you join two
line endings exactly, with no gap between them; or draw a line
to the exact center of the side of a rectangle; or center a text
frame within another object. Refer to Appendix B for tips on
using gravity.

Xerox Pro lllustrator offers several levels of gravity. They are
listed here, from the highest to the lowest level.

Object

Intersection ( automatic setting)
Control point

None (no gravity at all).

Each level of gravity contains the characteristics of the levels
below it, as well as its own. Intersection gravity contains control
point gravity; object gravity contains intersection and control
point gravity.
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The gravity level applies to all Pro lllustrator frames; you cannot
have one gravity level in one frame and a different gravity level in
another frame.

Object control points and intersections have a slightly stronger
snap than the rest of an object (its outline or edge).

The following illustration shows the softkeys you use to select
the gravity level.

Basics Draw Draw Transform
~— Text Scale :
~—— [ Stretch : Point props
Rotate ELine props E
- o Flip Fill props  E
. Shear  Text props EPi

Follow these steps to select gravity level:

1. Select Setup on the Basics softkey.

2. Select the desired gravity level on the Gravity softkey or on
the Tools property sheet (See Chapter 15).

Gravity appearance

Xerox Pro Illustrator provides a visual indicator whenever you use
gravity to align objects. Object control points, intersections,
frame corners, and vanishing points display as a large open circle.
Gravity along an object’s outline displays as a small, solid round
dot.

The following illustration shows the appearance of the different
levels of gravity.

Object gravity

Control point gravity

Intersection
gravity
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Control point gravity
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Control point gravity provides snap or magnetism at the
following:

e Object control points

e Pro lllustrator frame corners, both in the main document
view and in View windows

e Vanishing points in perspective geometry.

Gravity at object control points

Gravity causes object control points to act like magnets; when
you move the pointer close to a control point, gravity snaps the
pointer to the control point. (Object control points are
described in Chapter 7.)

As shown in the following illustration, control point gravity allows
you to precisely align objects without having to make precise
mouse movements. All you have to do is move the pointer
close to the desired control point. The control point becomes
visible as a large open circle when the pointer is close enough to
be affected by its gravity, and the pointer snaps to the control
point. In this example, the control point at the tip of the arrow
is snapped to the control point at the top-center of the
rectangle.

g 0

Arrow being As cursor nears Gravity “snaps”
moved or control point cursor to control
copied on rectangle... point

Gravity at Pro lllustrator frame corners

Pro Hlustrator frame corners have gravity, both in the main
document view and in View windows. When you draw or move
an object close to a frame corner, the frame corner becomes
visible as a large open circle, and the pointer snaps to the frame
corner.
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Intersection gravity

Gravity at vanishing points

Vanishing points in perspective geometry have gravity. When
you draw or move an object close to the vanishing point, the
vanishing point becomes visible as a large open circle, and the
pointer snaps to the vanishing point. Vanishing control points
are described in the Perspective geometry section in this chapter.

14-4

Intersection gravity contains control point gravity in addition to
its own characteristics.  Intersection gravity provides snap or
magnetism at intersections of the following:

e Objects with other objects at their outlines
e  Objects with grids and moving geometry
e Objects with directional constraints.

Objects with other objects

Intersection gravity is present at the intersection of straight lines
with all other objects, at the intersection of circular arcs, and at
the intersection of ellipses or arcs of the same shape.

The following illustration shows intersection gravity at the
intersection of two objects. When the triangle is moved near the
intersection of the straight line and the ellipse, the pointer snaps
to the intersection of the straight line and the ellipse, and the
open circle appears, showing intersection gravity.

Objects with grids and moving geometry

The following illustration shows both intersection gravity and
control point gravity. Notice that, as the line is drawn,
intersection gravity causes the pointer to snap to the points
where the grid and rectangle intersect. This allows you to align
the second end point of the line with the intersection gravity
points. Intersection gravity works the same way between objects
and moving geometry as it does between objects and grids. As
the line is drawn beyond the rectangle, control point gravity
causes the pointer to snap to the control point on the circle.
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Obijects with directional constraints

The following illustration shows intersection gravity at the
intersection of a line being drawn with the Lock angle directional
constraint and an arc that lies in the direction of the locked
angle. As the line nears the arc, the pointer snaps to the
intersection of the arc and the Lock angle direction. Intersection
gravity works the same way with the Horizontal and Vertical
directional constraints as it does with the Lock angle constraint.
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Obiject gravity

Object gravity contains both control point gravity and
intersection gravity in addition to its own characteristics.

Object gravity provides snap or magnetism along the outline or
edges of an object. You need object gravity for drawing or
placing an object at an arbitrary location along the edge of
another object (not at a control point). You also need object
gravity to place the Pin Point along an object’s edge or outline in
order to cut it.

The illustration shows the following:
o Obiject gravity at three points along the ellipse’s edge

e Intersection gravity where the vertical line intersects the
ellipse

e Control point gravity where the line’s end point and the
ellipse’s control point touch.

Control point

Intersection gravity

gravity

Object gravity can slow system performance. Use it only when
you need to.
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Gravity, grids, and moving geometry

When you select None on the Gravity softkey, Xerox Pro
Illustrator turns off all gravity.
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When you turn on geometry, the grids and moving geometry
attract the pointer in a way similar to gravity. See the section,
“Geometry” for more information.

The movement of the pointer is affected not only by gravity but
also by the grid and moving geometry.

The following illustration shows how the pointer snaps to both
object control points and linear grid dots.
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Cursor “snaps” to
control points

[ Gravity off
Grid on
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~ Gravity off
SN Grid off

Cursor moves freely

If only gravity is on, the pointer snaps only to the locations
specified by the level of gravity. If only the grid is on, the
pointer snaps only to grid dots. If gravity and grid are both on,
the pointer’s snap is stronger to the locations specified by the
level of gravity than it is to the grid dots. If both are off, the
pointer moves freely.
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Turning gravity, grid, and moving geometry off

You can use <Shift> to temporarily turn off gravity, the grid,
and moving geometry. As long as you hold down <Shift>, the
pointer moves freely and does not snap to control points, grid
dots, and moving geometry dots.

When you release <Shift>, gravity, the grid, and moving
geometry are turned back on. You can use <Shift> even if you
are already holding down a mouse button.

Pressing <Shift> does not turn off directional (Horizontal,
Vertical, or Lock angle) constraints.

Directional constraints

Horizontal and Vertical

Xerox Pro Illustrator has three directional constraints:

e Horizontal
e Vertical
e Lock angle.

The directional constraints allow you to draw, copy, move, and
transform objects exactly horizontally, vertically, or at any angle
you specify. Directional constraints also provide alignment
capability, either horizontal or vertical. The Horizontal and
Vertical constraints are especially useful in creating drawings with
objects arranged in rows or columns, such as organization charts.
The Lock angle constraint provides you with precise control
when drawing or manipulating objects at angles.

Directional constraints work with all types of geometry as well as
with no geometry. In paraline and perspective geometries,
directional constraints work in the specified plane; for example,
horizontal is the angle of a horizontal line in the specified plane.
Refer to the paraline and perspective geometry sections in this
chapter for more information.
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When the Horizontal constraint is on, the system responds only
to horizontal mouse movement; it ignores any vertical mouse
movement. As a result, the object is drawn, copied, moved, or
transformed horizontally.

When the Vertical constraint is on, the system responds only to
vertical mouse movement; it ignores any horizontal mouse
movement. As a result, the object is drawn, copied, moved, or
transformed vertically.

The following illustration shows the effect of the Horizontal
constraint on the move and copy operations. Notice that the
rectangle moves only horizontally even though the pointer
moves both vertically and horizontally.  Notice also that the
Horizontal constraint allows you to vertically align the rectangle
directly below another rectangle.
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Follow these steps to use Horizontal or Vertical constraints:
1. Select the object to be copied or moved.
2. Press <Copy> or <Move>.

3. Select Horizontal icon or Vertical icon on the Constrain
softkey.

4. Hold down the left mouse button. To align the rectangles
vertically, move the pointer to the bottom right control point
on the upper rectangle. The alignment cross hair appears.

You can change from Horizontal to Vertical constraint or vice
versa and shut the constraints off while the mouse button is
down.

5. When you see the open circle, release the left mouse
button. The two rectangles are aligned vertically.

Lock angle
When the Lock angle constraint is on, the system responds only
to mouse movement at the angle you specify; it ignores all other
mouse movement. As a result, the object is drawn, copied,
moved, or transformed at the specified angle.
You can also use Lock angle to extend the length of a line
without changing its angle. All you do is control point select the
end point and move it with the Lock angle constraint on. Refer
to Appendix B for the procedure.
To select the Lock angle constraint, you press <Same> or select
Lock angle on the Constrain softkey. <Same> toggles the Lock
angle constraint on and off.
If you choose the Lock angle constraint while you are holding
down the mouse button, the pointer’s movement is constrained
to the current angle.

14-10
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The following illustration and procedure shows the effect of the
Lock angle constraint when copying an object. Notice that the
rectangle moves only along the specified angle even though the
pointer moves elsewhere.
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Alignment

Follow these steps to use Lock angle constraint:
1. Select the object to be copied or moved.
2. Press <Copy> or <Move>.

3. Press and hold down the left mouse button. Move the
object until it is at the desired angle.

4. While continuing to hold down the left mouse button, press
<Same>, or press the function key to select Lock angle on
the Constrain softkey.

5. Continue moving the object along the locked angle to the
desired location.

6. Release the left mouse button.
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Probably the most powerful feature of the directional constraints
is alignment. While one direction is constrained, you can align
objects in the opposite direction. ~ When vyou select the

Horizontal constraint, the alignment direction is vertical. When
you select the Vertical constraint, the alignment direction is

horizontal. The alignment cross hairs always show the direction
of the alignment.

14-11



USING XEROX PRO ILLUSTRATOR TOOLS

Aligning end points of lines

The following illustration and procedure show how to align the
end point of a line with the end point of an existing line. This
capability is useful when creating forms, charts, and diagrams.

Basics Draw Draw Transform I Geometry E Constrain
Text Scale -
[ Stretch
Rotate
S Trip
Shear

Follow these steps to align end points of lines:

1. Draw the first end point of the line.

2. Select the Horizontal icon on the Constrain softkey. Notice

that the vertical alignment cross hair appears.

3. Hold down the left mouse button.

Move the pointer to the
second end point of the existing line.

When you see the open circle, release the mouse button.
The two end points are exactly aligned.
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Drawing rectangles using alignment

The following illustration and procedure show how to use
alignment to draw a rectangle that is the same height as an
existing rectangle but a different width.

Basics Draw Draw Transform H | Geometry Constrain
elect ~ Text Scale Lock angle H
.dlt —— 1 Stretch >
iew Rotate )
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eometry Flip None
etup . Shear

Follow these steps to draw rectangles using alignment:

1.
2.
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Select the Rectangle icon on the Draw softkey.

Click the left mouse button on the upper right control point
of the existing rectangle.

Hold down the left mouse button. Move the pointer to the
desired width for the new rectangle.

While continuing to hold down the left mouse button, press
the function key to select the Vertical icon on the Constrain
softkey. The horizontal alignment cross hair appears.

Move the pointer to the lower right control point of the
existing rectangle.

When you see the open circle, release the mouse button.
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Cross hairs

Geometry cross hairs

Xerox Pro lllustrator has two categories of cross hairs that help
you draw, align, and transform objects: geometry cross hairs and
alignment cross hairs. The cross hairs snap to the grid, moving
geometry dots, and gravity points, allowing precise alignment. In
addition, they are a visual aid that helps you follow the
movement of the pointer.

Geometry cross hairs — are active when you select a geometry
type other than None on the Type softkey.

Alignment cross hairs — are active when you select a directional
constraint (Horizontal, Vertical, or Lock angle) regardless of the
type of geometry.

The following sections describe the cross hairs in more detail.

14-14

The appearance of the geometry cross hairs depends on the type
of geometry that is active. When you change the geometry type,
the cross hairs change automatically. If the geometry type is
None, there are no geometry cross hairs.

Pro [llustrator displays three types of geometry cross hairs:

e Linear
e Angular
e Plane.

When you draw, copy, move, or transform objects, the cross
hairs appear on the screen.

Linear cross hairs

When you select linear geometry, the linear cross hairs are
available. The linear cross hairs are intersecting horizontal and
vertical lines. They show horizontal and vertical positions from a
point of origin.
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Which cross hairs are visible depends on the selection on the
Grid Active softkey (a changing softkey that appears when you
select Geometry on the Basics softkey):

e When you select Horiz/Vert, both cross hairs are visible.

e When you select Horizontal, only the vertical cross hair is
visible.

e When you select Vertical, only the horizontal cross hair is
visible.

e When you select None, no cross hairs are visible.

Refer to section, “Linear geometry” for more information.

Angular cross hairs

When you select angular geometry, the angular cross hairs are
available. The angular cross hairs are represented by an angled
line and a circle. They show distance and angle from a point of
origin.

Which cross hairs are visible depends on the selection on the
GridActive softkey (a changing softkey that appears when you
select Geometry on the Basics softkey):

e Both the angle and the distance cross hairs are visible when
you select Angle/Dist on the GridActive softkey.

e Only the angle cross hair is visible when you select Angle on
the GridActive softkey.

e Only the distance cross hair is visible when you select
Distance on the GridActive softkey.

Refer to the section, “Angular geometry” for more information.

Plane cross hairs

When you select paraline or perspective geometry, the plane
cross hairs are visible. These cross hairs are two intersecting lines
in the two directions corresponding to the current plane. The
lines serve as a drawing guide, a reminder of which plane is
currently selected, and they make it easier to visualize the plane.
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Paraline plane cross hairs

The following illustration shows the appearance of the plane
cross hairs with Isometric selected on the Style softkey. Notice
that the cross hairs change depending on which plane you select
on the Plane softkey. The shaded side of the box in the frame
corresponds to the plane selected on the Plane softkey.

When you select Angle/Dist on the GridActive softkey, the cross
hairs snap to the paraline moving geometry dots, providing
control over angles and the distance from the origin.
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Refer to the Paraline geometry section in this chapter for more
information on the GridActive softkey.

When you select Angle on the GridActive softkey, the pointer
snaps to the angles but can be positioned at any distance from
the origin.

Perspective plane cross hairs

In addition to showing the current plane selected, perspective
cross hairs change to always pass through the vanishing points at
any location in the frame. As you move the pointer, the cross
hairs and moving geometry angles change relative to the location
of the vanishing points.

Refer to the Perspective geometry section in this chapter for
more information.

When you select a directional constraint: Horizontal, Vertical, or
Lock angle, an alignment cross hair is visible in all types of
geometry, including None. The alignment cross hair is a single
line indicating the direction of alignment.

For the Horizontal constraint, a vertical cross hair displays. For
the Vertical constraint, a horizontal cross hair displays. For the
Lock angle constraint, either a horizontal or vertical cross hair
displays, depending on which cross hair is the furthest from the
locked angle. That is, for an angle closer to the Horizontal
constraint, a vertical cross hair displays; for an angle closer to
the Vertical constraint, a horizontal cross hair displays.

The following illustration shows the alignment cross hair in linear
geometry for the three directional constraints.

Horizontal constraint Vertical constraint Lock angle constraint
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In paraline and perspective geometries, alignment cross hairs
appear in the specified plane. The following illustration shows
the alignment cross hair while drawing a chain in perspective
geometry, top plane. To align the third segment’s end point
with the first segment’s end point, select the Lock angle
constraint and move the pointer to the chain’s first end point.
When you see the open circle, release the mouse button. The
first and third segments are correctly aligned.
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Turning cross hairs on and off

Refer to the procedure Drawing an angular perspective box in
the Working in perspective geometry section for more
information.

- Alignment
e, cross hair
STl Lock
.. e, this angle

You can turn the geometry and alignment cross hairs on and off.
Use the following procedure.

Follow these steps to turn cross hairs on and off:
1. Select Setup on the Basics softkey.
2. Select On or Off on the Cross hairs softkey.

You can also use the Tools property sheet to turn cross hairs on
and off. Refer to the Layout tools chapter for more information.

Geometry

Types of geometry

Geometry is a system feature that provides a variety of useful
geometric orientations while you are drawing and editing
objects.

14-18

Xerox Pro Illustrator provides four types of geometry:

Linear
Angular
Paraline
Perspective.

In addition, you can select None as the geometry type, in order
to work without grids or moving geometry. None is the
automatic geometry type setting in Xerox Pro Illustrator.
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Geometry, like Frame Units, is tied to each Pro lllustrator frame.
You can have multiple frames in one or more documents that
contain illustrations created with different geometries. Each time
you click inside of a particular frame, the geometry you used to
create the illustration in that frame is active.

The following illustration shows the four types of geometry
available in Xerox Pro lllustrator.

Grid Moving geometry Applications
Linear ce e
s e s e Qe
Angular .o
Any angles R
Paraline

3 Angles for Isometric,
Cabinet, Military and
other views

Perspective

1,20r3
Vanishing points

Forms of geometry
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Geometry can take two forms. It can appear as moving
geometry and as a fixed grid, hereafter referred to as grid.

Moving geometry

All geometries are available in the moving geometry form.
Moving geometry provides correct angles and/or distances for
the specified geometry in the form of a moving pattern of dots.
When you draw and edit objects, the pattern of dots moves as
you move the pointer so that the origin of the pattern is at the
most recent mouse button—up location.

Grid

Linear and angular geometries are also available in the grid form.
Grids provide correct angles and/or distances in the form of
stationary patterns of dots—Ilike having a piece of graph paper on
the screen. Movement of the pointer does not affect the
location of the pattern. The origin of the pattern stays fixed in its
location.
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Selecting the type of geometry

14-20

You can select the type of geometry (linear, angular, paraline,
perspective) and specify its properties using the Geometry mode
softkeys or the Geometry property sheet.

Geometry mode softkeys

The following illustration shows the Geometry Type softkey that
appears when you select Geometry on the Basics softkey. None
is the geometry type automatically set by the system.

Basics Draw Drawy Transform Type § E
Select ~ Text Scale Linear :
i —— [ stretch Angular

Fotate Paraline
Flip
Shear

Perspective

lone

When you select the type of geometry on the Type softkey, the
rest of the changing softkeys display the properties of that
geometry type.

Geometry property sheet

The following illustration shows the Geometry property sheet
that appears when you select Geometry on the Basics softkey,
and press <Props>. None is the geometry type automatically
set by the system.

g! GEOMETRY PROPERTI Tone | Appiy | Cancel EUEEE
Type Linear |Angu|ar ]Paraline ]Erspective l

T1 [ -

+
U
Bl = [ENEY |

When vyou select the type of geometry on the Geometry
property sheet, the property sheet changes to show the
properties of that geometry type. Refer to the sections on each
specific type of geometry for detailed information on the
Geometry property sheet for each geometry type.
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Linear geometry

Linear grid

Linear geometry is the Cartesian coordinate system. lIts two
angles are at 90 degrees (vertical and horizontal). Linear
geometry has two forms in Xerox Pro lllustrator: The linear grid
and linear moving geometry.

Linear moving geometry

The linear grid consists of a stationary dot pattern of horizontal
and vertical lines. When you turn on the grid, the dots act like
gravity, and objects can be drawn, copied, moved, and
transformed only onto the grid dots.

Use the linear grid when you want the system to constrain linear
distances. It is especially useful for making graphs and charts.
Linear angles (90 degrees, horizontal, and vertical) are not
constrained when you use the linear grid.

The following illustration shows a line being drawn using the
linear grid and cross hairs.
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Linear moving geometry consists of a moving dot pattern of two
intersecting lines, one horizontal and one vertical. Linear moving
geometry provides distance and angular constraints. It is useful
for drawing charts or diagrams where most of the elements are
horizontal or vertical.

The following illustration shows a chain being drawn using linear
moving geometry and cross hairs. Notice how the chain
segments are constrained to be horizontal and vertical and how
the origin of the moving geometry dots moves with the pointer.
The moving geometry dots and cross hairs are shown as they
appear while still holding down the mouse button after drawing
each chain segment.
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Refer to the procedure,”Drawing in linear moving geometry with
Lock angle” in the “Drawing objects” section for steps to align
linear objects.

Distance and angle constraints

Linear moving geometry contains both distance and angle
constraints. It allows you to precisely measure horizontal and
vertical distances. It also constrains the drawing, editing, and
transforming of objects to 90 degree angles (horizontal and
vertical). The pointer snaps to the moving geometry dots.
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Angle constraints only

You can turn off the distance constraints so that the pointer
snaps to the angles but can be any distance from the origin. To
do this, you need to select None on the GridActive softkey.

This section describes the softkey choices for linear geometry.
These choices remain set for a frame until you change them. The
following illustration shows the softkeys used for selecting linear
geometry and specifying its properties. These properties apply
to both the linear grid and linear moving geometry.

Basics

Draw Transform E Geometry Qrigin Horizontal Vertical
Text Scale : .t Fin Paint £
[ ;h"eatxch b
otate
S Erip
Shear
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Follow these steps to select linear geometry on the softkeys:
1. Select Geometry on the Basics softkey.

2. Select Linear on the Type softkey.

3. Select the desired properties.
4

To turn off linear geometry, select None on the Type softkey.

Geometry softkey

The Geometry softkey for linear geometry is a three-way toggle.
Each time you select it, its setting changes. The following
illustration show the three appearances for the Geometry softkey
when linear geometry is active.

The first setting activates the linear grid. The second setting
activates linear moving geometry. The third setting turns off
linea geometry, both grid and moving geometry, totally.

E Geometry B

The Geometry softkey also displays when you draw, copy, move,
or transform objects. This allows you to easily change the form
of geometry while you work, without having to return to the
Geometry mode.
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Horizontal and Vertical softkeys

The Horizontal and Vertical softkeys allow you to control the
spacing between the linear grid or linear moving geometry dots
in the horizontal and vertical directions.

The first time you turn on the linear grid or linear moving
geometry, the system uses a value of 12 points for both
horizontal and vertical spacing. When you select a new value on
either of these softkeys, the system uses the new value
immediately and remembers it; the next time you open the
frame, the system uses the most recently selected value.

When you change the horizontal or vertical spacing, the linear
grid or linear moving geometry origin does not change.

Origin softkey

The Origin softkey allows you to change the location of the
linear grid (like shifting grid paper beneath a drawing). When
you change the grid’s location, the system uses the new origin
immediately and remembers it; the next time you open the
document, the system uses the most recently selected location.

The following illustration demonstrates how to change the linear
grid’s location. In the top frame, a rectangle is positioned
between grid dots; in the bottom frame, the grid is shifted so a
grid dot is placed at the lower left corner of the rectangle.
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Basics Drav/ Dravs Transform
Select ~— Text Scale
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o Flip
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Follow these steps to move the linear grid origin:

1.

Position the pointer where you want a grid dot and click the
left mouse button (at the lower left corner of the square).

Press <Find>.  The system places the Pin Point at the
selected location.

Select At Pin Point on the Origin softkey.

The system shifts the grid so a grid dot is located at the Pin
Point.

GridActive softkey

The GridActive softkey offers the following four choices:

Horiz/Vert
Horizontal
Vertical
None.
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The following illustration demonstrates the first three choices
using the linear grid (notice the position of the control point at
the tip of the arrow).
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GridActive

Horiz/vert
Horizontal

None

Horiz/Vert — means the grid is active (acts like gravity) in both the
horizontal and vertical directions. The pointer snaps directly to
grid dots.

Horizontal — means the grid is active only in the horizontal
direction.  The pointer snaps to grid dots in the horizontal
direction, but can be positioned between grid dots in the vertical
direction.

Vertical — means the grid is active only in the vertical direction.
The pointer snaps to grid dots in the vertical direction, but can
be positioned between grid dots in the horizontal direction.

The first three choices on the GridActive softkey have the same
effect on the linear moving geometry that they have on the linear
grid.

None - turns off the linear grid and the distance portion of the
linear moving geometry. However, this choice does not turn off
the angular portion of the linear moving geometry. The linear
angles are still constrained, but the linear distance is not. With
this choice selected, the pointer snaps to the angles but can be
any distance from the origin.
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Selecting linear geometry on Geometry property sheet
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You can also select linear geometry and specify its properties on
the Geometry Property sheet. These choices remain set for a
frame until you change them.

The following illustration shows the Geometry Property sheet for
linear geometry. The properties apply to both the linear grid and
the linear moving geometry.

FE GEOMETRY PROPERTIES
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Selecting linear geometry on Geometry Property sheet

Follow these steps to select linear geometry on the Geometry
Property sheet:

1. Select Geometry on the Basics softkey.
2. Press <Props>.

3. On the Geometry property sheet, select Linear in the Type
box and select the desired properties.

4. Select Apply or Done.
5. To turn off linear geometry, select None in the Type box.

The properties are the same on the property sheet as they are on
the softkeys except for Display.

Display property

The Display property allows you to control the visibility of the
linear grid and linear moving geometry.

When you select Dot, the linear grid and linear moving geometry
are visible as patterns of dots. If you turn off the linear grid or
linear moving geometry, they are not visible even if Dot is
selected on the Geometry Property sheet.

When vyou select None, the linear grid and linear moving
geometry are not visible but they are still functional. To turn off
the linear grid and linear moving geometry, you need to select
None on the Type softkey or toggle the Geometry softkey to the
setting where the grid pattern is not highlighted.
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Working in linear geometry
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This section explains how working in linear geometry affects Pro
[llustrator operations. When you draw, move, copy, and
transform objects, the Geometry softkey displays so that you can
change the form of geometry without having to return to the
Geometry mode.

Drawing objects

Drawing objects using linear geometry is the same as without
geometry, in that the objects appear two-dimensional. The
difference when drawing with linear geometry is that you have
access to the linear grid and linear moving geometry.

In draw mode, the linear moving geometry becomes active after
the first mouse click. This allows you to start drawing anywhere.
Once the first end point is drawn, the linear moving geometry
origin is located at that point.

Linear moving geometry is very similar to the Horizontal and
Vertical directional constraints.  One difference is that when
drawing in linear moving geometry, you can easily flop in all four
directions, as shown in the following illustration. As you move
the pointer while drawing the second end point of a line, the line
flops in all four directions from the first end point. You can work
quickly in the horizontal and vertical directions without having to
select the Horizontal and Vertical constraints on the softkeys.

If you want to use gravity for alignment, you can use the Lock
angle constraint to fix the direction.
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The following illustration and procedure show how you can align
objects by combining linear moving geometry with the Lock
angle constraint.

Basics
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Drawing in linear moving geometry with Lock angle

Follow these steps to draw in linear moving geometry with Lock
angle:

1. Select the Chain icon on the Draw softkey.

2. Select the Geometry softkey to activate linear moving
geometry.

Click the left mouse button to draw the first end point.
Click the left mouse button to draw the first segment.

Click the left mouse button to draw the second segment.

A

Press and hold the left mouse button. Move the pointer to
draw the third segment.

7. While continuing to hold down the left mouse button, press
<Same>. Or, press the function key to select Lock angle
on the Constrain softkey.

8. Move the pointer to the first end point.

9. When you see the circle, release the mouse button. The first
and third segments are aligned.

Transforming objects

When you rotate an object with linear moving geometry, the
rotation angle detents are 90 degrees (horizontal and vertical), as
shown in the following illustration. Notice that the object snaps
from its original angle to the 90-degree angles. This method is
the fastest way of getting 90-degree rotations.
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Angular geometry

Angular grid

Angular geometry is a polar coordinate system of equally spaced
angles radiating from an origin. Angular geometry has two forms
in Xerox Pro lllustrator, the angular grid and angular moving
geometry. The appearance of the two forms is the same; that is,
the grid dot pattern and the moving geometry dot pattern are
identical. The difference is that the grid origin stays fixed in its
location, while the moving geometry origin moves as you draw,
copy, more, or transform objects.

14-30

The angular grid consists of stationary dot patterns containing
straight lines radiating from a point of origin. When you turn on
the angular grid, the dots act like gravity; and objects can be
drawn, copied, moved, and transformed only onto the grid dots.
The origin remains stationary.

The angular grid allows you to precisely measure distance and
angle from a point of origin. It is especially useful for drawing
objects that require angular symmetry, such as gears, wheels, and
clock faces.

Refer to the Working in angular geometry section in this chapter
for more information.
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The angular moving geometry consist of moving dot patterns
containing straight lines radiating from a point of origin. The
origin moves with you as you draw, copy, move, or transform
objects.

Selecting angular geometry on softkeys

This section describes the softkey choices for angular geometry.
These choices remain set for a frame until you change them. The
following illustration shows the softkeys used for selecting
angular geometry and specifying its properties. These properties
apply to both the angular grid and angular moving geometry.

Basics Draw |
~
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Follow these steps to select angular geometry on softkeys:
1. Select Geometry on the Basics softkey.

2. Select Angular on the Type softkey.

3. Select the desired properties.
4

To turn off angular geometry, select None on the Type
softkey.

Geometry softkey

The Geometry softkey for angular geometry is a three-way
toggle. Each time vyou select it, its setting changes. The
following illustration shows the three appearances for the
Geometry softkey when angular geometry is active.

The first setting activates the angular grid. The second setting
activates angular moving geometry. The third setting turns off
angular geometry, both grid and moving geometry.

The Geometry softkey also displays when you draw, copy, move,
or transform objects. This allows you to easily change the form
of geometry while you work, without having to return to the
Geometry mode.
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Angle and Distance softkeys

For the angular grid and angular moving geometry, distance is
the spacing between the pattern dots outward from the origin.
Angle is the spacing (in degrees) of the pattern dots that form
angles about the origin, starting with zero degrees at the offset
angle. The system sets the offset angle at the three o’clock
position.

The first time you turn on the angular grid and angular moving
geometry, the system uses 12 points for distance and 45 degrees
for angle. The Distance and Angle softkeys allow you to change
these values.

When you select a new value on either of these softkeys, the
system uses the new value immediately and remembers it; the
next time you open the frame, the system uses the most recently
selected value.

The system displays the distance values in Frame Units. Refer to
the Softkeys chapter for information on customizing the Distance
and Angle softkeys to display the values you uses most.

Origin softkey

The first time you turn on the angular grid or angular moving
geometry, its origin is located in the upper right corner of the
frame (the Pin Point location). The Origin softkey allows you to
shift the angular grid (like shifting grid paper beneath a drawing)
by moving the origin.

When you move the grid, the system uses the new origin
immediately and remembers it; the next time you open the
frame, the system uses the most recently selected location.

Follow these steps to move the angular grid origin:

1. Position the pointer where you want to place the grid origin
and click the left mouse button.

2. Press <Find>. The system places the Pin Point at the
selected location.

Select At Pin Point on the Origin softkey.

4. The system moves the angular grid so the origin is at the Pin
Point.

GridActive softkey

The GridActive softkey provides the following three choices:

e Angle/Dist
e Angle
e Distance.

The following illustration demonstrates these choices (the
illustration includes the angular cross hairs).

VP SERIES REFERENCE LIBRARY



XEROX PRO ILLUSTRATOR REFERENCE MANUAL

LAYOUT TOOLS

Gridactive
Angle/Dist [

Line "snaps” to distance
but can be drawn any angle

Gridctive |
 Angle/Dist H
le

Line “snaps” to angle but
can be drawn any distance

Angle/Dist — means the grid or moving geometry is active (acts
like gravity) for both distance from the origin and angle. The
pointer snaps directly to pattern dots.

Angle — means the grid or moving geometry is active only for
angle. The pointer snaps to angles, but can be positioned at any
distance from the origin.

Distance — means the grid or moving geometry is active only for
distance. The pointer snaps to distance pattern dots, but can be
positioned at any angle.
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Selecting angular geometry on Geometry Property sheet
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You can also select angular geometry and specify its properties
on the Geometry Property sheet. These choices remain set for a
frame until you change them.

The following illustration shows the Geometry Property sheet for
angular geometry. The properties apply to both the angular grid
and angular moving geometry.
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Follow these steps to select angular geometry on the Geometry
Property sheet:

1. Select Geometry on the Basics softkey.
2. Press <Props>.

3. On the Geometry Property sheet, select Angular in the Type
box and select the desired properties.

4. Select [Apply] or [Done].
5. To turn off angular geometry, select None in the Type box.

The choices for the properties are the same on the property
sheet as they are on the softkeys except for GridActive, Offset,
and Display.

GridActive property

On the property sheet, the GridActive property has the choice
None which does not appear on the GridActive softkey. When
you select this, you turn off the angular grid and angular moving
geometry.

Offset property

Offset is a property of the angular geometry that is available only
on the property sheet, not on the softkeys. Offset allows you to
change the alignment of the angular grid and angular moving
geometry from their original default position of zero degrees at
three o’clock.

If you enter a positive number, the grid and moving geometry
shift counter clockwise by that number of degrees. If you enter
a negative number, the grid and moving geometry shift
clockwise.
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Follow these steps to enter an Offset number:
1. Select Geometry on the Basics softkey.
2. Select Angular on the Type softkey.

3. Press <Props>. The system displays the Geometry property
sheet.

4. In the Offset box, enter the number of degrees by which the
grid is to be shifted (positive counterclockwise, negative
clockwise).

5. Select [Apply] or [Done].

Display property

The Display property allows you to control the visibility of the
angular grid and angular moving geometry. When you select
Dot, the angular grid and angular moving geometry are visible as
patterns of dots. If you turn off the angular grid or angular
moving geometry, they are not visible even if Dot is selected on
the Geometry property sheet.

When you select None, the angular grid and angular moving
geometry are not visible but they are still functional. To turn off
the angular grid and angular moving geometry, you need to
select None on the Type softkey or toggle the Geometry softkey
to the setting where the grid pattern is not highlighted.
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This section explains how working in angular geometry affects
Xerox Pro lllustrator operations. When you draw, move, copy,
and transform objects, the Geometry softkey displays so that you
can change the form of geometry without having to return to the
Geometry mode.

Drawing objects

Drawing objects using angular geometry is the same as without
geometry, in that the objects appear two-dimensional.  The
difference when drawing with angular geometry is that you have
access to the angular grid and angular moving geometry.

Drawing with angular grid

The following illustrations demonstrate how to use the angular
grid to draw chained shapes (a star and a polygon). Notice how
the grid origin remains in the same location and how the
distance cross hair (the circle) helps you position each chain
segment.

14-35



USING XEROX PRO ILLUSTRATOR TOOLS

14-36

The illustrations show the first five steps in the creation of each

object.  See Chapter
chained shapes.

11

for

more

information on drawing

Drawing with angular moving geometry

In draw mode, angular moving geometry becomes active after
the first mouse click. This allows you to start drawing anywhere.
Once the first end point is drawn, the moving geometry origin is

located at that point.

The following illustrations show how to use angular moving
geometry to draw a five-pointed star made up of five crossing

line segments.

Notice how the moving geometry origin moves,

as each segment is completed, to help you draw the next
segment at the correct angle.
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To create this object, the grid angle is set at 72 degrees.
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Transforming objects

When you rotate an object when angular geometry is active,
rotation angle detents are provided for the specified angles.

Paraline geometry
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Paraline geometry is a form of angular geometry which has three
separately specified angles that define three projection planes
(like the three sides of a cube: top, left, and right). The term
paraline refers to projections in which the projection lines remain
parallel.

A projection is a two-dimensional representation of a three-
dimensional object. Projection lines are the lines in the
projection which are drawn away from the picture plane (flat
surface of the paper or computer screen) in a direction away
from the viewer and into the drawing. The following illustration
shows an isometric projection with the projection lines labeled as
remaining parallel.

"\ | — Projection lines remain parallel

Paraline projections include the following:

e Axonometric
— Isometric
—  Dimetric
—  Trimetric

e Oblique
— Cavalier
~ Military
— Cabinet.

The following illustration shows examples of paraline projections.
Notice how the three sides of the cube shown as flat and
straight-on in the orthographic projection appear when drawn on
the three planes of the paraline projections. It is easier to
visualize the whole object in space when you do not have to
construct the object mentally from the flat views.
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Paraline projections
Axonometric

Isometric Dimetric (45°) Trimetric (10°and -28°)

Oblique

Elevation obliques

Cavalier Cabinet

Axonometric projection

Plan obliques

Military as’ plan oblique
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An axonometric projection represents a three-dimensional object
on a single picture plane (sheet of paper or computer screen).
The three planes (sides) of the object are oriented so that it
looks three-dimensional. In axonometric drawing, the projection
lines remain parallel and are perpendicular to the picture plane.

Isometric — is the most common style of axonometric projection.
In an isometric view, all three sides of the object are equally
exposed, and the angle between the two axes and the horizontal
is 30 degrees.

Dimetric — is another style of axonometric projection. In a
dimetric view, two sides of the object are equally exposed, but
the top plane is more or less exposed than the sides.
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Oblique projection

Trimetric — is a third style of axonometric projection. In a
trimetric view, the object is rotated so that all three sides are
exposed differently.

The following illustration shows isometric, dimetric, and trimetric
projections.

<> Lo

30° 30°

Isometric Dimetric Trimetric

Xerox Pro lllustrator provides one preset style of axonometric
projection, isometric.  However, you can use the Geometry
property sheet to create angles for other styles. Refer to the
section, “Style and Angles properties” for more information.
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An oblique projection represents a three-dimensional object on
a single picture plane (sheet of paper or computer screen). The
three planes (sides) of the object are oriented so that it looks
three-dimensional.  In oblique drawing, the projection lines
remain parallel and are oblique to the picture plane.

In an oblique projection, one side, or plane, is often presented in
its true shape, that is, parallel to the plane of projection. This is
true in both the Cavalier and Military styles. From the true shape,
parallel projection lines are drawn at any angle to represent the
perpendiculars to the true shape plane. The Cabinet style uses
the same angles as the Cavalier style with projection lines that
are half their true length.

The following illustration shows the front of the object as the
true shape. Notice how the right side and the top side vary in
shape and area as the angles of the projection lines vary. These
are examples of elevation oblique drawings, drawings that
present one set of the vertical planes in their true shape.
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Front true shape

The following illustration shows the top of the object as the true
shape. Notice how the front and sides vary in shape and area by
turning the top of the object. The projection lines are vertical.
These are examples of plan oblique drawings, drawings that
present the horizontal planes in their true shape.

Top true shape

Because they can project one side in its true shape, oblique
projections are preferable to axonometric projections in

representing certain objects. For example, in axonometric
projections, circles nearly always project as ellipses because the
surfaces are inclined to the plane of projection. In oblique

projections, the object may be positioned so that surfaces
containing circles are parallel to the plane of projection, meaning
that circles appear as circles.
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Paraline moving geometry

Xerox Pro lllustrator provides two preset styles of oblique
projections, Cavalier and Military. However, you can use the
cavalier style to create cabinet projections, and the Geometry
property sheet to create angles for other styles. Refer to the
section, “Style and Angles properties” for more information.

Paraline moving geometry consists of moving dot patterns
containing straight lines radiating from a point of origin. The
origin moves as you draw, copy, move, or transform objects.
There is no paraline fixed grid.

Refer to the procedure, “Drawing an isometric box” for more
information.

Selecting paraline geometry on softkeys

This section describes the softkey choices for paraline geometry.
These choices remain set for a frame until you change them. The
following illustration shows the softkeys used for selecting
paraline geometry and specifying its properties.

Basits Draw Draw Transform Tvpe | E Distance
N Text Scale Linear 4
~—— [ Stretch Anular 13
o Rotate tParaline
- Flip Perspective
. Shear [ None

14-42

Follow these steps to select paraline geometry on the softkeys:
1. Select Geometry on the Basics softkey.
2. Select Paraline on the Type softkey.

The system displays the paraline geometry softkeys.

3. Select the desired -properties (described in the following
sections).

4. To turn off paraline geometry, select None on the Type
softkey.

Geometry softkey

The Geometry softkey for paraline geometry is a two-way toggle.
Each time you select it, its setting changes. The following
illustrations show the two appearances for the Geometry softkey
when paraline geometry is active.

The first setting activates the paraline moving geometry; the
second turns it off.
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The Geometry softkey also displays when you draw, copy, move,
or transform objects. This allows you to easily change the form
of geometry while you work, without having to return to the
Geometry mode.

Style softkey

Xerox Pro Illustrator has three preset styles of paraline moving
geometry:

e Isometric (default setting)
e Cavalier
o Military.

When you make a selection on the Style softkey, you are
specifying the exact angles for these preset styles:

e lsometric (angles are 30, 90, and 150 degrees)
e Cavalier (angles are 45, 90, and O degrees)
e Military (angles are 30, 90, and 120 degrees).

The following illustration shows the three preset styles of paraline
moving geometry.
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You can specify other angles using the Geometry property sheet.
Refer to the “Style and Angles properties” section in this chapter
for more information.
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Distance softkey

For paraline moving geometry, distance is the spacing between
the pattern dots outward from the origin. The value on the
Distance softkey sets the distance along all three axes in order to
support isometric, cavalier, and military projections, whose axes
all have equal distances. The system displays the distance values
in Frame Units.

GridActive softkey

The GridActive softkey offers two choices: Dist/Angle and Angle
(default setting).

Angle/Dist — means the moving geometry is active (acts like
gravity) for both distance from the origin and the angles. The
pointer snaps directly to the pattern dots.

Angle — means the moving geometry is active only for the angles.
The pointer snaps to angles, but can be positioned at any
distance from the origin.

Selecting paraline geometry on Geometry property sheet

You can also select paraline geometry and specify its properties
on the Geometry property sheet. These choices remain set for a
frame until you change them.

The following illustration shows the Geometry property sheet for
paraline geometry.

| GEOMETRY PROPERTIES

Done | Apply | Cancel O} 8

Type [None [ Linear IAngular GEICULEY| Ferspective I

Gridactive 1|
Distance Point

style [sometric [ cavalier | Military
angles  [30. [0, ] [1s0. ] Dearees

Display

| Z

-] = - 1+
&

Follow these steps to select paraline geometry on Geometry
property sheet:

1. Select Geometry on the Basics softkey.
2. Press <Props>.

3. On the property sheet, select Paraline in the Type box and
select the desired properties.

4. Select [Apply] or [Done].
5. To turn off paraline geometry, select None in the Type box.

The choices for the properties are the same on the property
sheet as they are on the softkeys except for Style, Angles, and
Display.
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Working in paraline geometry

Style and Angles properties

You can use the Geometry property sheet to specify other styles

" of paraline geometry, for example, dimetric and trimetric.

Follow these steps to different styles of paraline geometry:
1. Select Geometry on the Basics softkey.
2. Press <Props>.

3. On the property sheet, select Paraline in the Type box and
select Other in the Style box.

4. Change the values in the Angles boxes and select Apply or
Done. The moving geometry angles change to those you
specify.

5. To return to one of the three preset styles, simply select the
desired style on the Geometry property sheet or Style
softkey.

Display property

The Display property allows you to control the visibility of
paraline moving geometry.

When you select Dot, the paraline moving geometry is visible as
a pattern of dots. If you turn off paraline moving geometry, it is
not visible even if Dot is selected on the Geometry property
sheet.

When you select None, paraline moving geometry is not visible
but it is still functional. To turn off paraline moving geometry,
you need to select None on the Type softkey or toggle the
Geometry softkey to the setting where softkey is not highlighted.
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This section explains how working in paraline geometry affects
Xerox Pro Illustrator operations.

Geometry softkey

When you draw, move, copy, and transform objects, the
Geometry softkey displays so that you can change the form of
geometry without having to return to the Geometry mode. Refer
to the “Selecting paraline geometry on softkeys” section in this
chapter for more information.
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Plane softkey

The Plane softkey allows you to select the desired paraline plane
in which you draw, copy, move, and transform objects. It
displays only while moving geometry is active. The first cube on
the Plane softkey represents the top plane; the second, the left
plane; the third, the right plane.

If you have chosen the incorrect plane, you can change it while
the mouse button is down (except when you are drawing
rectangles and ellipses — they are not constrained to the new
plane).

Refer to the “Drawing an isometric box” procedure. in this
chapter for more information.

Directional constraints

Directional constraints work in the paraline planes. The
procedure in the next section shows how the Lock angle
constraint works when you are drawing in the isometric planes
specified on the Plane softkey.

Refer to the “Moving and copying objects” section in this
chapter for more information.

Drawing objects

In draw mode, the paraline moving geometry becomes active
after the first mouse click. This allows you to start drawing
anywhere.  Once the first end point is drawn, the paraline
moving geometry origin is located at that point.

For all objects drawn using paraline geometry, except text and
bitmap frames, the objects are constrained to the geometric
angles, for example, isometric, cavalier, and military. When you
specify the plane (top, right, or left) on the Plane softkey, the
object is drawn at the correct angle for the specified plane.

Drawing an isometric box

The procedure in this section shows how to draw a simple
isometric object: a box made up of three chained shapes, one
shape for each side of the cube. The illustrations that go with
the procedure also show the movement of the isometric moving
geometry and cross hairs.
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The following illustration shows steps 1 through 11.

o

Basics
Select
Edit
View
Geometry
Setup
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Follow these steps to draw an isometric box:

1.

10.

11.

Be sure that paraline geometry is active. The isometric style
is used in this procedure. Also be sure that gravity is on.

Select the Chain icon on the Draw softkey.
Select the Top plane icon on the Plane softkey.

Click the left mouse button to draw the first end point of the
first segment.

Press and hold down the left mouse button. Move the
pointer to the desired segment length. Notice how the
plane cross hairs move with the pointer.

Release the left mouse button. The isometric moving
geometry moves so that its origin is at the pointer location.

Press and hold down the left mouse button. Move the
pointer to the desired segment length.

Release the left mouse button. The isometric moving
geometry moves so that its origin is at the pointer location.

Press and hold down the left mouse button. Move the
pointer in the direction of the next segment.

While continuing to hold down the left mouse button, press
<Same> to turn on the Lock angle constraint. Notice that
the plane cross hairs change to one alignment cross hair.

Move the pointer to the first end point of the first segment.
Gravity causes the pointer to snap to the end point, allowing
you to align the first and third segments exactly.
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The following illustration shows steps 12 through 22.

Basics

Transform
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Rotate
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Shear
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12.

13.

14.
15.
16.
17.

18.

19.

20.

21.

22.
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When you see the open circle, release the left mouse
button.

Click the left mouse button on the same end point as in step
12.

Press <Stop> to end the chain.
Select the Chain icon on the Draw softkey.
Select the Left plane icon on the Plane softkey.

To draw the first end point of the next chain, click the left
mouse button on top of the existing control point.

Move the pointer to the location for the second control
point. Using gravity to align the control points, click the left
mouse button.

Move the pointer to the location for the third control point.
Click the left mouse button.

Press and hold down the left mouse button. Move the
pointer in the direction of the next segment.

While continuing to hold down the left mouse button, press
<Same> to turn on the Lock angle constraint. Notice that
the plane cross hairs change to one alignment cross hair.

Move the pointer to the first control point of the first
segment.  Gravity causes the pointer to snap to the end
point, allowing you to align the first and third segments
exactly.

14-51



USING XEROX PRO ILLUSTRATOR TOOLS

14-52

The following illustration shows steps 23 through 27.

Basics Draw Transform

Text Scale

O Stretch

o ;{'?;ate

Shear
e oo

23. When you see the open circle, release the left mouse
button.

24. Click the left mouse button on the same end point as in step
23.

25. Press <Stop> to end the chain.

26. Select the Chain icon on the Draw softkey and the Right
plane icon on the Plane softkey.

27. Draw the right side of the box in the same way that you

drew the top and left sides. The finished box is shown in the
illustration, with different fill tints on the three sides and the
line pattern property set to None.
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Chains

In drawing line segments, the second end point is constrained to
the geometry angles, as shown in the preceding procedure.

In drawing Bezier curve segments, the first bend point is
constrained to the geometry angles from the first end point. The
second bend point is constrained to these same angles from the
second end point. This allows a smooth joint when drawing a
straight line followed by a Bezier curve.

In drawing arc segments, the center point (1 in the following
illustration) is constrained to the geometry angles from the first
end point. The second end point (2 in the following illustration)
is constrained to these same angles from the center point. The
location of the mouse at button-down still determines the
direction of the arc from the first end point. Arcs are elliptical;
that is, they are drawn for the specified plane. This makes it
possible to correctly draw “in plane” those elements which are
circular arcs in an orthographic (straight on) view.

The following illustration shows an arc drawn in the right
isometric plane to represent the rounded corner of a rectangle.

Rectangles and ellipses

Rectangles and ellipses are drawn in the paraline planes. When
you draw a circle in paraline geometry, it appears as an ellipse.

The following illustration shows a rectangle and an ellipse drawn
in the right isometric plane. Note that you can draw them from
one corner to another or from the center outward. The starting
point and ending point need to be diagonal from one another in
the plane.
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Start
Start
point , .
Ending point
can be at any
corner

Text frames and bitmap frames

Text frames and bitmap frames are not drawn in the paraline
planes.

Moving and copying objects

Move and copy operations work in each of the three planes. In
these operations, the moving geometry origin is the guide point.
You can use the directional constraints to align objects just as
you can in other geometries. Refer to the “Directional
constraints” section in this chapter for more information.

The following “illustrations show copying isometric rectangles in
the three planes using Horizontal and Vertical constraints.
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Transformations

Transformations work in each of the three planes. The moving
geometry origin is the Pin Point.

Scale

You can use the Scale transformation to scale objects in the
paraline planes.

Stretch

The following illustration demonstrates stretching a right plane
isometric projection using the Horizontal and Vertical constraints.
Use the Plane softkey to specify the plane in which you want to
stretch an object.

Constrain
Lock angle
>

E Transform

Set percentH
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for the specified angles.

If paraline geometry is active, rotation angle detents are provided
The rotation occurs within the specified
The following illustration shows an object rotating in the
top paraline plane.
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Flip

If paraline geometry is active, flipping occurs within the specified
plane. Thus, a horizontal flip of an object flips about the vertical
axis for the current plane; a vertical flip of an object flips about
the horizontal axis for the current plane. See the following
illustration.

Transform
Scale
Stretch
Rotate
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Shear

The Shear transformation projects the selection from an
orthographic (straight-on) view onto one of the three paraline
planes. You specify the plane in which you are shearing on the
Plane softkey.  The system remains in paraline shear mode until
you select another mode. In the paraline shear mode, the
mouse pointer is always available for changing the selection. The
directional constraints are not available for paraline shear.

Shear works in two directions; that is, you can shear the selection
or unshear it using the Shear softkeys. By selecting the correct
plane, you can return a sheared selection to its unsheared
appearance so that you can work on it as a straight-on view and
then shear it again.

The system does not prevent incorrect transformations.  For
example, it does not correctly unshear a selection whose plane is
not the same as you specified on the Plane softkey.

To change the location of the Pin Point, you need to select the
location where you want the Pin Point and press <Find>.

Shear Shear

o- @-0
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When you select the first Shear softkey, the selection in the
orthographic view is sheared into the paraline plane.

When you select the second Shear softkey, the selection in the
paraline plane is unsheared back to the orthographic view.

The following illustration shows how the Shear transformation
works in paraline geometry (isometric style). Notice how the
three parts of the orthographic view are sheared into the
isometric planes.

Orthographic (Straight-on) view Sheared (Isometric) view

Left

The following illustrations and procedure show how to use the
Shear transformation in paraline geometry (isometric style).

Basics Draw Draw Transform Plane E 3 =_Copy First

| select ~ Text Scale
Edit ~— ] Stretch

Follow these steps to use the Shear transformation in paraline
geometry (isometric style):

1. Be sure that paraline geometry is active. In this procedure,
the isometric style is used. Start with three sides, positioned
(using gravity) so that their shared corner is in the same
location.

2. Position the Pin Point at the intersection of the three sides by
selecting that control point and pressing <Find>.

3. Select the side that will be in the top plane.
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Select Shear on the Transform softkey.

Select the Top plane icon on the Plane softkey.
Select Pin Point on the Pin At softkey.

Select the icon on the first Shear softkey.

The top side is sheared into the top isometric plane.

Basics Draw Drass

Transform Plane Shear

elect ~ Text

Scale

Stretch
Rotate
Flip

11.
12.

XEROX PRO ILLUSTRATOR REFERENCE MANUAL

Select the side that will be in the left plane.
Select the Left plane icon on the Plane softkey.
Select the icon on the left Shear softkey.

The left side is sheared into the left isometric plane. To
unshear the left side, select the icon on the second Shear
softkey.
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Basics Draw
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13. Select the side that will be in the right plane.
14. Select the Right plane icon on the Plane softkey.
15. Select the icon on the left Shear softkey.

16. The right side is sheared into the right isometric plane. To
unshear the right side, select the icon on the second Shear
softkey.

Perspective geometry

©14-62

Perspective geometry allows you to draw objects so that they
look even more realistic than objects drawn with paraline
geometry. Using perspective geometry, you can draw an object
to look much as the human eye or camera would see it at a
particular point. Perspective shows an object as it appears rather
than as its true shape and size. In perspective, objects closer to
you appear larger; objects further away appear smaller.

Perspective geometry, like paraline geometry, uses three angles
and has three planes. However, the difference between them is
that one or more of the projection lines used in perspective
illustrations converge at vanishing points, rather than remaining
parallel as they do in paraline illustrations.
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There are three styles of perspective geometry.

Parallel (one vanishing point) - llustrations that you see of
railroad tracks and telephone poles are drawn in this style.

Angular (two vanishing points) - Architects use this style to
create building elevations.

Oblique (three vanishing points) — Engineers use this style
to create production illustrations.

The following illustration shows the difference between the
orthographic (straight-on) view of an object and the three styles
of perspective views.

Orthographic projection

Perspective

Parallel (1 vanishing point) Angular (2 vanishing points)  Oblique (3 vanishing points)
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The following illustration shows the differences among the three
styles of perspective drawing. It demonstrates how the
projection lines converge to one or more vanishing points.

Parallel: 1 Vanishing point

Angular: 2 Vanishing points

L

Oblique: 3 Vanishing points
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Parallel style

The parallel style has one fixed horizontal angle, one fixed
vertical angle, and one changing angle that extends through one
vanishing point. For the parallel style projection (see the
preceding illustration), the vertical and horizontal lines that form
the front of the object are parallel; the vertical lines that form the
right side of the object are parallel. However, the horizontal
lines that form the side and top of the object converge to a
single vanishing point.

Angular style

The angular style has one fixed vertical angle and two changing
angles that extend through two vanishing points. For the angular
style projection (see the preceding illustration), vertical lines stay
parallel while horizontal lines converge to two vanishing points.
Angular style is the default setting.

VP SERIES REFERENCE LIBRARY



Perspective moving geometry

LAYOUT TOOLS

Oblique style

The oblique style has three changing angles which extend
through three vanishing points. For the oblique style projection
there are no parallel lines.

Perspective moving geometry consists of moving dot patterns
containing straight lines radiating from a point of origin. The
origin moves as you draw, move, copy, or transform objects.
There is no perspective fixed grid.

In perspective geometry, the angles of the moving geometry
change depending on where the pointer is located with respect
to the vanishing point(s). The following illustration shows how,
in the oblique style, the three angles change depending on the
location of the pointer.
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Where Xerox Pro Illustrator positions vanishing points depends
on the style you select on the Style softkey. The vanishing
points are positioned approximately one frame width’s distance
outside of the frame boundary.

To see the vanishing points, you need to open a View window in
a reduced size so you can view beyond the frame boundaries.

You can specify the location of vanishing points. Refer to the
“Positioning vanishing points” procedure in this chapter for more
information.

Refer to the Drawing an angular perspective box procedure in
this chapter for more information.
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Selecting perspective geometry on softkeys
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This section describes the softkey choices for perspective
geometry. These choices remain set for a frame until you change
them. The following illustration shows the softkeys used for
selecting perspective geometry and specifying its properties.

Basics Draw Draw Transform Type Euvanishrt1 || | vanishpt2
~ Text Scale Linear E At Pin Point) [ At Pin Point
A~ — 1 Stretch Angular i
Rotate
- S Irip
. shear

Follow these steps to select perspective geometry on the
softkeys:

1. Select Geometry on the Basics softkey.

2. Select Perspective on the Type softkey. The system displays
the perspective geometry softkeys.

3. Select the desired properties. To turn off perspective
geometry, select None on the Type softkey.

Geometry softkey

The Geometry softkey for perspective geometry is a two-way
toggle. Each time you select it, its setting changes. The
following illustrations show the two appearances for the
Geometry softkey when perspective geometry is active.

The first setting activates the perspective moving geometry; the
second turns it off.

Style softkey

You use the Style softkey to select the following style of
perspective geometry:

e Parallel (one vanishing point)
e Angular (two vanishing points)
e Oblique (three vanishing points).
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Selecting perspective geometry on Geometry property sheet
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You can also select perspective geometry and specify its
properties on the Geometry property sheet.  These choices
remain set for a frame until you change them.

The following illustration shows the Geometry property sheet for
perspective geometry.

| T GEOMETRY PROPERTIES

Type lNone lLinear ]Angular |Paraline P
Style I Paralle@ Oblique I

Yanish Pt 1

Vanish Pt 2

Display @

u
[+
- [+7

Bl =

Follow these steps to select perspective geometry on the
Geometry property sheet:

1. Select Geometry on the Basics softkey.
2. Press <Props>.

3. On the property sheet, select Perspective in the Type box
and select the desired properties.

4. Select Apply or Done. To turn off perspective geometry,
select None in the Type box. The choices for the properties
are the same on the property sheet as they are on the
softkeys except for Display.

Display property

The Display property allows you to control the visibility of
perspective moving geometry.

When you select Dot, perspective moving geometry is visible as
a pattern of dots. |If you turn o<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>