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Read what our customers are saying about Glass Eye 2000...

“I've been using Glass Eye software since its first release and wouldn't consider
using any other software designing program. | use it almost daily,
everything from the original design proposal all the way through costing
and printout of the final cartoon. It's a wonderful product which only

improves with each release. | recommend it every chance | get.”

Christie Wood of Art Glass Ensembles in Denton, Texas

e

“As a designer for 12 years, |'ve used many software drawing programs
(Photoshop, lllustrator, and more). All of them involve a rather difficult
learning curve to become proficient in their use. Glass Eye 2000 is easy
to install and so intuitive to use that | was able to begin a project within
ten minutes after installation. Among many things, | find the Properties
function is especially helpful regarding materials usage, construction cost
and pricing. Thank you for a wonderful software package. Now, all | have
to do is add my imagination. You've thought of everything else!”

Katherine Bell of Bell Graphics in Jacksonville, Florida

©e

“Glass Eye 2000 is an answer to all prayers. Being able to do patterns and
to match g|ass on a pattern sure makes things quite a snap. The
incremental upgrades that have come about install-with-ease and the new
glass samples are really good. Stained glass always seemed to be quite a
chore until | happened upon this program and it was well worth the
money to invest in. Keep up the outstanding work!”

Mike Kline of Mike Kline's Stained Glass Studio in Clifton, Colorado
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“I've been using the Glass Eye software for three years now, and about six
months ago upgraded to Glass Eye 2000. It was well worth it,
especia”y the enhanced g|ass representations from the g|ass manufacturers'
images. | converted one of my old patterns and was just in awe with the
way my design sprang to life. | find this feature really helpful when
showing clients/students what their project will eventually look like. It
gives them the opportunity to grasp what a difference the selection of
colour makes. Besides designing custom work, | also teach stained glass.
Your software has been invaluable in helping me develop patterns for
beginners. | save a lot of time using the Add Background feature, which
allows me to trace an existing picture quickly and then modify it to match
the student's competence/confidence level. Being able to resize patterns or
parts thereof is also a BIG plus, as are the programme's costing options.
You have a great software product which is easy to learn and use, backed
up by reliable, friendly and fast customer service. What a nice and all

. . »n
too rare combination!

Jackie MacDonald of L'Artisan Glass Works & Decor in Ontario, Canada

e

“Alter | first discovered Glass Eye 2000, | downloaded the trial version.
Within minutes | had drawn a simple Hower. Within an hour | had drawn
several images and made my buy decision. It was the greatest drawing
tool | had ever used. | had tried MacDraw, Corel Draw (which is what |
was using before), CAD I, and even AutoCAD. In comparison, Glass
Eye 2000 was simple and intuitive. |t allowed me to focus on my
design, not the mechanics of drawing. My hat is off to you on this one.
You have done a superb job of defining and executing the features in this

CAD package. My answer to other artists is now simple: don't even think
about it. Just buy the Glass Eye 2000 and GO!”

Joseph Bremmer in Lomita, California
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“I've been doing the tutorial for a couple of hours now and I'm blown away.
This is probably one of the most user-friendly, best-written and most well
thought-out tutorials |'ve ever used. | appreciate the way that you write as
though you're sitting here talking with me. | don't feel intimidated, and |
don't feel insulted. That's pretty cool. | wish you guys could write the
tutorials for Photoshop and lllustrator (smile). Whoever engineers your
tutorials is obviously a real ‘person's person’l | can barely wait to get done
with the tutorial so can start designing my own windows. Thus far, |
believe that you folks have thought of every possible problem and
solution. Thanks for your time and efforts. | have no doubt that this
program is going to greatly increase my profit margin. Thanks for such a
great program."

Pam Biagi of Glass Impressions in Kennesaw, Georgia

©e

“| have the Professional Edition and can't believe how much this software has
helped in my design work. | find it very user friendly, an exceptionally fun
and useful tool for creating designs in a short period of time with instant
results thanks to all the different effects. It's exciting to watch my designs
come alive when the glass colors and textures are added. | wonder how |
ever got along without it. What used to take me days is now done in a
few hours. One of the nicest features (of the many) is once my drawing is
comp|ete and | add the color and g|ass texture | am able to present to my
client a very professional looking presentation. Another big big plus is that
if any changes are to be made they are done in minutes. You truly do
make a quality and useful program for us stained glass people. Keep up

the good work.”

Jerry Waier of Pinehaven Stained Glass in Two Rivers, Wisconsin
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“| have used your software for several years in my studio. It is without peer in
stained glass software. | started out using it without reading the tutorial
and it is really easy to learn and is very user friendly. | have really
enjoyed your newly released Glass Eye 2000. It makes presenting a
design look very professional, since now you can add the glass colors and
textures from the main glass vendors. | feel this is one product no glass
studio should be without!! |t cuts pattern making time way down and
resizing or changing colors in a design is a snap. Thank you for your
product and keep up the good work.”

Nancy Weiss of Twin Lakes Art Glass in Rockwell City, lowa

S

“Glass Eye 2000 is an indispensable part of my business! As the owner of
a studio that does only commissioned work, the ‘see before you buy’
feature has enabled me to nearly double my annual sales. Also, time
between initial customer consultation and a signed contract has been
substantially reduced. With the use of my laptop and a digital projector,
my customers and | can explore glass alternative selections almost instantly.
Furthermore, the use of a projector enables the customer to see an
accurate rendition of the final product in its intended location. This
capability worked particularly well during the design stages of two church

. . . »n
commissions currently in progress.

Dimitri P. Gruszka of Prism Effects in King George, Virginia

O

“This has got to be one of the most fun programs | have ever used. It has
opened up a world of talents | never knew | had.”

Reb Blower in Venice, Florida
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+ Copyright

Copyright © 2001-2007 Dragonfly Software. All rights reserved.
Nineteenth printing, January 2007

We have worked hard to create a quality product and wish to realize the fair fruits of our labor. We therefore insist
that you honor our copyright. At the same time, we want to encourage the use of our product in all possib|e
circumstances and will try to meet your needs if you will call and ask us for permission.

The Fo||owing terms govern your use of the enclosed Software unless you have a separate written agreement with

Dragonfly Software.

¢ License Grant

Dragonfly Software grants you a license to use one copy of this Software on any one computer for each license
issued. "You" means the company, entity, or person whose funds are used to pay the license fee. "Use" means storing,
loading, installing, executing, or displaying the Software. If multiple different workstations will access the Software
through a network, each workstation must have its own license, regardless of whether the Software is used at different

times or concurrently.

¢ License Use

It is your responsibility to protect your license from loss or corruption due to malfunction, upgrade, or replacement of
the computer or its individual components upon which the Software has been licensed. Dragonfly Software provides
utilities within the Software for preserving or transferring your license prior to changes to your computer or its
components. Dragonfly Software reserves the right to charge a relicense fee if it determines that any of these
conditions apply: (a) you have not taken proper precautions to protect your license with the utilities provided, (b)
you have installed your license on a computer or its components with known malfunctions, (c) you fail to take
reasonable and appropriate precautions to guard your computer or components against common conditions that cause
a disruption in function, such as inadequate virus and worm protection, exposure to lightning damage, etc., or (d)

you request more than one reissue of your license in any twelve (12) month period.

¢ Ownership

The Software is owned and copyrighted by Dragonfly Software. Your license confers no title or ownership in the
Software and should not be construed as a sale of any right in the Software.

+¢ Copies and Adaptations

You may make copies or adaptations of the Software on|y for archival purposes. You must reproduce all copyright
notices in the original Software on all authorized copies or adaptations. You may not make the Software available
over the Internet nor copy it onto any bulletin board or similar system. No part of this Software or auxiliary files may
be reproduced, stored in a retrieval system, or transmitted in any form or any means electronic or mechanical, including
photocopying and recording, for any purpose other than the purchaser’s personal use without the written permission

of Dragonfly Software.
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¢ Use of Designs

You may construct and sell artworks based on the designs included with this Software. You may not, however, sell,

give away, or transfer any designs in printed or digital format, whether modified or unchanged.

¢ Use of Glass Library

All glass images and their corresponding descriptive data distributed with the Software are included with the
permission of the g|ass manufacturers. These images and data have been optimized and edited by Dragon”y Software
for use with the Software. You may not use these images and data except in conjunction with this Software.

¢ Other Restrictions

You may not modify, adapt, translate, create derivative works, decompile, disassemble, or otherwise reverse engineer
or attempt to reverse engineer or derive source code From, all or any portion of the Software or anything incorporated

therein or permit or encourage any third party to do so.

¢ Transfer

Your license will automatically terminate upon any transfer of the Software to another individual or company. Upon
transfer, you must deliver the original and all complete, partial, or electronically stored copies of the Software and
related documentation to the transferee. The transferee must accept these Terms as a condition to the transfer. If the
Software is an update, any transfer must include the update and all prior revisions. Any additional license for this
Software sold to you at a discount by Dragonﬂy Software cannot be resold or transferred unless the sale or transfer

includes your primary license.

+¢ Termination

Dragonﬂy Software may terminate your license upon notice for failure to comp|y with any of these Terms. Upon
termination, you must immediately destroy the Software together with all copies, adaptations, and merged portions in

any form.

+ Export Requirements

You may not export or re-export the Software or any copy or adaptation in violation of any app|icab|e laws or

regulations.

+¢ Disclaimer of Warranty

This software and the accompanying files are sold “as is” and without warranties as to performance of merchantability
or any other warranties whether expressed or implied. Because of the various hardware and software environments into

which the Software may be put, no warranty of fitness for a particular purpose is offered.

Good data processing procedure dictates that any program be thoroughly tested with non-critical data before relying
on it. The user must assume the entire risk of using the Software. Any liability of the seller will be limited exclusively

to product replacement or refund of purchase price.

¢ Trademarks

Dragonﬂy SoFtware, the Dragonﬂy Software |ogo, and Glass Eye 2000 are trademarks or registered trademarks of
Dragonfly Software in the USA and other countries. Microsoft and Windows are registered trademarks of Microsoft
Corporation.
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|. INTRODUCTION

B Welcome

Glass Eye 2000 is software to help hobbyists and professionals design
stained glass windows. It is a tool for creating patterns with beautiful design
lines and glass. lts purpose is like that of a word processor, except that instead

of helping to create documents it helps you to create designs.

Skeptics may wonder if computerizing an art form results in better art. We
reply that programs like this are not intended to replace the artistic process but
are here to give the artist one more tool for producing art. Word processors
do not stifle the writing process as long as one's focus is on the writing and

not the computer.

You are soon to discover that the designs you create with Glass Eye 2000
are more malleable than any paper-and-pencil design. Imagine being able to
resize your design to any dimensions. Or to see, in an instant, the effects of
different glass textures or lead widths. Or to move a lead line and have all
connecting lines readjust accordingly to maintain their connections. All this is
possible here, and by spending less time erasing, redrawing, aligning, and

copying you can spend more time on the art of design.

Glass Eye 2000 was created by people with a love for the art of stained
glass and a devotion to quality software. We hope that with this program your
stained g|ass designs are more fun to create and are more beautiful than ever

before.
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B Minimum system requirements

Microsoft Windows 98, or any later version of Windows
32MB RAM

64MB Free Disk Space

Glass Eye 2000 will also run on a Mac with Virtual PC, Boot Camp or
Parallels (with Windows installed).

B |[nstallation

1. Insert the CD into your CD ROM drive.

2. | installation does not begin automatically, run D:\SETUP.EXE (where
D: is the letter of your CD ROM drive).

3. The Setup program will guide you through the installation process. Follow
the instructions on the screen.

If you have previously installed another version of Glass Eye 2000, such as a
downloaded trial version, you do not need to uninstall it before installing your

new one.

From time to time we make product updates available to you at no charge.
See Lesson 8 in this User's Guide for information on keeping your software up
to date.

Should it ever become necessary to remove Glass Eye 2000 from your
computer, follow these steps:

1 Open the Windows Control Panel.

9. Double-click the Add/Remove Programs icon.

3. Select "Glass Eye 2000" from the list of software.
4. Click the Change/Remove button.

5

Follow the instructions on the screen.
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B Product registration

Each computer running Glass Eye 2000 must have a product license. A license

is activated using a 40-digit license key. There are two ways to get one:

1. You receive a license key at the time of purchase.

2. You receive a registration number with your CD. You then use this
number to obtain a license key. This is typically handled automatically

using your Internet connection.

Glass Eye 2000 will prompt you for your license key or registration number, so
you need only follow the directions. You have 30 days from the first time the
software is run to complete the licensing. Please contact us if you have any
difficulties activating your product license or if you wish to purchase multiple

licenses.

B Parking and transferring your license

You can par|< and retrieve your product license on the Dragonﬂy Software
server using the "Park License" and "Retrieve License" commands. This is an
easy way to maintain your license while you make major system changes to
your computer or when you move from one computer to another. If you don't
have Internet access on both computers, use the "Transfer License" command.

Consult the He|p system for details on these features.

B Lost license

If substantial changes to your computer should cause the loss of your product
license, contact us by email and we will do what we can to restore you. For
more information on preserving your license during major system changes,
please read the “License Key Care” topic in your Glass Eye 2000 help

system.
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B A choice of editions

Glass Eye 2000 comes in four editions, allowing you to choose the level of
functionality that's right for you. To move from one edition to a higher one,

use the ”Upgrade... command on the Registration menu.

Standard Edition

The Standard Edition contains the essential design tools for drawing,
coloring, and numbering. It's adequate for the hobbyist, but professionals

and serious amateurs will want one of the more complete editions.

Professional Edition

These features are added by the Professional Edition:

o Glass library of over 2600 glass samples from nine manufacturers

o Text in unlimited fonts and colors

e More import/export file types, including GIF, TIFF, PNG, and PCX;

DXF export; variable image resolution
(] Assign names and prices to g|ass and textured colors
e Piece numbering by both color and location; manual piece numbering
o Lamp Wizard—a 3D modeling tool for panel lamps
e Measurements shown either as decimal numbers or as fractions
e Print with a scale factor
. Export, print, and get materials usage on selected clesign elements

e Assign "global" color codes that apply across designs, not only to
individual designs

e Auto-orientation setting that automatically chooses portrait or
landscape printing, whichever uses paper more efficiently

o U-came borders
e Repeat command to make multiple copies of a design element

e Printer calibration tool to compensate for inaccuracies in your printer

or printer driver

e Align piece labels with glass direction
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Professional Plus Edition

These features are added by the Professional Plus Edition:

AutoTrace Background—automatically convert a scanned or imported
line drawing into a Glass Eye 2000 design

AutoTrace Text—automatically convert your text into lines so that
letters can be filled with color, rotated, etc.

Change the position and rotation of glass images in your designs

Transparency controls so that background images can be seen through
the glass in your designs

File importing from programs like Adobe lllustrator, CorelDraw, and
AutoCAD.

Display measurements such as height, width, radius, and angle during
drawing operations

Keyboard entry of locations and sizes during drawing operations

Enterprise Edition

The Enterprise Edition supports plotting and cutting devices. This edition

contains all product features, including:

Explode command bursts your design into its constituent pieces
Piece Picker mode makes moving or rotating pieces easy

Send your design to your p|otter or cutter

Offset command for drawing interior or exterior offsets of shapes

Export to DXF and DWG formats with text output and additional
exporting options

® |ntroduction ® 5



B Patterns for sale

Glass Eye 2000 comes with a library of 400 patterns. If that's not enough
for you, we have additional patterns for sale on our website. Just visit
www.dfly.com and click on the "patterns for sale" link. We have hundreds of
patterns in Glass Eye 2000 format ready for use. Or use Glass Eye 2000 to

customize these patterns to your heart’s content.
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Il. CONTACTING US

B Postal address

Dragonfly Software

1158 North Fairview Avenue
Goleta CA 93117

USA

B Telephone

(831) 438-3200

Monday to Friday, 9am—5pm Pacific Time

m Fax

(888) 463-8817

B Electronic mail

support@dﬂy.com

m Web site

http://www.dﬂy.com
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B Technical support

Our extensive product documentation can provide instant answers to your

support questions:

e Use the options available on the Help menu within Glass Eye 2000,
or simply press the F1 key.

o Consult the lessons within this User's Guide, or use the index on the

last few pasges.

If these resources do not answer your question, contact us direct|y. The best

way to submit a question is to visit:
www.dfly.com/help

There you will find answers to common questions and also be able to ask
other questions and receive a reply via email. If you wish to submit your

question via email, write to:
support@dﬂy.com

If your question would be of general interest, visit our online discussion group.
There you'll find hundreds of users with interests similar to yours. Read
Lesson 8 within this User's Guide for more information.
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l1l. OVERVIEW

Glass Eye 2000 is a computer-aided design (CAD) program created
specifically for the design of stained glass windows. Because stained glass
window design is different from other types of design, Glass Eye 2000 has
features not found in other CAD or illustration programs you may have used.

You create a Glass Eye design by drawing a pattern and then choosing g|ass
colors for the pieces defined by the lines of that pattern. The following
overview will introduce you to the process. For now we won't worry about

which commands to use—let's just understand the design process in general.

A stained glass pattern is typically composed of graceful curves, straight lines,

circles, and ellipses (stretched circles). We'll look first at drawing curves. It is

not immediately obvious how you might draw a curve using your mouse. If you
were to define a curve using mouse movement you would almost certainly end

up with a very jagged, uneven line. Computers are excellent at calculating

smooth curves, however, so we'll let the computer do most of the work!

B Knots and curves

We define the shape of a curve by placing a series of points on the screen.
These points are known as knots. As knots are p|aced the computer will
produce a smooth line going through those knots. For example, if we lay out
the following knots:

04
09

o1
o3
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The computer can fit a smooth curve through them, as follows:

Changing the shape of a curve is done by moving the knots and letting the
computer refit the knots with another smooth curve. For examp|e, moving
knot # 3 to the left could give this result:

m Sliders

It is very common to have one line begin or end somewhere along the length
of another line. On the next page you'|| see we have added a second line that
terminates in the middle of our first line.
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Our intent here is clearly for the new line to connect with the original line. If,
for examp|e, we now moved knot #3 upward, we would want to see the

connection maintained:

Notice how the endpoint of the new line has moved to keep its connection to
the first line. As the example shows, there are two types of knots on a line.
The first are those that define the shape of the line. The others are sliders,
which move with a line as the shape of that line changes. Sliders appear as
white dots while fixed knots appear as gray dots. Notice how when the knot
was moved most other knots on that line remained fixed in place, whereas the
slider traveled with the moving line.
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B Straight lines

Let's now add a straight line between two existing knots. A straight line is
no different from the other lines we have drawn so far—any line defined by
only two knots will be straight. Here's our design with a straight line added:

B Pieces

We now have an enclosed region, which is called a piece. Any piece can be

colored. For simplicity we'll fill using a solid color:
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You would naturally want the piece to follow any changes to the design, so if
knot #2 were moved upward the piece would change shape in the obvious

way:

It is helpful to think of a stained glass design as something like a spider's web.
A web is a collection of lines that are interrelated. As you tug on one strand
of the Web, other strands shrink or stretch to maintain their connections. Glass
Eye 2000 has been designed to help you build a web of lines that is
malleable and beautiful.

This, in a nutshell, describes the approach you will use to design windows
with Glass Eye 2000. Of course, there is much more to talk about: circles
and e||ipses, g|ass, lead widths, resizing, scanning, etc. You also need to know
the specific Glass Eye 2000 commands. The best way to learn all this is to
begin the tutorial.
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IV. TUTORIAL

Lesson 1: A Quick Tour

This lesson introduces you to the essential features of Glass Eye 2000 in just
a few steps. Youlll learn how to:

o  Start the program
e Choose a design
o Resize a design

e Print a design

o Exit

To start Glass Eye 2000, double-click the shortcut item on
your desktop.

Glass Eye
2000

Another way to start the program is as follows:

1. Click the wﬁ.ﬁ[ﬁ button on the Windows taskbar.

All Programs D

9. Choose

from the menu that appears.

m k
3. Choose |d——_‘I Glass Eye 2000 | from the next menu that appears.

4. Choose |@ Glass Eye EDDD| from the next menu that appears.
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For this lesson, ignore any text or design you might see on the screen after
Glass Eye 2000 starts. If a box appears asking you to register the product,
you may do so now or just click the Cancel button.

B Opening a file

— We begin by looking at one of the designs in our pattern library.
E‘ Each design is stored in a single file. This is the Open button. Click
on it to bring up the Open dialog box, shown below.

Oper 71X
Look in" | [5) Glass Eye 2000 ~| = @ E-

[)Bevels [ Tutarial
[C)Dragonfly designs ! Welcome eye
[ Glass

(CIHTML

[CIMy designs

[ITextures

File name: | Iv Enable preview
Files of type: |Glass Eye Files ("eye) j Cancel

This dialog box shows you that you are currently looking at Glass Eye files in
the folder called Glass Eye 2000. There is only one such file in this folder,
which is the one containing the Welcome message. There are also seven sub-

Fo|ders.

Double-click on the folder named "Dragonfly designs" and you'll see a
collection of folders named for the artists and pub|ishers that have supp|ied us
with patterns. Next, double-click on the folder named "CKE Publications" to
see the list of designs from that publisher.
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Open

Look in: | (3 CKE Publications ~| = @ ek B

! 3Birds.eye !Cowboy.eye !Fleurs.eye !I

E.-'-\onsius.eye !Crocus.eye EFrogPond.eye EI

i _ Barnaby.eye !DaddvsGirI.eve !Garden.eye EI

MeladHils eye M osisies eye M GrandmasHouse eye [l

!Cat.eye !Fair\;.eye !Hibiscus.eye !l

!Clydesdale.eve !Fan.eye !Indian.eye El

4 >

File name: |Bamahy.e‘,"e ¥ Enable preview
Files of type: |Glass Eve Files ("eve) j Cancel

This folder contains a collection of Glass Eye designs. You can be sure these
are Glass Eye designs because the file names are preceded by the B icon.

Double-click the word "Barnaby" to open that file. If you installed Glass Eye
2000 from a CD then you should see glass samples within the pattern. If you
installed after downloading the software from our web site, you'll see solid
colors only because you do not yet have the full glass library.

B Resizing a design

You can use the Resize command to set the precise width and height of your
design. Try this now by choosing "Resize All"' from the Modify menu.

Resize f'5_<|
Inches Anchar

Width: |24 t
P i I C I
Height: |34 Il anee |

o ) Help
[v Maintain proportions
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In the dialog box that appears you can set the exact width and height of the
design. Try this now by entering a width of 10 inches. Because the "Maintain
proportions" box is checked, the height is automatically adjusted
proportionally. (By unchecking this box you can set width and height
independently.) For now, leave the “Anchor” control unchanged. After you
click the OK button your design will be resized to the new dimensions.
Because the design is now much smaller than before, it fills only a fraction of
the view. To enlarge its appearance, choose "Zoom All" from the View menu.
The widths of the lines are not affected by the resizing, so you might find that
the lines now appear too thick. Let's ignore this issue for now. We will discuss

how to change lead size in Lesson 5.

B Page Setup

The design is now the size we want, so let's print it. Before we do, make sure
the printer is proper|y configured. Choose "Page SetupII from the File menu.
When the Page Setup dialog box appears, choose the format "Actual size"
and be sure the "Show border" option is checked. Choose the orientation

"Portrait" and then click the OK button.

B Printing

To print this design, click the Print toolbar button or choose "Print"
%‘ from the File menu. When the Print dialog box appears, click the

OK button to print your entire design.

B Assembling

By choosing a format of "Actual size" in the Page Setup dialog box you will
get an actual size printout. The program will print efficiently to any printer
properly configured in Windows, so if the design fits on the paper accepted
by your printer then it will appear on a single sheet. Unfortunately, few users
will have printers large enough to print a big design on a single sheet of paper.
The only solution is to use tiling, which prints to several sheets that you
assemble into a full-sized design. On the next page are the steps.
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Step 1: Print showing borders

You have a|reao|y comp|eteo| this step by \ _/

printing your design at actual size with the

borders showing. Most likely this required

four sheets of paper.

Step 2: Trim off margins

Cut off along the border with scissors or a \ -/
paper cutter. Notice that you do not need

to cut a|ong all borders of every page. At

most you need to cut a|on9 two borders, as

the diagram shows.

\/
FAY
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Step 3: Overlap pages

Assemble the trimmed pages to form the
comp|ete design. You can attach the pages
with transparent tape, or you can spray
mount the pages to a cardboard backing.

(1
/

i N

You should now have a custom-sized image of "Baraby" on paper.

m Exiting Glass Eye 2000

Exit the program now in the

way common to all Windows
programs: click the "X" box in

the top right comer of the main
window. Other ways to exit

are to press Alt+F4 or to choose

Eg| <«— Here
- O x

"Exit" from the File menu. When asked if you

wish to save your changes to the design, click "No.'
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Lesson 2: Looking Closer

The remaining lessons will look at features of Glass Eye 2000 in greater
detail. In this lesson we'll examine some of the details we glossed over in
Lesson 1. In particular, we'll look closely at:

o The program's display

e How to set measurement units and display precision

e Printing options, including page setup and print preview

We'll also introduce you to our Help system.

When the program starts for the first time, your screen looks something like this:

Glass Eye 2000 - [Welcome.eye] @[z|
EFiIe Edit Draw Text Modify WView Window Registration Language Help - g x
SHEW R AL ENS b QL EET
A~

Welcome to Glass Eye 2000!

The best way to get started is to read the tutorial,
found on the Help menu as well as in the printed User's Guide.

You might prefer to view our collection of hundreds of patterns
by choosing "Browse Designs" from the File menu. Or double
click one of the buttons at the left to see the glass library.

To order this software, choose "Purchase Glass Eye 2000" from
the Registration menu.

Be sure to visit Dragonfly Software at http://www.dfly.com
for the latest news and information.

5 0 ([ |

< >
For Help, press F1 1.7860 20.14957
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If you have completed Lesson 1 you are likely to see the "Barnaby" design on
your screen. This is because the program automatically loads whatever design

was last worked on by a previous user.

This is a standard Windows application. At the top is a title bar showing the
name of the program ("Glass Eye 2000"). Below that is the menu bar, which
gives access to nearly all commands. Below the menu bar is the toolbar, which
gives quick access to the most common commands. At the left is the color
palette, which you will use to define the colors in your stained glass window.
The large area in the center is the view, which is where designs appear. Just
below and also to the right of the view are scroll bars that allow you to move
your view up, down, right, and left. And at the very bottom is the status bar,
which displays helpful textual information, including the horizontal and vertical

position of the mouse pointer.

B Sizing the main window

In the top right corner of Glass Eye 2000 you will see a triplet of buttons.
(There is a second triplet below it, but consider only the top triplet for now.)

The triplet will appear in one of two ways:
SE8 - #SEB8

Here is the meaning of each of these buttons:
E Reduce (minimize) the window to a button on the Windows taskbar
E Enlarge (maximize) the window to fill the desktop

Restore the window to its previous size

a Close the window.
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You will probably have best results if Glass Eye 2000 fills your entire
desktop. If you see the maximize button in the middle of the triplet, then click
on it to make the main window as large as possible. If you do not see the
button, your window is already maximized.

B The toolbar

The buttons on the toolbar are of two types. The first type of buttons show
you the mode that you are in. The mode represents your current activity.

There is a mode for changing colors, another for zooming in or out, etc.

For example, here you see the Pick toolbar button. This button
* currently appears pressed in, telling you that you are in Pick

mode. In this mode you can select the lines of a pattern and
change their shape.

The other type of toolbar buttons are property buttons. These buttons show
you what properties are set for the current view of your design. You will be
introduced to view properties in Lesson 3.

You can find out what each button does by resting the pointer over it for
about a second (without moving the pointer or clicking the mouse). The name
of the button will appear in a little box called a tool tip. When the tool tip
appears, you can also read a longer description of the button down in the
status bar. Try it now by resting the pointer over the Pick button. If you forget
which toolbar button accomplishes a desired function, just move the pointer
across the too|bar, pausing at each l:)utton, until you see the name of the

button you want.

® Units and Precision

You can work in five different units of measure: inches, feet, millimeters,
centimeters, and meters. Because these lessons are designed to work in units of

inches and Feet, you'|| probab|y want to choose those units.
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Choose "Units and Precision"
from the View menu. The dialog
box that you see at the right will
appear. Set the first "Units"
control to Inches, but use Feet
for the other units. Set all
"Display format" controls to
Decimals. "Decimal precision"
determines how measurements are
rounded when displayed.
Choose 0.01 in every case
indicating that measurement
values are rounded to the nearest
1/100". Check the "Show
units" box so that a symbol for
your choice of units appears on
the rulers and the status bar.

Units and Precision EJ

Dresign measurement

Urits: Inches hd
Display farmat: | Decimals -

¥ Show units symbol on the nulers and status bar

Decimal precision: | 0.01 -

Came and foil usage

Units: Feet 2 Decimal precision: | 0.01 <
Display format: | Decimals -

Glass uzage

Units: Feef - Decimal precision: | 0.01 -

Display format: | Decimals -

Zooming

Zoom factor: |40%

" touse wheel zooms to center
 Mouse wheel zooms to pointer
" Mouse wheel scrolls vertically

aK Cancel Help

Fotate precision: 1° 3:
Shaighten precision: |1° 3:

=

Make sure the precision values at the bottom are both set to 1°.

Click the OK button when the options are proper|y set.

B Page Setup

In Lesson 1 you used the "Page Setup" command on the File menu to specify

printing options. This command provides you with a variety of options for how

your design looks when printed:

Format

All on one page: Print the design as large as possible on a single sheet.

Actual size: Print the design at its actual size, even if this means spanning

several sheets of paper.

Scale by: Print at actual size, but changed by the given scale factor.

® Lesson 2: Looking Closer ® 25



Page Setup E]

Farmat

Al on one page

; o Actual size

' 1Gpages " Scale by:

: : v Show page borders
| v Show page numbers

=
[ Show title and artist [ Show filename
[ Show date and time [ Reverse design
Paper
Size: |Letter |
Source: |.-'1'-.ut|:|matin::all_l,l Select ﬂ
Orientation karginz [inches]

" Portrait Left: |1 Right [T

" Landzcape

~ Auto Top: |1 Bottarm: |1
k. | Cancel | Printer... | Ealil:nrate...| Help |

When printing actual size or to scale, you have the options of printing a
border around the usable area of each sheet and, putting page numbers on

sheets, and showing the scale factor on sheets.

96 * Glass Eye 2000 User’s Guide *



Show title and artist / Show date and time / Show filename
Enable these options if you want the corresponding information to
appear on the printed pages.

Reverse design

This prints a mirror image of your design. Use this option if you want
to print a view of your design from the rear instead of the front.

Paper
Size: Letter, Lega|, Enve|ope, etc.
Source: Manual Paper feed, Sheet Feeder, Tractor feed, etc.
Your choices here depend on the type of printer you have. Don't
change these settings unless you are sure that you must.
Orientation
Portrait or Landscape, depending upon whether you want the short
or |ong edge of the paper at the top of the page. Checking the Auto
option will choose whichever orientation uses the fewest pages. The
page count is shown in the top left comer.
Margins
The size of the margins determines the border area of each page.
Printer...
Select a different printer or change printer properties.
Calibrate. ..

This invokes Printer Calibration, which allows you to compensate for
printer inaccuracies caused by the printer hardware itself or by

problems with your printer driver.
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B Print Preview

Before printing a design, you can see what the design will look like
& on paper using Print Preview. Confirming that your design will print

the way you want it to can avoid the waste of a faulty printout.

Click the Print Preview toolbar button now, or choose "Print Preview" from
the File menu. You should see one or two pages showing you how the design
will print. Click the "Next Page" button a few times to view the pages. Click

"Close" to exit Print Preview.

B Printing

% Choosing "Print" from the File menu, or clicking the Print toolbar
button, brings up the Print dialog box.

Printer
Mame: |OﬁiceJet 555 ﬂ Properties...
Status: Ready

Type: hp officejet g seres
Where:  DOT4_001
Comment: [ Print to file

Prirt range Copies

o Al Murnber of copies: 1 3:

" Pages from: |1 to: |4
: DRIl
0] | Cancel
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Use this dia|og box to choose the printer, a range of pasges, and the number
of copies. (Number of copies and collation options will be unavailable if not
supported by your printer driver.) If you were to click the "Properties” button
you would bring up another c|ia|og box that gives you extra control over your
printed output, such as graphics resolution and color adjustment. The
properties you see will depend on the type of printer you have installed.

B The Help system

We conclude this lesson with an introduction to the Help system. The easiest

way to get Help is to press the F1 key. This brings up a Help window, which
looks like this:

E? Glass Eye 2000

= 5 o

Hide Frint  Options

Corterts ] Index ] Search I Favorites ] Qlossary] Glass Eyle 2000 Help

Glass Eye 2000 comes with an extensive HE!D systemn ready to

+ Q Knots and Lines answer your questions. It follows modern Windows software

o Q (Glass and Color conventions, so you probably already know how to use it. If not, just
[ ding.

+ @Textand Labels =P reading

* 0 Background Images The help viewer dizplays tabs in the navigation pane to the left of this

& Q Views text. Here's how they work.

+ Q Prirting

+ @ Registration Tab What it does
+ @ Miscelaneous
Contents Displays help books and pages. Click a book and it

expands to show groups of pages. Click a page to
wview its corresponding help topic.

Index Frovides a list of keywords. Click a keyword to
wview its corresponding topic. If several topics
reference the same keyword, select the topic to
wview from a popup menu.

Search Enter words or phrases to scan topic content and
find all topics that match the search criteria.

Favorites Creates personalized lists of faverite help topics.
Quickly go to topics you view often by selecting
them from this tab.

Glossary Displays an alphabetized list of terms relevant to

information in the Help system. Select a term to
wview its corresponding definition.

Choose one of these tabs to begin searching for the help you need.
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Click the Contents tab to find topics grouped by subject.

Click the Index tab to find specific topics listed alphabetically.

Click the Search tab to find the topics containing a specific word or phrase.
Click the Favorites tab to bookmark an interesting topic.

Click the Glossary tab to read definitions for terms used in Glass Eye 2000.

Experiment with the He|p system now. Alter you click the tab you want,
follow the instructions on your screen. For examp|e, you might want to try to
find the list of answers to common user questions by clicking the Index tab and
then double-clicking "common questions." When you are ready to continue,
click outside of the Help Topics window to dismiss it.

B "What's This?"

You can get help on a specific feature by using the "What's This?"
E?‘ command. Try it now by clicking the toolbar button shown at the
left. This puts you in "What's This?" mode, signified by the pointer
appearing as an arrow and a question mark together. Now choose any menu

item as if you were selecting it for use. A help screen will appear describing
the use of that menu item. Alfter you read the description, dismiss the help
window.

You can similarly get help on anything you see on the screen. Enter "What's
This?" mode again, and this time click on a toolbar button. As before, the
help window for that feature appears. You can try this on the color palette,

the scroll bars, the status bar, the view, etc.

Lastly, "What's This?" will give you help on keyboard functions. Enter "What's
This?" mode, and then press a key that has been defined for use within Glass

Eye 2000. For example, try pressing the F5 key while in "What's This?"
mode to find out what it does.
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Lesson 3: Viewing a Design

This lesson will show you a few of the different ways you can view a design.

You'll learn about:

e Scrolling and zooming
e Showing lines as hairlines

e  Tuming rulers, knots, and colors on and off

B Opening the "Triangle" design

Let's open a file containing just about the simplest stained glass window

imaginable: a triangle. Use the Open command as you did in Lesson 1 and
look in the Tutorial folder. Depending on what design is currently showing,
you might have to navigate over to this folder. For example, if you had the

"Barnaby" design on your screen then you're probably now seeing the contents
of the "CKE Publications" folder. To return to the base Glass Eye 2000

folder you'll first have to twice click the "Up One Level" icon as shown:

Here
Look in: | () CKE Publications | =k B
M zBirds.eve M cowboy.eye MFleurs. eye i_]
!.-‘-\onsius.eye !Crocus.eye !FrogPond.eye !I
!Barnahv.eye !DaddvsGirI.eve !Garden.eye EI
M ElackHills. eye M oaisies.eye M GrandmasHouse eye [l
!Cat.eye !Fair\;.eye !Hibiscus.eye !l
!Clydesdale.eve !Fan.eye !Indian.eye El
< >
File name: | ¥ Enable preview
Files of type: |Glass Eve Files ("eve) j Cancel
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Once you've navigated to the base Glass Eye 2000 folder, you'll see this:

Look in: | £ Glass Eye 2000 -]« = B~

[CTiBevels (LD Tutorial
|)Dragonfly designs E Welcome eye
C)Glass

(CSHTML

(CIMy designs

@Texb_lres

File name: | [+ Enable preview
Files of type: |Glass Eye Files "eye) ﬂ Cancel

Open the Tutorial folder by double-clicking it.

Open
Look in: |l’f}Tut-:riaI ﬂ = 5 ER-
EFlag.eye

!Suggest.eye
!Triangle.eye

File name: | [+ Enable preview
Files of type: |Glass Eye Files "eye) ﬂ Cancel

Double-click on the word "Triangle" to open that file. Your view should now

hold a simple triangular pattern.
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Don't be troubled by the simplicity of
this design. We could use a more
realistic design, but that would only
add unnecessary comp|exity. Let's
keep things simple while you learn.

Before we discuss how to change the
design, let's experiment with the
different ways this design can be

viewed.

® Scrolling

Scrolling allows you to choose which part of your design is visible in the view.
You can scroll the view by dragging either of the scroll boxes to the right and
to the bottom of the view. (To "drag" means to move the mouse while
keeping the left mouse button held down.) Try dragging the scroll boxes now.

You can also scroll by clicking in the area on either side of a scroll box, or by
clicking on any of the scroll arrows. Play with these features on both scroll bars
until you feel comfortable with them.

Another way to scroll the view is to use the Pan button, shown
"%’I here. Click this button now. Notice that after you do this the Pan

button has popped in and the Pick button has popped out; notice

also that the pointer changes to a shape corresponding to the image on the
button. These changes let you know that you are now in Pan mode. Without
holding down any mouse buttons, move the pointer to anywhere in the view.
Now hold down the left mouse button and drag the pointer around the

screen. The view will scroll as you move the mouse.
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B Zooming

Zooming allows you to increase or decrease the size of the image in the view.
The quickest way to zoom is to use your keyboard: press either the "+" key
to Zoom In or the "-" |<ey to Zoom Out. Give them both a try now. There is
even a Zoom All key: Enter. No matter what scroll position or zoom factor
your view currently has, pressing the Enter key will always restore you to a full
view of your design.

For more precise zooming, you can enter Zoom mode by clicking
q this toolbar button. Try it now. The pointer changes to the
magnifying glass shape signifying Zoom mode. You can now click

anywhere in the view and two things happen: the location you clicked on
moves to the center of the view and the view is zoomed in. Try clicking with
the right mouse button and the same thing happens except that you zoom out
instead of in.

For even greater zoom control, while in Zoom mode you can make a zoom
box (a rectang|e) around the part of the image you want to fill the view. To
try this, position the pointer over the top-left knot of the triangle. Press down
the left mouse button, then while holding down the button move the pointer
to the middle of the triang|e; notice the zoom box as you drag. Now release
the button. You should now see on|y the part of the triang|e that appeared
within the zoom box before you released the button. You can repeat this
process a few times to zoom in more, a|though after a few zooms no further
zooming will be allowed.

If you have a mouse with a wheel, rolling the wheel will normally scroll your
view vertically. If you'd like the mouse wheel to control zooming, you can set
this behavior using the Units and Precision command you saw in Lesson 2.

Now press Enter to return to a full view of the design, and click the Pick
toolbar button to return to Pick mode. Your pointer should once again look

like an arrow.
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B View properties

In addition to changing the size and position of the view of a design, you can
change the way the design is drawn simply by clicking toolbar buttons. The
need for some of these options might be unclear at First, but as you begin
designing you are sure to find them all useful.

Understand that there is a difference between changing the view of a design
and changing the design itself. All the changes we're making here affect only
the way we see the triangle; the design itself isn't changing. This is similar to
changing the way you take a photograph. You can change the camera |ens, the
|ighting, or the film type. All of these change the view (the photograph) of
the person, but the person remains unchanged‘

Let's look at the most useful view properties.

o Show Hairlines

This is the Show Hairlines button. Click it now. The lines of the

| triang|e are now shown as very thin |ines, and the button should

look pressed in to let you know you have Show Hairlines enabled.

With all view property buttons, a "pressed in" button means that feature is
enabled, and a "popped out" button means that feature is disabled.

If you click on the button again you will pop the button out, causing Show
Hairlines to be disabled. Try clicking on the button a few times and see how
the triangle changes. Leave Show Hairlines disabled before continuing.

e Show Rulers

The next option is Show Rulers. Clicking the button will reveal a
EX | horizontal and a vertical ruler. Looking at the rulers, you can tell

that the triangle measures 5" wide and 4" high. You might want to
scroll or pan the window now to see how the ruler responds. Notice that
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there are marks on the ruler that show you the exact location of your pointer.
Also notice the pointer location shown numerically at the rightmost end of the
status bar.

Find the point in the view that measures 0" on both the horizontal and vertical
rulers. This point is called the ruler origin. You can change the origin to any
location you like. Try this now by choosing "Set Ruler Origin" on the View
menu, and then clicking anywhere in the view. Notice that the location you
clicked on has become the new ruler origin.

Now disable Show Rulers.

o Show Knots

Next is the Show Knots button. The button is probably in the
(] down position, so click on it to bring it up. You should notice that

0

knots are no longer visible. The main purpose of this option is to
allow you to view your design in a more natural, uncluttered state than when
knots are shown. Of course, it is harder to change the shape of a curve when

you don't know where the knots are!

Click the Show Knots button again to turn that feature back on.

o SI‘IOW COIOI’S

You can turn piece color on and off using the Show Colors button.

o

e Turning off color lets you concentrate on the pattern itself, rather

than on the colors of the g|ass. A|so, it takes time for the computer
to display glass, so hiding colors when you don't need them will speed up the
time to draw a design on the screen.

Click the Show Colors button again to turn that feature back on.

You can now exit Glass Eye 2000, or continue on to the next lesson.
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Lesson 4: Changing the Triangle

In this lesson you will learn how to reshape a design by moving its knots and
lines. You'll also be introduced to the undo and redo operations. Finally,
you'|| learn how to use the color pa|ette and how to recolor a piece.

If the Triangle design is not currently open, please open it now just as you did

in Lesson 3.

ress Enter to cause a Zoom A, and then press the — key twice to provide
Press Enter t Zoom All, and th the "—" key twice t id
some working room around the triangle. You might want to remember this as
you proceed through the lessons: after opening any file (or after doing a

oom press the '— key once or twice and it will often be easier to
Z All) the "-" k twi d it will often b ier t

manipulate the design.

Make sure that you are in Pick mode (the Pick toolbar button should be in).
Also make sure that Show Knots and Show Colors are enabled and that Show
Hairlines is disabled.

B Dragging and selecting

Changing the shape of the triangle is easy. Move the pointer over one of the
|<nots, press down the left mouse button, and then clrag the mouse. When the
knot is moved to the p|ace you want, release the button. During the move you
will notice that the lines to move become thin and that the adjacent colors
disappear. This is because most computers are not fast enough to show thick
lines and areas of color as quickly as you can move the mouse. (If your knot
did not move, you probably need to position the pointer over it more

exact|y.)
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Sometimes you want to move something other than one knot. You might want
to move several knots, an entire line, or any combination of these. To move
more than a single knot you must first select the things you want to move and
then drag that selection across the screen.

Try this by clicking on the middle of any of the three lines of the triangle. (Do
not hold the mouse key down for long: just click and let go.) The line will
change color, indicating that it has been selected. Now drag the line around
the screen and release it at some new position. Now click on another line.
Notice how the first line you selected is now unselected and that only the
new line is selected. Drag around the newly selected line. When you have
experimented enough, click outside of the triangle to unselect any lines that

were selected.

B The Ctrl key

You can select more than one line by using the Ctrl |<ey. Click on some lines
again, but this time hold down the Ctrl key as you do so. Now selecting a
line does not unselect a previously selected line. Click on a selected line while
ho|o|ing down the Ctrl |<ey to unselect that line. When you have exact|y two
lines se|ected, try dragging them around the screen.

B The select box

If you wish to select a large number of lines, you may find the select box
useful. Let's select all three of the lines using this method. At some point
above and to the left of the triang|e, press down the left mouse button and
drag the mouse. You will drag out a box, and when you release the mouse
button every line wholly within that box will be selected. Drag out a box large
enough to select the entire triang|e, and then drag the entire triang|e to another

place in the view.

Now click in the view away from the triangle to unselect all lines.
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B The Shift key

Often you want to move a selection on|y
horizontally, vertically, or diagonally. If you hold

down the Shift key while dragging, your movement
will be restricted to only the eight directions

SI‘]OWH.

Try dragging some part of the triangle around the screen while you hold down
the Shift key to get a feel for this feature. You can actually specify directions
different from the eight shown, but we'll save that for Lesson 6.

® Nudging

If you want to move a selection straight up, o|own, T

left, or right, you can "nudge" it by using the arrow

keys. Try this now. Select a knot or a line by clicking ‘ — ” ¢ ‘ — |

on it, then press one of the arrow keys. The selection
will move a small amount in the direction you indicate.

For fine control, hold down the Ctrl key while you press an arrow key. This

time your selection will move only a very slight amount.

If nudging does not work, you might be using the part of the keyboard that
combines arrow keys with the numeric keypad. If so, turn off Num Lock on
your keyboard and try again.

B Deleting

There are many things you can do to a selected shape besides moving it.
Another operation you can do is to delete it. Let's try deleting lines from the
triangle. Select one of the lines and then press the Del or Delete key. (You
can choose "Delete" from the Edit menu if you prefer.) The line disappears,
and the color of the triangle disappears with it. This makes sense, because
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only areas bounded by lines can be colored. Continue to delete lines until the

entire triangle is gone.

If pressing the Del key does not delete anything, you might be using the Del
key on the numeric keypad. If so, turn off Num Lock on your keyboard and
try again.

B Undo and Redo

The triangle is gone, but we can recover it. Nearly every operation
k) ‘ in Glass Eye 2000 is undoable! All you need to do is click the
Undo button, shown at the left. Click the Undo button until the
triangle is restored. Each click of the Undo button takes you back one

operation, so if you deleted the lines of the triangle one at a time then this
should take three clicks.

If you undo an operation by mistake you can "Undo the Undo,"
| I which is called a "Redo." A Redo reverses the effect of a previous
Undo. Try it now by clicking the Redo button, which is just to the

right of the Undo button. Go ahead and Undo and Redo a few times to get
a feel for these operations. Stop at some point where the entire triangle is

once again visible. Having Undo and Redo available to you should make you
more confident to experiment when you use Glass Eye 2000: you know that
most anything you do can be undonel!

B Erasing

There is another way to removing lines that you might prefer to
&,‘ using the Delete command. Click the Erase button, shown at the

|eFt, to put you in Erase mode. Now hold down the left mouse

button while you position the pointer near one of the lines. Try this until the
entire triangle is gone, then use Undo to restore it.

40 * Glass Eye 2000 User’'s Guide *



® Coloring

Changing the color within the triangle is easy using the color
palette. The color palette, at the left of the screen, should look
something like what you see here. The |ength of the pa|ette

Bl

depends on the size of your main window, and you might even
find your last button only partially showing.

The first button is a|ways blank, and is used for removing color.
The remaining colors can change from pattern to pattern,

depending on what colors the designer used. You will learn how to

change pa|ette colors in Lesson 9.

The button that is pressed in indicates the working color. (In the
pa|ette shown here, the second button down holds the Wor|<ing

color.) The working color is the color you "paint" with as you
assign color to pieces.

-I Choose any color to be the working color by clicking one of the

color buttons now. Notice that the pointer changes to a paint can
shape indicating that you have entered Color mode. The paint can is upright
when there is nothing to color at its location, so that is how the pointer will
appear when outside the triangle. The inside of the triangle is colorable, so
when the pointer is there you will see a tipped paint can. Click inside and the
working color will fill the triangle.

Close this design now by choosing "Close" from the File menu. When asked
"Save changes to Triangle?" click the "No" button; otherwise, you would be
permanently changing the design used in this tutorial, which you do not want
to do.
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Lesson 5: Your First Design

In this lesson you'll create a design of your own. You'll learn how to draw
curves and how to set values for both the face width and the heart thickness.

Lastly, you'll learn how to save your design.

Now welll create a design from scratch.
To the right is what it will look like
when comp|eteo|. It's a mushroom, or
perhaps an umbrella. Yes, we're still
keeping things simple!

To start a new design, click
D ‘ the New button. (You can

also choose "New" from the

File menu or simply press Ctrl+N.) You now have a blank design, which you
will add to during this lesson. This is like getting out a blank sheet of paper on
which to write a new story.

] Lead size face width

A line section is the part of a line that

goes between two of its knots. Each

line section in your drawing has a face heart
width, which is the width of the thickness

visible lead in your window. Each line

section also has a heart thickness,
which is the width of the lead that sits
directly between pieces of glass. Looking at the cross-section of a typical "H"

came helps to make this clearer. For each line section you can make these
widths whatever you like. You can even view and print your design showing
the lead width, the heart thickness, or both, depending on your needs.
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Before we begin drawing we will set the face width and the heart thickness for
our lead lines. Choose "Default Line Properties" from the Modify menu:

Default Line Properties

Face width Heart thickness
" Solid hairline " Solid hairline
" Dashed hairline " Dashed hailine
|3 ™ |1/32" [copper foil
ol VT & |1/16" lead came)
|53z
& |311E"
. |F".-"32" v Include in Properties
- |1£4" v lnclude in Suggestions
. |5£1E" [ Apply to existing lines
o

Switch to Milimeters
Vg
Color

For face width there are eleven choices from solid and dashed hairlines (the
thinnest) to 1/2" (the thickest), and all but the first two can be changed to
whatever values you wish by typing a measurement direct|y into one of the
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boxes. Heart thickness values work similarly. You can change your line color to
any of six preset colors, or by double-clicking one of the custom colors you

can make lines any color you wish.

Pick a face width of 3/16" and a heart thickness of 1/16", then click the OK
button. Now every lead line we draw will be this size until we change the
default size to something else.

B Drawing the curves

Before you start drawing, make sure you have the "Sticky" property
EI on. The button looks like a shoe stepping on chewing gum. (If you

are using a low-resolution display you might not see this button.

Use the "Sticky" option in the View Properties command instead.) Recall that
a property is active if the button looks pressed in. You want to have the
Sticky property on as it ensures that lines will stick together automatically. You
should turn this property off on|y in unusual circumstances.

To draw curves you need to be in Curve mode, so click the toolbar
{"I' button shown here. The pointer changes to the shape of a pen,
|etting you know that you are ready to draw. Let's draw the

straight, horizontal line first. At a point just left of the center of the view, click
the mouse. (Remember that to "click" means to press the left mouse button
down and quic|<|y let g0; do not "drag" the mouse.) Now move the pointer
around the screen. A thin straight line will be drawn from the place you
clicked to the pointer, showing you the shape of the line you are creating.
Move the pointer to the right of the center of the view and double-click
there. The double-click signifies that you are finished drawing that line. The
line will now be drawn in at its proper thickness.

If you don't like double-clicking, there is another way to terminate drawing. At
the place you want to end the line do a normal, single click. After this, click
the right mouse button and choose “Accept” from the shortcut menu. It

doesn't matter if you move the mouse between those last two clicks. (The
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"Drawing Properties" command that you'll see in the next lesson lets you skip

this menu if you wish.)

The horizontal line is complete. It's fine if the line is not perfectly horizontal.
Now add the curved top. Click on the knot at the leftmost end of the
horizontal line. Move the mouse somewhere above the center of the horizontal
line and click again. Finish the top line by double-clicking on the knot at the
rightmost end of the horizontal line.

Now add the stem by clicking on the middle of the horizontal line and then
drawing a vertical line down. If you make any mistakes in this process, just
click Undo and try again.

Having the Stic|<y property on made it easy to draw this figure. Notice how
the knots of the horizontal line are shared by the beginning and ending knots
of the curved line. And notice how the knot in the middle of the horizontal

line sits directly on that line.

Switch to Pick mode and drag the rightmost knot around the screen, but don't
distort the figure too much or you will end up with a mess! Notice how the
figure hangs together. These are not just three lines but three connected lines.
Having the Sticky property enabled tells Glass Eye 2000 to make these
connections automatically.

Notice especially the behavior of the slider. Recall from the Overview that a
slider is a knot that attaches to a line but does not affect the shape of that
line. The slider in your figure is the white knot in the middle of the horizontal
line. (Knots that are not sliders are gray.) That knot became a slider because
you placed it in the middle of an existing line. Watch how the slider follows
the horizontal line during movement.

Disable Show Knots and then color the body of the mushroom just as you
colored the triangle in Lesson 4. The mushroom should now look more or less
like the picture at the beginning of this lesson.

Put yourself back in Pick mode before you continue.
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Let's see how the design looks with a
thicker lead. Select all lines using a
select box, or by pressing Ctrl+A, or
by choosing "Select All" from the Edit
menu. Now choose "Line Properties"

from the Modify menu. Select a face
width of 1/2" and then click OK.

the face width of just one line section. Or try using Undo and Redo to switch

If you like, experiment with changing

between different face widths to see how they compare.

B Printing your design

You can print your design at any time by using the Print command,
% just as you did in Lessons 1 and 2. If you would like to print only

a portion of your design, just select that portion before you use the

Print command. (Note that the capability to print only a portion of your
design is not available in the Standard Edition.)
B Saving your design

Saving to disk in Glass Eye 2000 works exactly as in every other
Windows application, so we will give only a quick description

here. The easiest way to save your design to a file is to click the
Save button now. Because you have not yet named your design, the Save As
dialog box will appear. At the top of the dialog box you will see a folder
name to the right of the words "Save in". You want to save your work in the
Tutorial folder, and if the name "Tutorial" appears here then all is well. If not,
it should appear in the list of folders beneath this field and you will first need
to double-click on the Tutorial folder where you see it. In the field labeled
"File name" type "Mushroom" and then press Enter. Your design is now saved
to disk under that name. You can now exit Glass Eye 2000 or continue on

to the next lesson.

46 * Glass Eye 2000 User’'s Guide *



Lesson 6: The Shortcut Menu
and Quick Figures

In this lesson you'll learn to use the shortcut menu, and you'll see how it will

help with drawing rectangles, squares, ellipses, and circles. You'll also learn

about drawing polygons and the options on the Drawing Properties dialog

box. Last|y, you'|| learn how to customize the shortcut menu to the way you

WOFI(.

Begin this lesson by clicking the New button to start a new design, just as you

did to begin your mushroom design.

B The shortcut menu

Common in Windows programs is a
menu called the shortcut menu. This is
nothing more than a menu that appears
when you click the right mouse button.
The items on the menu will change
depending upon the circumstances under

which you bring up the menu.

Click the right mouse button now and
you will see the menu shown here. This
is the current shortcut menu, giving you a
choice of four items (with others

unavailable because there is no design).

Color Options. ..

View Properties...

Zoom All

Default Line Properties. ..

We are not interested in any of these options, so left-click outside the menu

to remove it. In the remainder of this lesson we will bring up other shortcut

menus that will interest us more.
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B Quick rectangles and squares

A rectang|e can be drawn by connecting four
straight lines. This requires a fair bit of work, and it's
difficult to get the alignment perfect. Fortunately,
there is a command just for drawing rectangles.

There are actua||y two ways to draw a rectang|e:

1. Pick the center and one of the cormers.

2. Pick two opposing cormers.

Let's give both of these a try. There is no
8 Y Show Measurements

toolbar button for rectang|e drawing, so choose Keyboard Entry
"Rectangle" from the Draw menu. Before you
* Center, Dimensions

begin drawing, click the right mouse button. ) )
Caorner, Dimensions

BCCGUSQ YOu are now in Rectang|e mode, you

will see a different shortcut menu than before. Help

This menu lets you choose your method for
drawing rectangles. The bullet symbol tells you which method is currently in
use. In this example, the "Center, Dimensions" method is being used. On your

menu, click on the "Center, Dimensions" item to choose this method.

Now click (left mouse button) somewhere in the view to begin drawing your

rectang|e. Remember to release the button; don't do a drag. Move the mouse
to another part of the view. You will see a rectangle with its center where you
first clicked and with one corner at the pointer. Click a second time to

comp|ete the rectang|e draw.

There is nothing new about the rectangle you have just drawn. It is nothing
more than four curves connected at the knots. Enter Pick mode, drag one of
the corners, and you will see that the lines are not constrained to be arranged

as a rectang|e.
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Notice that you defined the rectangle by clicking, not dragging, the mouse,
which was also true when you drew the curves for the mushroom. You might

keep this rule in mind:

In Glass Eye 2000,

all line creation is done using clicking, not dragging.

Try drawing a few more rectang|es until you feel comfortable with the process.

Click the right mouse button to bring up the shortcut menu again. This time
choose "Corner, Dimensions" and then draw a few more rectangles. This time
you'll see that the first point you click becomes one comer of the rectangle and
the other point becomes the opposing corner.

Now choose "Square" from the Draw menu and try drawing some squares.
Experiment with changing the square drawing method by using the shortcut
menu. If you run out of room on the screen, just scroll the view.

B Show Measurements and Keyboard Entry

At the top of the shortcut menu are two options, one called Show
Measurements and the other called Keyboard Entry. These options are
available with the Professional Plus and higher editions and also during the trial
period, but even with a Standard or Professional Edition you'll be able to use
these features in a limited way. If you get warning messages having to do with
licensing, just click the Proceed button.

Choose "Square" from the Draw menu and click the right mouse button to
display the shortcut menu. Select "Show Measurements" and start drawing
your square. This time while you draw you'll see an indicator showing you the
width of the square. You'll get similar feedback when drawing other shapes.
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Click the right mouse button again and this time choose "Keyboard Entry". A
dialog will appear, looking something like this.

Square E'

Certer, Side lc.;.rner, Side ]

Center

Inches

Inches
Horzontal location: |3.25
Side: 1.5
Verical location: 8758

| QK | Cancel | Continue | Help |

Here you can enter the location and size of the square using the keyboard so
that you can get precise|y the shape you want. The tabs at the top of the
o|ia|og let you choose between entering the location of the center of the

square or the location of one of its corners.

For access to these functions without using a mouse click, keyboard shortcuts
are available. For drawing measurements press the spacebar, and for keyboard
entry press the Enter |<ey. Escape means to cance|, as usual. You must have
a|reao|y started to draw your shape for these |<eys to work.

B Quick ellipses and circles

Now that you are familiar with drawing rectangles and squares, experiment in
the same way with ellipses and circles. The process is the same: choose
"Ellipse" or "Circle" from the Draw menu, and bring up the shortcut menu to
choose the drawing method. Try drawing several of each using both drawing
methods.
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B Drawing Properties

Another way to access the drawing methods is to use the Drawing Properties
command on the Draw menu. Choose the feature now to see a dialog box like
the one below. You'll see the current|y selected drawing methods for squares,
rectang|es, circles, and e||ipses.

Drawing Properties

Drawing methods

Square:; |Eenter, Side ﬂ Circle: |Eenter, R adiuz ﬂ

Rectangle: |Eenter,DimensiDnsﬂ Ellipze: |Eenter,Dimensinnsﬂ

Falygon drawing Right mouse click while drawing
Mumber of zsides: |6 3: " Cancel drawing operation
{* Show zhartcut menu

v lrclude "Help' itemn
[ Make each shape a group

Shift key locking far drawing and moving K

Mumber of divizions: |2 3: Cancel
Anale of ratation: 1] El: Hel
=]

Notice that you can set an option to have the shapes you draw formed into

s

groups. With this setting, selecting any line of the shape causes all lines of the
shape to be selected. We'll discuss groups more in Lesson 18. For now, be
sure this option is not selected because future lessons assume that the shapes

you draw are not automatica”y grouped.
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Earlier in this lesson we discussed the shortcut menu that appears when you
click the right mouse button while drawing. If you don't want a shortcut menu
but would prefer to have a right mouse click cancel the current drawing
operation, you can indicate that preFerence here. You can also elect to remove
the He|p item from the menu.

The controls in the bottom right of this dialog box allow you to choose your
own. Shift key locking directions, used when drawing and moving lines.
(Review Lesson 4 if you need to be refreshed on that topic.) We won't
discuss this feature now, but you can experiment if you wish. Click the Help
button if you would like more information.

® Polygons

In the middle of the Drawing Properties dialog box is a control for choosing
the number of sides when you draw a polygon. Make sure the number of
sides equals six and then click OK. Now choose Polygon from the Draw
menu to enter po|ygon mode. Po|ygons have on|y one method of drawing: a
click at the center and then a click at a corner. Using this technique, create a
few hexagons in your design. If you like, return to Drawing Properties, select
another value, and draw polygons of a different shape.

B Customizing shortcut menus and hot keys

Glass Eye 2000 allows you to create your own shortcut menus, and also lets
you assign hot keys to your favorite commands. Let's try this now. Start by
choosing "Customize Menus and Hot Keys" from the View menu.

There are two main shortcut menus in Glass Eye 2000: one for when there is
nothing currently selected in the design and one for when there is a selection.
You can configure these two menus independently to provide different choices
based on this context. Note that some choices make sense on|y when there is
a selection and you will not be able to add these to the "nothing selected"

menu.
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Customize Menus and Hot Keys

Shortcut menu when
nothing is selected

Glass Eve 2000 commands

Shortcut menu when
something is selected

X

Paste ~ Stretch
Add Kot Resize
Stretch Add/Edit Test Ruotate
Resize j Arc j Maove
Scale Auto Grid Snap
j AutoS ave j Flip
Flip AutoTrace Background Reflect
Reflect AutaTrace Test
Background Properties Subdivide
Color Optians Break Set Knot Location
‘Wiew Properties Browse Bevels Shap to Grd
Zoom Al Brovwse Designs Straighten
Line Properties j Circle j Join Lines
Select Al Cloze Break
j Color j Line Praperties
Color Optiong M
Group
Ungroup

Fieset Menus to Defaults Ok |

Cancel | Help |

The dia|og has three panes that you use to build the menus. The center pane
contains all of the commands available in Glass Eye 2000 as well as a
horizontal line that you can use to group and organize the commands. Resting
the cursor momentarily on a command in this list will display a brief description
of the command's function. The two side panes display the current
organization of the "nothing selected" and "something selected" shortcut menus.

To add an item to one of the menus, highlight the item in the command list by
clicking on it, and then click the top arrow button pointing to the menu where
you want it to be added. By default the item will be inserted at the bottom of
the menu. If an item is currently highlighted in the menu you are adding to, the
new item will be inserted directly below it. Only the horizontal line can be
added more than once to either menu.

To remove an item from a menu, highlight it and then click the corresponding
arrow pointing back to the list of commands.

You can modify the top-to-bottom order of items in either menu by
highlighting the item you wish to move and then clicking the adjacent up or
down arrow buttons.
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You may also define a "hot key" for any command. While highlighting a
command in the command list, press the key that you want associated with
that command. You'll then be able to invoke that command while working on
a design just by clicking that key; no Ctrl or Alt key sequence is required. To
delete a hot key, press the Delete key while highlighting a command in the

command list.
Alter you've experimented with this feature, click the "Cancel" button.

We do not want to |<eep any of the work done in this |esson, so choose
"Close" from the File menu and click "No" when asked if you want to save.
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Lesson 7: Adding and Deleting Knots

In this lesson you'll learn how to add knots to a line using the Add Knot and
Subdivide commands. You'll learn to remove knots by selecting and deleting

them.

A general rule for drawing lines is this:

The fewer knots on the line, the smoother the line.
The more knots on the line, the more control you
have over its shape.

Begin this lesson by clicking the New button to start a new design.
Adding and deleting knots from a

line couldn't be easier. Let's /D\
experiment on a new line. Draw a

curve that looks something like this.

s Now click on the
:::,.‘ Add Knot toolbar
button. The pointer P T
o '
changes to a = shape to indicate \
that you are in Add Knot mode.

Place the tip of the arrow
somewhere in the middle of the right line section and click.
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Now enter Pick mode and drag the

new knot to another location. ./\

Dragging it downwards, you might \\:\_-/D

get this.

Let's delete the knot you just added. Click on the knot to select it, then press
the Del key. (Clicking the Cut toolbar button, or choosing "Cut" or "Delete"
from the Edit menu, will do the same thing as pressing the Del key.) The line
is now restored to the shape it had before you added the knot.

m Subdivide

We will now make the design that appears to
the right. Before we get startec|, use the
"Drawing Properties" command (discussed in
the previous |esson) and make sure that the

"Make each shape a group" option is turned
off.

Draw the border first. Choose "Square" from
the Draw menu and draw a square on your screen not too close to the curve
you just created. Recall that the square will be created as four connected

curves.

Instead of immediately drawing the three other lines, which would be hard to
do precisely, let's first position the other knots. We want the knots to be
evenly spaced along each side. Notice that the top and bottom lines are
divided into two equal sections and the side lines are divided into three equal

sections.

Enter Pick mode and select both the top and bottom |ines,~ remember to hold
down the Ctrl |<ey as you click on the second line. Choose "Subdivide" from
the shortcut menu to bring up the Subdivide Sections dialog box.
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Subdivide Sections

MHumnber af subdivizsions: |2
Cancel

Help

Pl

You want to divide each of these lines into two sections, so accept the
number 2 in the dialog box by clicking OK. The square should now look like
the first figure below.

Select the left and right side lines and do the same, except divide them into
three sections each by entering 3 in the Subdivide dialog box. It is now easy
to draw the remaining lines precisely. Click the Curve toolbar button and draw

them as shown above.

B [ntersecting lines

One problem with the figure you just created is that you can't color it. The
reason is that the new lines you added do not intersect one another; they
overlap. Imagine building a window by overlapping lead came instead of
soldering sections together!
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What we need are two "weld" points in the center of the design. This is easily
done using the Add Knot command we introduced at the beginning of this
lesson. Get into Add Knot mode again and click (with the tip of the arrow)
on each intersection point.

You should now have knots at both intersection points as shown in the middle
diagram above. Now color the pieces with whatever colors are currently
available on your color pa|ette.

We do not want to keep any of this work, so choose "Close" from the File
menu and click "No" when asked if you want to save.
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Lesson 8: The "Suggest" Command

Glass Eye 2000 lets you change the shape of a design as much as you
please. |f you distort a design too greatly, it might become impossible to color
some of the pieces. This lesson will introduce a command that will help you
identify and fix such problems. We'll also discuss how to make sure you're
running the latest version of Glass Eye 2000.

Open the file "Suggest” in the Tutorial folder. It looks like this:

It seems that you should be able to color each of these Figures with one or

more colors. Try now to do so. You will find that on|y the last Figure can be
colored! What is wrong?

The prob|em is that the first three figures are bac“y formed in some way, even
though they look reasonable at first inspection. Fortunately, there is "Suggest"
command that ana|yzes your designs, reports such prob|ems, and gives you
suggestions on how to solve them.

Let’s examine each of these figures in turn to see what the problems are. The
Suggest command analyzes whatever is visible in the current view, so to receive
suggestions on on|y one Figure you should first zoom in on that Figure to make
it the only one visible. Do this now. Put yourself in Zoom mode and drag a
zoom box around the circle. The circle should now be the only figure visible; if
not, zoom or pan until it is.
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Now pick "Suggest" from E]

| 5 .
the He|p menu. If youre gEsEst

running Glass Eye 2000 Thiz command looks for dezign flaws and offers
version 1.2 or later, you zuggestions for fising them. Use the checklist

i ) below to select the problems pou wish to find.
will see the dialog box

pictured to the right. Verify W Krots mizssing where lines cross
that all boxes are checked v Overlapping lines
and click "Continue." W Enots unattached to nearby lines

v Yery small pieces

If this dialog box did not

appear then just continue

Wlth thIS |eSSOﬂ, but be sure Continue | Cancel

to read the section on

v Uncolored pieces

upgrading your software at
the end of this lesson.

The next message you see
EMOT UNATTACHED TO LINE will be the one shown to the

: i . left. Coming out from this
Thiz knot iz not attached to a nearby line. vou

might wish to drag the knot to the line with the message is a line pointing to
Sticky option turhed on). the knot that is causing the

pro|o|em. What this message

et | Cancel is telling you is that a knot is

very near to a line but is not

attached to it, which is likely to be trouble. If you look closely you should see
that the line is pointing at two knots very close to each other, and this is the

cause of the problem.

Click on "Next" to see further messages. You should see the same message,
but this time the line will be pointing at the other of the two adjacent knots.

Click on "Next" again. You will be told that no further problems are found.
Click the OK button to dismiss the dialog box.
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By now you can be sure that something is wrong
| with those two adjacent knots. Let’s investigate.
First, click the Show Hairlines toolbar button to

enable that viewing option. Doing so will make the problem

easier for you to see. Now zoom in closely on those two

adjacent knots.

You can see that there is a gap in the circle, which is why it

could not be colored. You can now enter Pick mode and drag

one knot on top of the other to reconnect the circle. After

you do so, zoom out until you can see the whole circle. You

should now be able to fill the circle with color.

MISSIMNG KNOT?

'ou might want to form a knot where these lines
meet.

M ext | Caricel

Disable hairlines (by clicking
that toolbar button again)
and this time zoom in on the
square until it fills the screen;
you might be able to do this
by scrolling horizontally. We
will now find the problem
with this figure by choosing

"Suggest" from the Help menu once again. You will see the suggestion shown

here.

This is the same problem we experienced in the Lesson 7: two lines
:::,. cross but they do not intersect at a knot. This problem is easily
solved as before by entering Add Knot mode and p|acing a knot at

the intersection of the two lines. After doing so, you should be able to fill

each of the four pieces with color.

Now zoom in on the triangle. Ask for suggestions and you should receive

three, including an "Overlapping Lines" suggestion.
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The problem here is that the
OWERLAPPING LINES top of the triangle, which

i i looks like a sing|e line with
Two lines overlap here. One of these lines should )
be removed. four knots, is actua||y two
overlapping lines. You can
see what is happening by

Mext | Cancel clicking on (selecting) one of

the top line sections of the

triangle. The figure (shown in the top figure below with the right line raised a
bit to make the point) is not a valid piece because the top two lines are not

connected.

Click on "Next" or "OK" until there
are no more messages. You will see
two "Knot Unattached to Line"
messages because these suggestions
also app|y to this Figure, but the
"Overlapping Lines" message identifies
this problem best.

One way to solve the prob|em is to
follow the advice of the suggestion
and to delete one of the lines. Let's
delete the right line to get the figure
shown here.

Now enter Pick mode and drag the
right end of the remaining top line over
to the right to complete the triangle. You will now be able to color it.

Finally, zoom in on the last figure, which looks something like a figure eight.
You are able to color each of the circles without difficulty. Try asking for
suggestions now, and you will be given a "Missing Knot" suggestion. If you

like, show hairlines and zoom in closely where the circles touch and you will

62 * Glass Eye 2000 User’'s Guide *



see that there is indeed a place where the two lines cross. But this crossing did
not cause problems when coloring, so you can ignore this suggestion. The
point of this final example is that the suggestions you receive are just that:
suggestions. There are times when you might well choose to ignore them.

If you have lines for which you do not want to see suggestions, select those
lines and use the Line Properties command. There you'll see an option to
exclude those lines from consideration.

Close the current design without saving it.

B Do you have the latest version?

As part of our service to you, Dragonfly Software will provide updates to
Glass Eye 2000 from time to time. We intend to send out email when these
are available, but you can also check for these yourself by using the "Do |
Have the Latest Version?" command on the Help menu. Just make sure your
Internet connection is established and then follow the directions.

Another way to stay informed is to join our discussion group. There you can
meet other users of Glass Eye 2000, ask questions, and share designs. To

join, visit:
http://groups.yahoo.com/group/glasseye

Alter you've joined, use the "Visit the Discussion Group" command on the

Help menu any time you want to visit the group.
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Lesson 9: Color

In this lesson you will learn the tools for adding color to your designs. By
"color" we mean both ordinary solid colors as well as images of glass. You'll
learn how to search for co|ors, how to app|y textures to co|ors, how to color a
piece, and how to change the color of several pieces at once. Youlll also learn

about various options for displaying color in designs.

Open the "Flag" file in the Tutorial

folder. This is a design composed of eight
pieces in three colors. In Lesson 4 we
discussed how to use the color pa|ette to
make a color the "working color" and how

to change the color of a piece. Let's look
at the basic coloring commands in more detail.

B Entering color mode

Clicking on a color button puts you in Color mode. You can also
ﬂ:’ use the Color toolbar button, shown at the |eft, to enter Color

mode. In color mode you can click on pieces to give them the

working color.

B Removing color

At the top of the color pa|ette is a blank button you can use to remove color.
Click that button now to select "color removal" as the working color. Now
click within the star and watch its color vanish.

B Changing several color regions at once

You know how to change the color of one piece, but let’s say you want to
change all the red pieces in the flag to blue. After making blue the working
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color you could click on each of the four red pieces, but a faster way is simply
to click on one red piece with the right mouse button. Using the right mouse
button means "change the color of this piece, and any other piece of the same
color, to the working color." Try this by clicking the blue color button and
then clicking with the right mouse button on any red piece. All red pieces will
change to blue.

Alter a color change can be a gooc| time to use the Undo and Redo
operations. By going back and forth between two alternative colorings using
Undo and Redo you can judge which coloring you like best. Click Undo a
few times until the flag is restored to its original colors.

Another way to change the color of several pieces is to o|rag a color box
around the pieces you want to color. Try this now. Click on one of the color
buttons, then drag a box around the entire flag. Watch all pieces change to
the working color. Click Undo to restore the original colors.

B Changing the color of a color button

The colors now on the color palette are only a few of the millions of available
colors. You select new colors by double-clicking one of the color buttons, or
you can use a right button click if you prefer. This tells the computer that you
want to change the color on that button.

Try this now by double-clicking the color button that currently looks blue.
When you do SO, the Color Selector o|ia|og box appears. The easiest way to
pick a color using this dialog box is to click in the spectrum control (the large,
rainbow-hued square) and then to click in the luminance bar (the thin
rectangle to the right of the spectrum control) to adjust brightness. Clicking
higher in the luminance bar makes the color brighter; clicking lower makes it
darker. Your color appears in the box in the bottom-left corner.

Use the c|ia|og box to choose a deep shade of purp|e. Also try dragging
(instead of clicking) the mouse pointer in the color controls. After you make
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your spectrum control and luminance bar choices your dialog box might look

like this:

Color Selector

Properties of the selected color

Color code across designs:
Color code in this desigrn:

[v Label pieces of this color

Price per square inch:

Color not uged in design

Click the "Glazs" tab to
find the glass that most

Testure: |Mone - clozely matches the

selected caolar.
Hue: (210 Red: 120
Sat |120  Green: |40

Lum:’? Blue: W lTl Cancel Help

Purple

Notice that the name of the color appears under the color box. When you
have the new color showing, click OK. The button that was once blue is now

purple. Purple is also now the working color.

Use your new color by clicking in the star, turning it purple.

B Applying texture

Every color can have a texture applied to it. Let's see this in operation now.
Double-click the purple color button to bring up the Color Selector again.

Use the texture control to choose "Wispy" as your texture. You should now
see an image of a purple wispy glass where before there was a solid purple.

Click OK to close the dialog box. Purple wispy is now on the button and is
also the working color. Click on the star to see that color in your design.
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B Glass

The availability of glass images from glass manufacturers is one of the most
exciting features of Glass Eye 2000. This feature is active in the Professional
and higher editions only.

Begin by double-clicking the red color button. Doing so will bring up the
Color Selector with the "Textured Color" tab selected with red as the current
color. Now switch to the glass page by clicking the "Glass" tab at the top.
The Color Selector will now look something like this:

Color Selector

Textured Color Glass l

Properties of the selected color

Color code across designe:
K-415PL | WWO-28 (225 Color code in this design;

v Label pieces of this colar

ST 2
K-257LL Price per square foot:

Color not uzed in design

MHame: Kokomo 415PL
Categomny: Steaky

[wl&rmatrang [w] 5 pectium
[w|EBullzeype [w|Uroboros
[w] Cagimir [wl'wizzmach

Description:  |Ruby Red, Clear

[w|Gecko [w[Youghiogheny Zoom
[w]K.okarmo
Feywords: |

[ Show favarites only s | Eoncs) | Help |

The nine red squares represent the nine g|ass samp|es that best match the red
on the Textured Color page. (The samp|es shown here are from an extensive

glass library. If you downloaded the trial version from our web site you will see
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a different set of glass because your library is much smaller.) The best match is
in the top-left corner, then next best is to its right, and so on. The entire glass
library has been sorted this way, and to see the rest you only have to scroll
using the control to the right of the squares.

Have some fun experimenting with this unique way of selecting glass. Click on
the Textured Color tab and select a co|or, then click on the Glass tab to see

the entire glass library sorted according to how well samples match the color.

At the bottom of each 9|ass samp|e is text that indicates the manufacturer and
part name of the sample. The first character is the first letter of the
manufacturer name, then after a dot is the part name of the g|ass. For examp|e,
K-41SPL is shorthand for Kokomo 41SPL. By clicking on a glass sample it
becomes highlighted, and then you can learn more by examining the right-hand
side of the Color Selector. In the current example, we can see that the
selected sample is streaky glass with the description "Ruby Red, Clear."

You can filter the list even further to help you find the glass that best suits
your needs. Each name in the list of manufacturers can be turned on or off, e}
you can see glass from only those that interest you. Below that list is an area
where you can enter |<eyworo|s. Each word you enter there is compared against
the part name, the category, and the description of every sample. Only if all
the keywords match is that samp|e included. The "Show favorites on|yII control
allows you to see only your favorite glass, and later in this lesson you'll learn
how to mark a samp|e as a favorite.

B Color codes and prices

The Professional and higher editions allow you to assign a color code and a
price to any color. Welll s|<ip these for now, but we'll come back to color
codes in Lesson 10 when we talk about piece labeling and to prices in
Lesson 11 when we talk about design properties.
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B Zooming in on glass

Have you noticed the "Zoom" button to the left of the description? Highlight
any g|ass samp|e (for examp|e, Armstrong 81 DS) and then click on that
button. A close-up view of the glass sample will appear:

X

Armstrong 81DS

width in
inches: Opaque

—

I Favorite
Ruotate 30° T

Tranzparent
Direction
" None
' Horizontal Delete
" Wertical

ak | Cancel I Help J

Here you have access to a few functions that are not seen on the Color
Selector. The first one is the ability to specify the measured size of the sample.
This measurement is important, as it tells Glass Eye 2000 the correct
magnification level for the glass texture when it appears in your design. The
Figure above shows that the g|ass pictured measures twelve inches across.
These values are provided by the manufacturer and you should not change
them unless you know them to be wrong. If you add any glass samples of your
own, be sure to check this value so that your g|ass appears correct|y when
used. (Read the Help topic "Adding Glass and Textures" for instructions on
how to add your own samp|es to the g|ass |ibrary.)

Try marking the sample as a favorite and then clicking OK to see how that
affects the images shown in the Color Selector. There you can check the
"Show favorites on|yII box to filter the list of g|ass samp|es to show on|y your

favorites.
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The "Rotate 90°" does just what you think it does, and you're welcome to

experiment with it now.

"Direction” refers to the flow of the appearance of the glass. For example,
Armstrong 81DS appears to flow left to right, so it has a horizontal direction.
If you feel that a glass image has a direction different from the one indicated
then you are welcome to change it. The direction property affects several
Glass Eye 2000 operations; for example, piece labels can be aligned with

glass direction.

The slider changes the opacity level associated with the image. All images start
with a 50% opacity, which in Glass Eye 2000 simply means a normal
opacity level. You can change this value if you know that a particular glass has
a higher or lower opacity. Once you move your mouse pointer near the slider
you'll see the glass image rendered transparently, with the opacity value in
back of it to give you an idea of how something behind the glass will show
through. Later in this lesson you'll see how glass opacity can affect the
appearance of your design.

You can use the "Delete" button if you know that you will never need this
sample. Let's not experiment with that now.

Click the "Cancel" button to return to the Color Selector.

To gain quick access to some of the functions —

just described, do a right-click on any of the Raotate 90°
glass samples. The menu pictured to the right Mark as Favorite
will appear. Try this now and mark one of the Celete

samples as a favorite. Of course, if it is already

marked as a favorite then the menu choice will read "Unmark as Favorite."

You can select a g|ass color either l:)y doub|e-c|ic|<ing the samp|e or by
highlighting the sample and then clicking the OK button. Select any one of the
samp|es now. You'll see the samp|e appear on the color button where the
solid red used to be. It is now the working color, so you can now right-click
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on one of the red stripes in the flag to turn all the solid red stripes to red

stripes that look like real glass.

B Color Options

The glass samples in our library come directly from the manufacturers and they

range in width from 2" to 24". When a glass image is smaller than a piece in

your design, the image is repeated as many times as necessary. You might have

noticed that when you placed glass within the flag the image was repeated,

but this depends on the size of the g|ass samp|e you selected.

The border lines between adjacent images often distract from the beauty of a

design. One way to reduce the visibility of these borders is to flip every other

image so the joining of two images becomes a reflection. If you want to

eliminate the repetitions entirely you can choose to have each glass image

stretched to fit each piece exactly. This has the disadvantage of ignoring the

actual size of the g|ass texture, but it can be preferab|e in some circumstances.

The Color Options command
allows you to choose from among
these rendering methods. Choose
"Color Options" from the View
menu now. Try switching
between the "stretch" option and
the "actual size" option to see
how the appearance of your
design changes. When rendering
at "actual size" try reflecting the
images to see how that looks.
There is even the option of using
a solid color approximation,

Color Options E|

Glass rendering
™ Use solid color approximation
™ Stetch glass to fit each piece
{* Display glass at itz actual size

™ Reflect images to hide seams

Opague
Color palettes
V' Show primary color palette
[ Show secondary color palette
Match Palette to Design
Tranzparent

[ Highlight pieces when colaring or numbering

which can be useful when you want to get a sense of the color but not be

distracted by the texture.
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While we're here, experiment with other options on this dialog box. You can
display a second color palette if you need more colors than will fit on a single
palette. There is also a button to limit the colors that appear on your palette

to on|y those that actua||y appear in your design.

The "highlight" option at the bottom causes the border of a piece to be
highlighted when the mouse is placed within it. Turn on this feature, click the
OK button, and move the mouse on top of the ﬂag. You must be in color
mode (or manual numbering mode, which we'll hear about in Lesson 10) to

see the highlighting.

We'll try out the Opaque/Transparent slider in a separate exercise later in this
lesson.

Make sure your g|ass rendering is at actual size, then close the Color Options
dialog.

B Setting the working color to a color in the design

Instead of always choosing the working color by clicking a color button, while
in Color mode you can choose the working color by holding down the Shift
key and clicking within a piece. The cursor will change to an eyedropper shape
when you do this. Try this now by clicking on one of the white pieces while
holding down the Shift key. White is now the working color. Notice how the
white color button appears pressed in.

B Changing the color of a button to the working color

The wor|<ing color can easi|y be p|aceo| onto any button on the color pa|ette.
Just hold down the Shift key and click a color button.

It is not often that you need to p|ace the wor|<ing color on a button, but there
is one situation where it comes in very handy. Let’s go through it now using
the color button showing purple wispy glass. Double-click that button, choose
a different color, and click OK. Now you no longer have purple wispy glass
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on the button, but the color is not lost because you do have it as the color of
the star. To get purp|e wispy g|ass back on a color button, hold down the
Shift key and click within the star, making its color the working color. Now
with the Shift key still down, click a color button. The working color of purple
wispy g|ass has now been transferred onto the button.

Note that another way to get the purp|e wispy 9|ass on the color button
would be to use the "Match Palette to Design" function discussed above.

Please save your recolored flag design before continuing.

B Glass position and rotation

|t is easy to change the position and rotation of the glass images in
EEl your design. To see how this works, start by entering Glass
Orientation mode using the toolbar button shown at the left. (If

you have only the Standard or Professional Edition then you'll see a message
informing you of your upgrade options; click
"Proceed" to continue.) Now position the
mouse pointer over the star. To move the
glass image, simply drag the glass to another
location: hold down the left mouse button,
move the mouse, and then release the
button.

Rotating the glass is just as easy. With the
mouse pointer on a g|ass image, use the
right and left arrow |<eys on your keyboard to rotate the g|ass clockwise and
counterclockwise. If you have a mouse wheel, turing the wheel will rotate the
image.

By holding down the Ctrl key while positioning or rotating the glass, you
affect all pieces of the same color.

Close the flag design without saving it.
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B Transparency

The Professional Plus and Enterprise editions of Glass Eye 2000 allow you to
set the transparency of the glass in your designs. Imagine having a photograph
of the intended location for your stained g|ass project. You could then import
that image as a background and then place your design in front of it with a
suitable transparency value. There's no better way to preview how your

project will look when finished!

No matter what edition of Glass Eye 2000 you have you can try the
following test. Open the design called "View" in the Tutorial folder. Notice
that you can see the background image through the design. If you)d like to see
the background image on its own, simply delete the design by doing a Select
All and then a Cut (easily done with two keystrokes: Ctrl+A and Ctrl+X);
after you’ve seen the background image, use the Undo command to restore

the design.

Now use the Color Options command e
i

on the View menu. Drag the slider up
and down to change the transparency
level. You'll see the effect immediately.
The slider affects the opacity of all glass
images in a design evenly. If you want
to change the opacity of individual glass
images, use the slider that was
introduced in the section "Zooming in
on glass" above.

Be aware that designs with transparency
take |onger to draw on your screen than
designs that are 100% opaque. When
you don't need the transparency feature, use the Color Options command and

move the opacity slider to the top.

Close this design without saving it.
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Lesson 10: Text and Piece Labels

In this lesson you will learn how to add text to your designs. This includes the
ability to have arbitrary notes and instructions on your design, as well as having
your pieces numbered automatically. You'll also learn how the "AutoTrace
Text" command lets you incorporate |ettering into your designs, a feature

available in the Professional Plus and higher editions.

If you have the Standard Edition then text is not available, and piece

numbering is limited to number-by-color.

m Text

Open the flag design once again. Press the Zoom Out key (the minus key)
three times so that we have some wor|<ing room around the Hag.

Click the toolbar button with the "A" on it, or choose "Add Text"
A from the Text menu. Doing so puts you in text mode. Your cursor

will change to an "A" with a right angle in the upper left. Move

the cursor to somewhere off the flag and click once. A box will appear into

which you may type any text you like.

Enter Your Text Here

Thiz iz a patriotic: pattern.

Change Font

Cancel

Help

i
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To move down a line of text simply hit the Enter key. Increase or decrease the
size of your text or change its font using the buttons in the upper right corner.

When you have comp|eted your text, click the OK button.

You can move your text by dragging it with the mouse, just as you did with
knots and lines. If you wish to change your text, double-click on it

BEC | and then make your corrections. If you wish to hide text

12z temporarily then use the Show Text command, which will toggle

text on and off.

Before we continue, delete any of the text you've added by clicking on it and
then pressing the Delete |<ey. Once you've removed all the text, press the
Enter |<ey to Zoom All.

B Piece Labeling

Automatic piece numbering is one of the handiest features. Just select "Piece
Labeling" from the Text menu and then check "Show numbers." Youlll

immediately see each piece in your design uniquely numbered.

Piece Labeling [zl

Content ¥ Automatic numbering

[~ Show color codes * Number by colar
W Show numbers " Mumber by location Help

Fonts ™ Manual numbering

Set for Hormal Pieces | [

Set for Small Pieces |

¥ Improve readability on glass by placing solid color behind labels
-

[v Rotate labelz b align with glass direction
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If the numbers appear either too large or too small, you can change the font by
clicking the "Set for Normal Pieces" button. Note that there is another button
used to set the font used for small pieces. Glass Eye 2000 will use this font if
the piece is too small to contain the number at the normal font.

If you have the Professional or higher edition, or are in trial mode, there are
more options available. Look at the area labeled "Automatic numbering."
When you choose "Number by color" then the numbering is color grouped so
that numbers assigned to a particu|ar color are consecutive. When you choose
"Number by location" then your pieces are numbered strictly top to bottom
regardless of color. "Manual numbering" is needed only when you want total
control over the assignment of numbers to pieces. If you're curious about it,
click the "Help" button for a complete explanation.

When you're ready, uncheck "Show numbers" and then click the OK button.

B Color codes

Youlll recall from Lesson 9 that the Color Selector has an area for defining a
code for any color. So in our flag example we could assign R to red, W to
white, and B to blue. Or you could use the letters A, B, and C if you wish.
If you have the Standard Edition this feature is not available, so you should
skip this part of the lesson.

Try this now by double-clicking the white color button to bring up the color
selector. For "Color code in this design" enter the letter A and click the OK
button. Fo||owing the same procedure, give red a color code of B and blue a
color code of C. Now choose "Piece Labeling" from the Text menu and check
"Show color codes." You will now see your codes within each piece. Now
check "Show numbers" as well to see both color codes and numbers.

The codes you assigned are applied individually to each design, so different
designs can have different coding systems. If you wish to have a system of
codes that applies uniformly across designs, enter your code instead into the
field labeled "Color code across designs."
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Before we end this lesson, notice the two options at the bottom of the Piece

" option is provided because

Labeling dialog box. The "Improve readability. ..
piece numbers can be hard to read when placed on highly textured glass.
Enabling it causes the piece number to be placed within a rectangle of solid
color. The "Use part names for unassigned color codes" option is a quick way
of using the glass part names as the labels for your pieces. Experiment with

these options now if you wish.

Close the flag design without saving it.
B AutoTrace Text

The text you put into your designs using the
"Add Text" command is intended for annotations or v

instructions. The text cannot be colored or rotated,

nor does that text contribute to the calculation of
materials usage, a feature you'll see in the next
lesson. If you'd like to make text part of your

design, use the AutoTrace Text command.

Try this feature now. Start a new design and add text to it using the "Add
Text" command. Click the "Change Font" button and select a font size of 72
so that your lettering is around 4" high. After clicking OK, press the Enter
key to do a Zoom All, making the text large in the view. Now select the text
and then use the "AutoTrace Text" command on the Text menu. (If a license
notification message appears, click the "Proceed" button.) When the trace is
complete you will be asked if the original text should be deleted; click the
"Yes" button in reply. You will now see lines in the shape of your original text.
(The width of those lines depends on your default line properties settings. If
the lines appear too Fat, try using the "Show Hairlines" command.) You can
now fill your text with glass colors and manipulate these lines like any others in

your design. To learn more about AutoTrace Text, consult the Help system.

Close this design without saving it.
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Lesson 11: Design Properties and Browsing

In this lesson you will learn how to set some general properties for a design,
such as title and artist name. You'll learn how to get materials usage and how
Glass Eye 2000 can be used to help with accurate costing. Lastly, you'll
learn how to browse for designs and bevels.

B Design Properties

Open the design called "Barnaby" as you did in Lesson 1, then
lﬂ click the Properties toolbar button (or choose "Properties” from the

File menu). The following dialog box will appear:

Properties of Barnaby.eye
General l Glass Usage ] Came Usage Miscellaneous I Construction Cost
Title: |Bamal:r)'
Atist: |Nann:r:.r K. Pimertal (Copyright © CKE Publications)
Style: |Pane| ﬂ Difficutty
Low High
Category: |;'-‘-nima|s & Creatures ﬂ | . .\I . |
Shape: |Hec:tangle. Vertical ﬂ =

Keywords: |d0g. Geman shepherd, canine

Motes:

QK | Cancel Motepad Help

® Lesson 11: Design Properties and Browsing ® 79



Here you have the general design properties, useful for categorizing your
pattern. You are free to change these as you wish. The title and artist name
appear on your printed pages, although you can prevent this by using the
Page Setup command discussed in Lesson 2.

We'll see how to use these values when we discuss browsing later in this
lesson.

Click the "Glass Usage" tab at the top to show the next page:

Properties of Barnaby.eye

General Glass Usage ] Came Usage Miscellaneous I Construction Cost I

Scrap factor: % [Glass area shown on this page is increased by this amount)

Pieces Fest? Price

B o ¥

> =+ ¥ K
— =l ¥ C
T olors 1-6
i 139 x | = | j
. : [ o7 -

1 s [ z8x] - |

Total area: b7 Total cost:

[~ Show this cost on the Construction Cost page

QK | Cancel | Motepad | Help |

This shows you the 9|ass usage of the design color by color. We can see that
the pale blue background consists of five pieces and occupies about 2%
square feet. Units (inches, feet, millimeters, centimeters, or meters) are set
using the Units and Precision command as discussed in Lesson 2. If you want
to see the name of a g|ass samp|e, let your cursor hover over it for a moment
and the name will appear in a tool tip.
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If you have the Professional or higher edition, you can enter prices into the
column to the right of the area column. Glass Eye 2000 does not come with
any preset prices and these are for you to enter as you wish. The currency
symbol used ($, &£, ¥) is determined by the country setting that was
established when Windows was installed on your computer.

If you have any color codes defined for a design they'll appear on top of the
glass images. You can change these here by clicking on the image. If you have
the Professional or higher edition, or if you're in trial mode, you can try this
now by clicking an image and then entering its color code.

Now click the "Came Usage" tab:

Properties of Barnaby.eye

General ] Glass Usage Came Usage ] Miscellaneous Construction Cost

" Copperfoil (see Construction Cost page)

* |ead, zinc, or brass came

Face width Feet Price
|3/16" | 4094 x | = ||
|38 | 967 x | = ||

Total length: 50.60 Total cost:

[~ Show this cost on the Construction Cost page

QK | Cancel | Motepad | Help |

If you're doing a lead, zinc, or brass came window, this page will show you
your came usage. (For copper foil you'll see your materials usage on the
Construction Cost page.) The Barnaby design uses two widths of came, and

you can see the amount of came used for each of them.
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The "Miscellaneous" page shows you a list of items other than glass and came
that are required for construction. As the Barnaby design does not indicate
any such items, we'll skip that page.

Now click the "Construction Cost" tab:

Properties of Barnaby.eye

General | Glass Usage | Came Usage | Miscellaneous — Constuction Cost l
Square feet of glass: | BE67 x| 500000 = | 50,00
Feet of came: | 5060 x | s0.0000 = | 50.00
Number of pieces: | 85 x| s0.0000 = | 50.00
Miscellaneous:

Subtaotal: s0.00

Width: 24" Height: 34" Profit: 0%

All pieces are colored TOTAL: 20,00

Calculate |

QK | Cancel | Motepad | Help |

This dialog box displays the materials usage of a design, and provides a
spreadsheet for you to compute the construction cost or retail price. The cost
of miscellaneous items, if any, will be brought forward from the Miscellaneous
page.

You may enter monetary values for glass area, came/foil length, and number of
pieces. You might choose to enter all three values or only one or two,
depending on your preference. You may also enter a profit value in percent.
Click the "Calculate" button to make the computation.
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Your choice of came or copper foil on the Came Usage page determines
whether you see a computation for came usage or a computation for copper
foil usage. The formula used to compute these is different. Came use is
computed as the sum of the |engths of all the lines. Foil use is computed as the
sum of the circumferences of the pieces, plus the total length of overlays (lines
that are not part of any circumference). Because most lines lie on the

circumferences of two pieces, foil use is often almost double that of came use.

Click the "Notepad" button. This will start Notepad (a simple text editor that
comes with Windows) with your Properties data as its text. You can now
print the contents or copy the contents to another program. See the online
help within Notepad for assistance with those functions. Choose "Exit" from
Notepad's File menu to exit Notepad.

If you have lines, such as arrows or other annotations, that you do not want
included in the came/foil calculations, select those lines and use the Line
Properties command. There you'll see an option to exclude those lines from
consideration.

If you would like to see the properties calculations for only a portion of your
design, just select that portion before you use the Properties command. This
capability is not available in the Standard Edition.

Click OK to dismiss the Properties dialog box.

B Browsing

The design browser gives you a great way to look through your

ag

E: collection of stained glass patterns, both those that come with
Glass Eye 2000 and those created by you. To start the browser,
choose "Browse Designs" from the File menu or click the toolbar button shown

here. Doing so will bring up a dialog box that looks something like what you
see on the next page.
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Browsing Designs at C:\Program Files\Dragonfly\Glass Eye 2000

Search crteria A
T [alL =
Autist: |aLL ~|
Stle  [aLL -l
Cateqany: |ALL LJ
Shape:  |ALL |
Folder  |ALL =]
K.eyword: ||
Lo High
M arirmurn difficulty
359 matches found.
Right-click on a design far rore optiohs.
Help ‘ Buy More | Cloze ‘ =

On the right you are shown small images of the designs called "thumbnail"
images. Use the scrollbar along the right edge to view the entire library. If this
is the first time you have used the Browse Designs command then the program
will spend a few minutes generating the thumbnail images, but you can interact
with the dialog box while this is happening.

The choice of which thumbnails are shown depends on your choices for the
attributes on the left. Experiment with changing those attributes. For example,
choose "Circular" for Shape to view circular windows only. If you type in a
keyword, that word will be matched against a list of keywords associated with
each design, and only those designs that match all the keywords will be
shown. Changing the "Folder" will limit the designs shown to those that appear
in the chosen folder, so you might wish to save your designs in the "My
designs" folder to make them easier to find. The "Maximum difficulty” control
lets you choose a clifficu|ty thresho|d, SO you can be shown on|y patterns that

are easy enough for you.

Double-click on any thumbnail if you wish to open that design. You can also
right-click on a thumbnail for more options.
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If you wish to purchase additional patterns, click the "Buy More" button and
you'|| be shown the pattern collections for sale on our website. Another way
to see those collections is to visit www.dfly.com/patterns using your web
browser.

In addition to browsing our design library you can browse our bevel library.
Try this now by using the "Browse Bevels' command on the File menu. Here
you have a collection of almost two hundred bevels that you can insert into
your design. Double-clicking a bevel will insert it into your current design
rather than opening it up as a new design. Glass Eye 2000 was not designed
as a bevel manipulation system and our facilities for using bevels are very
limited. Use the bevels as you wish, but remember that they're simply line

drawings like any you might create yourself.

Close any open designs without saving them.
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Lesson 12: Importing and Exporting

In this lesson you'll learn about importing images into Glass Eye 2000, either
from files or directly from your scanner or digital camera. You'll also learn how
to export your designs in file formats such as JPEG. We'll also try out the
powerful AutoTrace feature for automatically converting an imported image

into a Glass Eye 2000 design.

B [mporting

Importing is the process of bringing into Glass Eye 2000 a design that's been
created elsewhere. You might have that design as a file on your computer or
your might have it only on paper. If you have a file, then it might be an image
(or "raster") file, which contains an array of small dots that form an image, or it
might be a "vector" file, which contains a collection of entities such as lines,

circles, text, and so on. Let's discuss each of these scenarios in turn.

B Importing an image file

You might have images such as photographs or stained glass window patterns
that you'd like to bring into Glass Eye 2000. There are two main uses for

importing an image:

e To bring in a pattern to trace over

e To bring in an image that will become part of the overall design

Begin by clicking the "New" toolbar button to start a new pattern, or by
selecting "New" from the File menu. Choose "Add Background" from the File
menu and select the "heart" image from the Tutorials folder. You will then see
the Background Properties o|ia|og box as shown on the next page.

The values shown for width and height are taken from the image itself, but you
might wish to adjust those values. Rotate or flip the design as you wish. Alfter
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you click OK the image will be placed in the background of your design.
On|y one background at a time may be used.

Background Properties

Image size
Rotate 907

Inches Bnghtness
Width:  |8.64 Flip
Height: |7.23 Crop
¥ baintain proportions Eraze
Pasition of lower left-hand cormer
Inches Contrast
Horizontal: [13.49
Vertical  |21.68
Fiea Cancel

Help
Adds 61726 bytes to thiz design

Al MM

You can choose "Background Properties" from the File menu whenever you

wish to readjust the size or position of your image.

Change your line color to brass using the Default Line Properties command on
the Modify menu, just as we saw in Lesson 5. You can now trace the design
with the line drawing tools you used in earlier lessons. By choosing brass as
your line color, the lines you draw will be easy to see on top of a black-and-
white image. Trace some or all of the image—whatever you have time for

now.

As you trace you might occasionally wish to hide the background
m by toggling the "Show Background" view property. The easiest

———1 way to do this is to click the toolbar button seen here;

alternatively, you can use the "Show background" option within the View
Properties command. Once you are sure you no longer need the background
image, you can remove it permanently by using the "Remove Background"
command from the File menu. After an image has been added the size of a
design file will increase dramatically, so you will want to remove an image
when you no longer need it.
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Glass Eye 2000 can sometimes do the tracing for you. We'll learn more
about this Feature, called AutoTrace Background, in the last part of this
lesson.

Another use for a background image is as a realistic backdrop for your design.
You can see this by starting a new design and importing the design called
"Door" from the Tutorials folder. Change your line color back to black and
draw a design in the opening of the door.

B Importing from your scanner or digital camera

Glass Eye 2000 allows you to bring in an image directly from a scanner or
digital camera without first saving the image as a file. The technology used for
this is called TWAIN and many design programs use "Acquire" for the name
of this feature. A|though these are perhaps not the best terms, we have
adopted them in Glass Eye 2000 because they are well known.

If you have a scanner or other TWAIN source attached to your computer,
you can try this feature now. Place an image on your scanner or have a photo
ready in your digital camera. Start a new design and then use the "Acquire
Background" command on the File menu. This menu item has two choices:
"Select TWAIN Source" and "Acquire TWAIN Image." Use the former
command to select the device you wish to import From, and then use the latter
command to import the image. Once Glass Eye 2000 has your image, the
importing process works exactly as it does for files.

Even though the II/A\cquire TWAIN |mage" is able to copy the current image
from your digital camera, for cameras the "Add Background" command often
works better. When connected to your computer, modern digita| cameras act
just like any other file folder. Using the "Add Background" command you
should be able to navigate to the file folder representing your camera and add
as a background any image stored in its memory. Consult your camera's

documentation for details about connecting your camera to your computer.
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B More about backgrounds

The background feature is great for scanning in a pattern and then resizing it to
the dimensions you need. Simply print actual size (using the Page Setup
command) and don't draw at all. Be aware that scanned pattern images do
not provide the color coding nor the piece numbering available on a drawn

Glass Eye 2000 pattern.

Youlll be p|easeo| to know that the eyedropper feature from Lesson 9 works
on your background image. You can try this by entering color mode and then
holding down the Shift key while you click on your image. The color you click
on becomes the working color.

B Importing a vector file

The Professional Plus and higher editions have the ability to import a file
created in other design soFtware, such as Adobe |||ustrator, Core|Draw, and
AutoCAD. Your file needs to be in WMF, EMF, DXF, or DWG format. If
you have a design in another software package but your design is not stored in
one of these formats, look for an "Export" or "Save As" command in your
software and pick one of the four formats that Glass Eye 2000 can import. If

you have a choice, DXF and DWG are better at preserving size and other
formatting information than WMF and EMF.

Just as trans|ating a story from one |anguage to another doesn’t a|ways
preserve the nuances, translating between file types sometimes results in a loss
of accuracy. Alfter you import you should check your design carefully. You
might have to do a little cleanup by hand to get it perfect.

If you already have a WMF, EMF, DXF, or DWG file you may try importing
it now. Use the II|mport Design" command on the File menu. You'll see a few
options after you select your file, and if you need an explanation of those
options just press the Help button.
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m Exporting

Glass Eye 2000 supports exporting in a variety of file formats. The Standard
Edition supports BMP and JPEG, while the Professional and higher editions

add T|FF, PNG, PCX, \X/MF, EMF, and DXF formats. If you're not sure
which format to use, JPEG is generally a good choice.

Try this now by opening up the flag design we've used in previous lessons.
Zoom in or out until the flag is at the size you want. Then use the "Export
Design" command on the File menu. You will be prompted for the name of the
file, as well as its file format. Navigate to the folder where you want the
exported file to be placed, and change the filename if you wish. Choose a

format of JPEG and then click the Save button.

If you would like to export on|y a portion of your clesign, just select that
portion before you use the Export Design command. This capability is not

available in the Standard Edition.

A different way to export a design is to use the "Send Design via Email"
command on the File menu. If your email system is compatible with Glass Eye
2000 then you'll be able to send the active design to a customer without
even first saving as a file—all you need to do is to select the file format. If this
command fails to work properly for you it is because your email system is
incompatible, but you can always export your design as a file and then send it

as an email attachment.

Close any open designs without saving them.
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B Autolrace Background

There are two primary reasons for bringing in an image to trace. One is that
you have a photograph of something (say, a F|ower) that you would like to
interpret in stained glass. The other is that you have a line drawing of a stained
glass pattern, usually on paper, and you wish to convert this into a Glass Eye
2000 design so that you can take advantage of program features such as
coloring and resizing. The first of these is an artistic endeavor best left to
humans, and Glass Eye 2000 does not try to automate the process. But the
second requires no artistic inspiration, and here Glass Eye 2000 can help a
great deal. The "AutoTrace Background" command, included in the
Professional Plus and higher editions, can do the tracing for us.

Let's see this in action. Repeat the steps at the beginning of this lesson where
you started a new design and then imported the "heart" pattern from the
Tutorials folder. When you see the Background Properties dialog box just click
OK without making any changes, and finally press the Enter key to zoom in on
the heart so that it fills the view.

From the Draw menu choose "AutoTrace Background." (If you have only the
Standard or Professional Edition then you'll see a message informing you of
your upgrade options and |etting you know that the results of the AutoTrace
cannot be saved; click "Proceed" to continue.) The AutoTrace Background

dialog will appear on your screen:

AutoTrace Background g|
Line recognition Straightening Face width Optiong
* Centerlines * MNaone &+ fwverage from image [ Detect arcs
" Outlines " Mid " Default line properties I Color pieces
" Skaong
More x> Trace | Cancel Help
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For now, just ignore the options and click the "Trace" button. The design will

be traced in a matter of seconds.

To see the trace, turn off the background using the Show Background view
property, the same one you used earlier in this lesson. Try turning on knots,
coloring, or moving the lines and you'll discover that this is not just a static

image but a well-connected line drawing!

For most scanned images you won't need any of the options offered by the
AutoTrace Background command, and you’|| be able to trace simp|y by
pressing the "Trace" button. For some unusual images, however, you might
need to take advantage of those options. For example, notice that your first
option is a choice between a centerline trace and an outline trace. Most
stained glass patterns would require a centerline trace, but there are times
when you might wish to trace along the outside edges of your shapes rather
than through their centers.

The following diagram should make the difference clear:

original centerline outline
image trace trace

To learn about the other options, click the Help button for a detailed

explanation.

The heart image we used was a very clean line drawing. If your image is
imperFect, there are tools that allow you to lend assistance by pre-c|eaning the
image before the AutoTrace process is performed. If you'd like to take
advantage of those features, it helps to know that AutoTracing is actually
performed on a monochrome copy of your background image. A
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"monochrome" image is one containing only black and white pixels—no grays
or color. By clicking the "More" button the image preparation area is revealed,
giving you access to controls which allow to you help Glass Eye 2000
produce a clean monochrome image, suitable for AutoTracing.

AutoTrace Background E|

Line recognition Straightening Face width Options

* Centerlines + Mone @+ Awerage from image [ Detect arcs

™ Duthines = Mild " Default line properties ™ Color pieces
" Shang

Trace Cancel Help

Image preparation

Resolution Speck removal

= Low " Mone

* Normal " Marmal

™ High " High
Dark 1 Light
[ Apply color filker m
[ Find edges

[ Soften image

The most common|y used options are "Speck removal" and the slider bar that
brightens or darkens the image. Again, click the Help button to learn more
about these options. After you apply an option, use the "Zoom In" button to
take a closer look at your image. You can also use your mouse to pan the
image. Because the heart image is already clean then many of these options will
have little eFFect, but feel free to experiment and to get accustomed to
zooming and panning the monochrome image.

Please conclude this lesson by closing your design without saving it.
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Lesson 13: Crosshairs and Grid Lines

In this lesson you'll learn how the crosshairs and grid lines can be used for the
a|ignment of knots and lines. You'll also learn how to change the colors used
for crosshairs and for selections, and options for changing the appearance of

lines.

Remember the mushroom figure you created in Lesson 5?7 We will use that
design in this lesson, so open that file (in the Tutorial folder) now. Alfter the
file is opened, enable Show Knots.

If your mushroom came out lopsided, you might be wondering how to get one
that is perfectly symmetrical. This lesson will focus on tools for making your
designs more precise.

B Crosshairs

The crosshairs are perpendicular lines that you can position in the view. There
are two types of crosshairs. The most commonly used consists of a
horizontal and a vertical line. You can show them using the first of
these toolbar buttons. The other sty|e consists of two diagona|
lines, shown using the other button. Both styles of crosshairs

><: operate in the same way: if a knot is created or moved near a
crosshair, the knot will be positioned directly under that crosshair.

And if a crosshair is moved near a knot, the crosshair will be positioned
directly over that knot.

Let's use the crosshairs to line up the knots in the mushroom design. The
mushroom you created should look something like the one shown on the next
page. (If it doesn't, drag some knots until it approximates this shape.) Click
the toolbar button that shows the horizontal/vertical crosshairs. Crosshairs
appear in the view, most likely as two perpendicular red double lines,
although the style of the lines can be changed in View Properties. You may or
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may not see the crosshairs depending on whether the crosshairs are within the
bounds of your view. If you don't see both crosshairs, try pressing Zoom Out
(the "=" key) two or three times. If you still don't see them, choose "Set
Crosshairs Origin" from the View menu and then click somewhere in the view.
The crosshairs origin is the point where the crosshairs intersect.

Now that your crosshairs are "
visible, let's position them.

You move crosshairs just like
you move knots: by dragging
them around the screen. Drag

the horizontal crosshair over
the leftmost knot and release
the mouse button. Be sure the
pointer itself, not just the
crosshair, is over that knot

when you release. In a similar
fashion, position the vertical
crosshair over the topmost knot. When you have finished, your view should
look something like what you see above.

Now drag the rightmost knot
down to the horizontal J]_
crosshair. Doing so makes the m
line representing the underside
of the mushroom perFect|y
horizontal. Do not work too
hard at positioning the knot
exactly under the crosshair;
just release it near the crosshair I
|

and the computer will position
it exactly for you.
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Drag the slider (the white knot) to the intersection of the crosshairs. And drag
the bottommost knot to the vertical crosshair. The "stem" of the mushroom
now lines up perFect|y below the topmost knot. Your design should now look
something like the bottom Figure on the previous page.

Now the knots line up perFect|y. If you doubt the accuracy, zoom in on one
of the knots. Even if you zoom far in, you will discover that each knot sits

exactly under a crosshair.

Now try moving one of the crosshairs. Notice that this does not affect the
design: the knots are not "stuck” to the crosshairs. The relationship between

knots and crosshairs is a temporary one by design.

Turn off crosshairs by clicking the Show Crosshairs toolbar button again.

B Grid lines

Although the knots of the mushroom design line up well, your design might
not be symmetrical. This is because we have done nothing to ensure that the
leftmost and rightmost knots are the same distance from the stem line of the
mushroom. In our last diagram, you might have noticed that the mushroom
extended to the right more than it did to the left.

We can

achieve the ol W
desired

balance using grid lines.

To see the grid, click the

ShOW Grld too|bar bUttOI’] *

now. When grid lines are

on, you see your design
against a background of

regularly spaced lines.
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You now see the grid |ines, but to make them even more useful we

A can turn on automatic grid snapping. This will cause every knot,

when created or moved, to be positioned over the nearest grid line
intersection point, known as a "grid point." Turn on Auto Grid Snap now by
clicking its toolbar button. Now drag each knot, one at a time, close to a grid

point. It should be easy to make the mushroom symmetrica|.

You can, of course,
specify the spacing of the
grid lines, but this takes
more than the click of a
button. To set the
spacing you need to use
the View Properties
dialog box. To bring up
the dialog box (shown
on the next page), press
Ctrl+E or choose "View

Properties" from the

- I

View menu.

As you see, there is a lot you can do in this dialog box. Some of the options
(Show rulers, Show knots, Show colors, etc.) we have seen before as buttons
on the toolbar.

Let's focus now on the fields available for horizontal and vertical spacing of
grid lines. Here is where you enter whatever you want the spacing to be, even
making the horizontal spacing different from the vertical spacing if you wish.
Grid lines start at the zero position on the rulers, and are offset from there at
the specified spacing values. If you want a thicker grid line to appear at regular
intervals, use the "Block size" option. For now, just enter 2 for the horizontal
spacing and 3 for the vertical spacing, then click OK to see the effect of those

changes.
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View Properties E|

Crozzhairs Line appearance

[~ Show horizontalvertical crosshairs ' Face width

[ Show diagonal crosshairs Heart thickness

Line stle; (v

Crozshairs color [

~
" Face and heart
~

Hairlires

Dizplay lines
r in black
Grid
[ Show gid [ Auto giid snap [ Show rulers

[ Show knot
Block size: m o khots

W Show colors
Inches I Show text

Harizontal spacing; |1 [
Vertical spacing: |1 v Sticky

Drawing zurface color: Selection color:
0k | Cancel | Help |

B More view properties

While we're here, let's complete our understanding of view properties. Bring
up the View Properties dialog box again. As we have seen, some view
properties can be set using toolbar buttons. Here are those properties that can
be set only from this dialog box.

e Line style. Show each crosshair as a single line or a double line.

o Crosshairs color. If your design contains a lot of the color currently used
by the crosshairs, you may find the crosshairs hard to see. You can
change their color by clicking this button.
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o Block size. Show a thicker grid line at regular intervals to make

measuring easier.

e Line appearance. Lead lines can be viewed in four different ways: face
width, heart thickness, face and heart, and hairline. The images below
show the line appearance for each of these options. Sometimes you
want lines of any color to appear in b|ac|<, so there's an option for that

too.

face width

heart thickness

face and heart

hairline

e Selection color. The selection color is the color used for selected lines
and knots. The color is usually yellow. If your design contains a lot of
the selection color, you can change it to some other color to make

selections more visible.

o Drawing surface color. Pick either gray, light gray, or white for the

background color in the view.

Click "Cancel" to dismiss this dialog box. Tum off grid lines and close this
design. When asked if you want to save changes, click "Yes."
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Lesson 14: Cut, Copy, and Paste

In this lesson you'|| learn to dup|icate parts of your patterns using the Cut,
Copy, and Paste commands.

Common to many Windows programs are the three commands Cut, Copy,
and Paste. Cutting, copying, and pasting are all interactions with the
Windows "Clipboard." The Clipboard is simply a special storage place where
items can be placed with Cut and Copy and retrieved with Paste.

Open the "Mushroom" file once again. After it loads, press the Zoom Out
key (the "—" key) twice to reduce the image of the mushroom.

Using a select box, select the upper part of the mushroom—all but
I:IHI:, the stem. Now click the Cut toolbar button, shown at the left. The

upper part of the mushroom disappears, and is p|aced on the

Clipboard.

Let's open a new design and retrieve what we cut. Use the New
E command to get a new, blank design. Now click the Paste button.

You have now pasted part of one design into another design. The

pasted line sections are se|ected, e} they are easy to drag to another location.
Go ahead and drag the design to any corner of the view and then click Paste
again. You now have two mushroom tops. As you see, a Paste copies the
Clipboard contents and places them into your design, but it does not remove
anything from the Clipboard.

If the crosshairs origin is visible in the view (meaning that you can see the
point where the crosshairs intersect) then pasting centers the contents at that
point; otherwise, pasting places the contents in the center of the view.

Experiment again with pasting while having the crosshairs visible.
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Close this design without saving it. We are now back to the mushroom design
as we left it, with only the stem remaining. Click the Undo button to restore
the top of the mushroom.

: Now use a select box to select the entire mushroom. This time try a
Copy operation by clicking the Copy toolbar button. (You will not

] see much feedback to let you know that the operation succeeded,

other than the button going in and out.) Like Cut, Copy places the selection
on the Clipboard, but unlike Cut it does not remove the selection from the
design. Both Cut and Copy will erase the previous Clipboard contents to
make room for the new se|ection, so the mushroom top that used to be on the
Clipboard is now lost.

Instead of opening a new design, let's scroll the current design. Using the
bottom scroll bar (or using panning, if you preFer) scroll the view so that the
mushroom is positioned at the very left side of the view. Now click the Paste
toolbar button. You now have two mushrooms! You can probably imagine
that this process is useful when your design contains repetitive patterns.

Now close the design without saving it.

B Deleting

Before we conclude this lesson let us mention the Delete command, which is
similar to Cut. Delete does not have a toolbar button—you use either the Del
key or the "Delete" item on the Edit menu. Delete removes the selection from
the design, but it does not put the selection on the Clipboard. The only time
to use Delete instead of Cut is when you want to remove something from your
design but do not want to disturb the contents of the Clipboard.
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Lesson 15: Advanced Lines

In this lesson you'll gain an advanced understanding of curves and arcs,
including some of the limitations of arcs. You'll learn how to draw a perfectly
horizontal, vertical, or diagonal line. Lastly, you'll learn about discontinuous

lines and also about joining and breaking lines.

As you know, the way to draw a line is to specify the location of knots and
to let the computer calculate the shape of a smooth line that passes through
them. The smoothness property is important. For examp|e, consider these
figures:

The placement of the knots is the same in each case, but the figure on the left
is smooth whereas the Figure on the right has a sharp corner. This is because
the figure on the left is composed of one line and the figure on the right is
composed of two lines that share a common knot. Thus, keep this rule in mind

as you draw:

If you are trying to draw a “line” that is not smooth,

draw it as a series of smooth, connected lines.
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B Curves and arcs

Glass Eye 2000 supports two line types: curves (more precisely known as
"spline curves") and arcs (more precisely known as "elliptical arcs").

Think of curves as what you might
get by drawing a graceful line
freehand with pen and paper. To
the right is a curve.

An arc is something else. It is always
all or part of a circle or ellipse. To
the right is an ellipse.

So an arc might look like this.

Only horizontal and vertical arcs are
supported. An arc based on a tilted
ellipse like this is not possible.
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Now consider, for another example, these two lines:

Each line is fit through three knots arranged in exactly the same
('J pattern. But the line on the left is a curve, whereas the line on the
right is an arc. For the first part of this exercise, start a new design

and then draw these two lines as shown. Use the Curve toolbar button or the

Curve command on the Draw menu to draw in Curve mode. Use the Arc

commanc| on the Draw menu to o|raw in ATC mode.

There is a significant difference between curves and
arcs: given more than three |<nots, there is a|ways a
curve that can be drawn through them, but there is

not a|ways an arc.

Consider the four knots in the top figure at the
right. Here you see a smooth curve going through
the knots, but clearly there is no ellipse that
touches all four of these knots.

If you were to place knots in that configuration by
distorting an ellipse, you would get something like
what you see here. The line is drawn as a series of
arcs, which is the best the computer can do.
Notice how the line is not smooth where it goes
through the bottom right knot. This illustrates the
one exception to the rule that says that a line is
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always smooth: if no smooth arc goes through all the knots, the line will not be
smooth.

There is yet another complication when e o
drawing ellipses. Consider four knots

arranged in the pattern at the right. There are

many ellipses going through these points.

Here is one: Here is another:

Which ellipse you get will be an arbitrary choice by the computer, so you
might not get the shape you want with the knots so arranged. Therefore, it is
recommended that when reshaping an e||ipse you keep the knots at the top,
bottom, left, and right. For example:

When the knots are arranged like this
there is no ambiguity.
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Because of these complications, remember this rule:

Use curves, not arcs, for all lines
except when you are very sure that an arc is required.

B Horizontal, vertical, and diagonal lines

A perfectly horizontal, vertical, or diagonal line can be hard to draw. You
could use crosshairs or grid lines for these, but a simpler way is to use the Shift

key as we saw in Lesson 4. Let's try this now.

Use the "Drawing Properties" command on the Draw menu and make sure that
the number of divisions is set to 8 and the angle of rotation is set to O. Doing

so will constrain drawing to the eight compass directions when the Shift key is

held down. Click OK to dismiss the dialog box.

Now enter Curve mode by clicking the Curve toolbar button. Click anywhere
on the screen to choose the starting point of the curve. Now before you click
again, hold down the Shift key while you move the mouse in a circle around
the starting point. Notice how the line is constrained to be horizontal, vertical,
or diagonal. When you have the line the way you want it, double-click as

usual to comp|ete the line.

B Joining lines _ 5

N /

Let's say you have drawn the curve e

shown here. You are satisfied with the

positions of these knots, but you wish to make the curve extend further to the
right. What you would like to do is to add a knot somewhere off in space to
the right of the curve, but there is no facility for adding knots except along

existing lines.
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You could draw another line

starting at the rightmost end of '3\\

the current line, something like \\‘_‘_ﬂ/

what you see here. This is not

a complete solution, however, because the resulting "line" is not smooth. It's

really not one line at all but two lines that connect at a knot.

What you want is to join these
two lines into one smooth line.
Once combined, the resulting
line would look like this.

Try this now. First make sure the Sticky property is on. Having
E Sticky on will make sure the two lines you draw will share a

common knot. Draw two curves such that the ending knot of one

curve is the starting knot of the other. You can approximate the shapes of the

curves above or invent something of your own.

Now select at least one line section from each curve. You can use a select box
or the Ctrl key while clicking to do this. Choose "Join Lines" from the shortcut
menu. You must have line sections from exactly two lines selected for the "Join
Lines" item to be available. After you choose this item, your two lines will be
joined into one.

Sometimes you want to go the opposite way and break one line into two. Try
this now by selecting one of the inner knots on the line and then choosing the
Break command on the Modify menu.

B Discontinuous lines

A distinguishing feature of Glass Eye

2000 is that the lines you draw need not A
be continuous. Try this by drawing

something similar to the following curve, ,:/ \

composed of three sections.

* Lesson 16: Moving and Resizing ® 107



Now select the middle section and
delete it. The result is what you see in / E\
the upper figure to the right. See how the ‘/ \
curve retains its shape even though a

section is missing! What you have is one

curve composed of two sections. You know you don't have two curves,

because if the delete operation had

separated the curve into two the result
would have been what you see in the
lower figure, which you are not seeing.

You can easily reconnect a disconnected line. One way is to drag one knot
over to another across the gap. Try this now. Enter Pick mode and drag one
of the middle knots over to the other. If Sticky is on, the two knots will
become one and the line will be continuous. OFf course, you haven't restored
the line to its original shape because now you have three knots instead of four.

To restore the missing piece we need another procedure.

Click the Undo button to make the line discontinuous again. Bridge the gap
by drawing a curve across it; you now have two connected lines. Select the
new line and at least one section of the original line, then choose "Join Lines"
from the shortcut menu. The two lines combine into one and the curve is
restored to its original shape.

Discontinuous lines are common in stained glass
design. Look at some window patterns and you
will probably notice them. To the right is one
examp|e. The arcs a|ong the outside of the
figure form a circle that has been made

discontinuous by removing some of its sections. \ " i E Y

Close your design without saving it.
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B U-came borders

Most of the lines that you draw are H-came, meaning that the face width is
centered along the heart thickness. The Professional and higher editions have
the ability to make a U-came border around your design. The following
diagram shows the difference:

H-came border U-came border

Try this now by starting a new design and drawing a square in it. Use the
"View Properties' command and set a line appearance of "face and heart."
Your square should look something like the first figure above. Now choose
"Make Frame" from the Modify menu. (If you have the Standard Edition then
you'll see a message informing you of your upgrade options; click "Proceed" to
continue.) Your square will be transformed to have a U-came border like the
one in the second figure. You can now continue to work with these lines as
you would any other lines. Be sure that the Sticky option is enabled and try
drawing some lines inside the square from one border line to another.

U-came lines are available as border lines only. If a line is not along a border,
it cannot be made into U-came. Moreover, if one line on the border is
U-came then they all must be.

Close your design without saving it.

® Lesson 16: Moving and Resizing ® 109



Lesson 16: Moving and Resizing

In this lesson you'll learn how to use five commands for moving and resizing
your designs:

e Stretch
o Resize

e Rotate
e Move

e Scale

Once you have made a figure out of lines, there are several features available
that allow you to position and size that figure exactly the way you want. We'll
use the "Mushroom" file once again, so open up that file (in the Tutorial
folder) now. Zoom Qut twice (by pressing the "—" key) to reduce the image
of the mushroom.

The five commands discussed in this section are found on both the Modify
menu and the shortcut menu, introduced in Lesson 6. To simplify, we will
assume that you will use the shortcut menu for all menu se|ections, but you can
use the Modify menu if you prefer.

B Stretch

s .'".'".-’.-’.-’////r"{"r".-"!
-

One method of resizing is stretching.
Choose "Stretch All" from the shortcut
menu. Doing so places a stretch box
around the entire figure.
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You can now stretch the box by [ TR NI Eerr)

Pty |
. . . z z
dragglng one of the eight resize Z
handles that lie on its perimeter. ﬁ
Each handle provides a different "
s
A
A
A~
s
-
A
A~
.-?:

stretching operation. For example,
by dragging the handle in the middle

o F t |'1 (4 | e Ft si d eo i: t h e stretc h b OoX, Bt A o 0 0 0

i‘-\.‘\.\.\‘-\.‘\.\.\.‘-\.‘-\.‘\.\.\.\.\.\. N,

you can make the mushroom fatter or
thinner.

Experiment with the stretch box now. Try dragging some of the handles to
resize the figure. You must position the pointer precisely over the handles—
notice how the pointer changes when you do so. If you don't grab a handle
but put the mouse within the stretch box and drag, you will move the
selection without changing its size.

You can change the way stretching occurs by using the Shift or Ctrl keys while
you drag a handle. If you hold down Shift, the box maintains its aspect ratio,
meaning that the proportion of width to height is kept constant as the box is
resized. Experiment now by holding the Shift key down while you drag a

handie and the meaning Si‘lOUid become ciear.

The other option is to hold down the Ctrl key, which causes the box to
maintain its center while it is resized. Give this a try now. Also try holding
down both the Shift and Ctrl keys. They work quite well together.

Remove the stretch box now by pressing the Escape |<ey or by switching to
another mode, such as Pick mode.

* Lesson 16: Moving and Resizing ® 111



B Resize

We saw how to use the Resize command in Lesson 1 so we won't repeat that
exercise now, but here are a few more things to know about resizing your
patterns.

First, as in all dialog boxes, the figures you are shown for the height and width
when the dialog box first appears are rounded as specified in the Units and
Precision dialog box. See Lesson 2 if you need to review units and precision.

Second, for typica| H-came the widths and heights are measured from the
middle of the lead lines. The diagram below, with some very thick lead lines,

should make that clear.

width

height

H-came measurement

Measuring in this manner allows you to change the lead size and not affect
width or height as understood by the computer. For U-came borders, the
width and height are measured from the outside. Note that changing border
lines to U-came still does not change the overall dimensions of the border.

If you use H-came borders but need a precise width or height as measured
from the inside or outside edge of the lead, add or subtract the lead size from
your measurements to compensate.
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wiclth

U-came measurement

Finally, the "Anchor" control determines which point of your design remains
fixed during the resizing. By default the center remains fixed, but if you wish
you can change the fixed point (called the "anchor") to the centers of the

sides or the corners of your design.

B Rotate

The Rotate command allows you to rotate your
design (or a portion of it) around a point. Try
this now by choosing "Rotate All" from the
Modify menu. The cursor changes to a new shape
and a black and white pivot-point marker is
placed at the center of your design. Position the
cursor in some blank area of the view, hold down
the left mouse button, and drag. Your design will

rotate around the pivot point.

As you move the mouse you’|| notice a numeric disp|ay next to the cursor
indicating the degrees of rotation. This value is precise, meaning that your
design is rotated by exactly the amount shown. By default the rotation angle is
rounded to the nearest 1° but this value can be changed using the Units and
Precision command you saw back in Lesson 2.
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You can have greater precision by holding down the Ctrl key while you rotate.
Doing so will increase the precision by a factor of ten. Try this now, and you'll

see your rotation precision change from 1° to 0.1°.

The pivot point of the rotation can be moved. To do this, click at some other
point in the view. The pivot point will move to the new location and will
become the center of subsequent rotations.

You can use the arrow keys to rotate even without choosing the Rotate
command. Hold down the Alt |<ey while pressing the up arrow to rotate
clockwise or the down arrow to rotate counterclockwise. You'll first have to

select the lines to rotate for this method to wor|<, however.

To leave rotate mode, use the Escape key or select another mode from the

menu.

There is something to look out for when using
the Rotate command. As discussed in

Lesson 15, tilted arcs are not supported, so if
you rotate arcs by angles other than 0°, 90°,
180°, or 270° (or their equivalents) you will
probably end up with a strange design. Try this
now. Choose "Ellipse" from the Draw menu and
draw an ellipse somewhere off to the side of
the mushroom.

Now select the entire ellipse and rotate it. At
times while you rotate you'll see a figure like
this. The result is a series of connected arcs,
which is probably not too useful. Go ahead
and delete this figure now!
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B Move

The Move command moves (or copies) the selection horizontally and vertically
by specified amounts. You use Move primarily if normal dragging with the
mouse does not give you enough precision on the distance of movement.

Let's try it now. Select |
. Ve
some part of the entire .

mushroom (perhaps a Inches

K
knot or a line section), Harizontal offset
Canicel

Wertical offzet;

1]
then choose "Move" l':'i

from the shortcut menu.

d

Help
You will see this dialog O [ose (@ Co

box.

Type in 2 for the horizontal offset, 3 for the vertical offset, and choose
"Move." Click OK and your selection will move up and to the right by those
amounts. |f you don't like the result, click the Undo button to reverse the

change. Also try the experiment with a Copy instead of a Move.

B Scale

Scaling causes a selection to be resized by specified scale factors. This is much
like using a stretch box, but it gives you precise control over the amount of
resizing. Thus, if you wanted to double the size of a design you could scale by
a factor of 2009 and the design would be exactly twice as big as before.

Scale

Anchor
Harizontal zzaling: |2EIEIJ'»£
Yertical scaling: |5|:I.‘3£ —

[ Maintain proportions Help

a1, Cancel

— 4
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Choose "Scale All" from the shortcut menu to bring up this dialog box.
Uncheck the "Maintain proportions" option so that you can set the horizontal
and vertical scale factors independently. Type in 200% for the horizontal
scale factor and 50% for the vertical scale factor. Click OK and you will
make your design twice as wide and half as tall. Note that like the Resize

command, the Sca|e command a|so hdS an anchor contro|.

A value of zero is acceptable as a scale factor. This is useful as a way of
making a line perfectly horizontal or vertical. Let's try this now. Somewhere in
the view draw a wavy line that

stretches out horizonta”y, ?
something like this. Now enter /_

Pick mode and select the entire

line. One easy way to do this is to double-click on it: double-clicking on a
line selects the whole line, not just one of its sections. Once the entire line is
selected, choose "Scale" from the Modify menu. Type in 100% for the
horizontal scale factor and 0% for the vertical scale factor. Click OK and the
line will be squashed flat!

Close the current design, but don't save your changes.
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Lesson 17: Flip, Reflect, and Repeat

In this lesson you'|| learn how to reverse patterns with the F|ip command and
how to create mirror images of patterns with the Reflect command. Youl'll also

learn how to make several copies of a pattern with the Repeat command.

m Flip

To flip a design is to turn it into its A
mirror image, either by inverting it \ﬁ
left to right (called a "horizontal" (

F|ip) or top to bottom (ca||ed a

"vertical" flip). Let's try some flips on

the flag design that we used in
Lesson 9 when we experimented with color. Load the "Flag" file now.

Just for fun, turn color off for this lesson since we won't be using it.
ﬁﬁ ‘ (Do so by clicking the Show Colors toolbar button.) You should

also Zoom Out a couple of times so that the design occupies only

a small part of the view.

Choose "Flip All" from the shortcut
menu. Notice that a second pop-up

menu appears, asking you whether k
you want to flip horizontally or /4
vertically. Choose "Vertically." The V
design will be flipped top to

bottom.

Do another flip, but this time flip
horizontally. )
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Click the Undo button twice to A‘
restore the flag to its original (
orientation.

B Reflect

Reflecting is a way to make a mirror image copy of a design. Reflecting is
always done across crosshairs, so you must have the crosshairs visible whenever

you want to use this command.

Let's first use the horizontal/vertical crosshairs for reflecting. Make
those crosshairs visible by clicking the Show Crosshairs toolbar

button. Position the crosshairs origin (the point where the crosshairs
intersect) just under and to the

right of the flag. (If the button is

pressed in and you don't see the A

crosshairs, choose "Set Crosshairs I\

Oirigin" from the View menu.) (
Your view should now look
something like this.

Choose "Reflect All" from the
Modify menu. A second menu

will appear asking you to choose between three kinds of reflections:

1. Across | means "across the vertical crosshair"
2. Across — means "across the horizontal crosshair"

3. Across Both means "across both crosshairs"
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Choose the first item to reflect the design across the vertical crosshair. Your
view should now look like this:

A
N 7
2N

/1
T

If you have clicked nothing else, the flag to the left of the vertical crosshair
should still be selected. (If it isn't, make it so.) Choose "Reflect" from the
Modify menu, and this time choose the second item from the menu to reflect
across the horizontal crosshair, which will make a flag below the selected flag.
Finally, do another reflection that reflects across both crosshairs.

Click the Undo button three times to return to a solitary flag.

>< Now click on the Show Crosshairs button that brings up the
diagonal crosshairs.

. /
Position those ‘h‘ \ /
crosshairs to the ;’ ? y

right of the flag. W /
N

/
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Select the entire F|ag, and then again choose "Reflect All" from the shortcut
menu. Because you now show the diagonal crosshairs, you see a slightly
different second menu:

1. Across \ means "across the crosshair that goes from the top left to the
bottom right"

2. Across / means "across the crosshair that goes from the bottom left to
the top right"

3. Across Both means "across both crosshairs"

Choose the first item. Your view should now look like this:

ontinue your experimentation by choosing the other two reflection methods,
Conti imentation by choosing the other t flecti thod
just as you did with the horizontal/vertical crosshairs.
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B Repeat

If you want more than one copy of a design, you'|| find the Repeat command
useful. With this command you repeat your design, or a portion thereof, at
regu|ar intervals. There are three repeat patterns available:

e Linear
o  Circular
e Rectangular

Let's try each of these in turn. Start by clicking the Undo button until you
return to a solitary flag. Now use the "Repeat All' command on the Modify
menu. (If you have the Standard Edition then you'll see a message informing
you of your upgrade options; click "Proceed" to continue.) Select the "Linear"
tab and specify 3 repetitions along a 45° angle spaced 15" apart. Click OK,
and then do a "Zoom All" to see the result, which should look like this:

Sh—
Sh—
Sh—

Your original flag is included as one of the repetitions.

Click Undo and let's try another one. Before cloing SO, use the Set Crosshairs
Origin command and set the origin of the horizontal/vertical crosshairs to
somewhere around 16" to the left of the flag. (Turn on the rulers if you need
to.) Now use the "Repeat All" command again and select the "Circular" tab.
Choose 8 repetitions with "petal" orientation. Petal orientation will rotate your
design as it copies it around the crosshairs origin, making a pattern like the
peta|s of a flower.
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Your result should look like this:

Click Undo and try again, this time with "clock” orientation. With this option
the design is not rotated, just as you see with the numbers on a clock face:

3\\7
Se— Se—

o
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Lastly, click Undo and try "Repeat All" once more and select the "Rectangular"
tab. Choose 4 columns, 3 rows, a column offset of 20" and a row offset of
15", The result should be an array of flags:

Y Be| pe— B
Y Be— Be— pe—
Ye— Be| Be— B

When you're finished, close this design without saving your changes.
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Lesson 18: Lamp Wizard and More

In this lesson we'll introduce the Lamp Wizard feature for designing pane|

|amps. We'll start, however, with some drawing commands that were not

covered in earlier lessons: Yank, Group, Set Knot Location, and Snap to

Grid, and Straighten.

If you aren't interested in the Lamp Wizard you may skip that part of this

lesson, but all Glass Eye 2000 users will benefit from learing these five new

commands.

Begin by starting a new, blank design. As always, be sure that Sticky is on!

m Yank

Create a design with
two curves that share a
knot, something like
what you see on the
right.

Let's say that you want
to separate the lower
line from the upper one
by pulling it off the
knot that connects the
two, like what you see
here.

N T
- \ ™~
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This is easy to do with the Yank command. Enter Yank mode by
@‘ clicking the Yank toolbar button. If you are running in low resolution

you might not see this button on the toolbar, and you can choose
"Yank" from the Edit menu instead.

The pointer now looks like

the hand on the Yank /——'m

button. Position the / N \
fingertips on the line near

the knot. Don't place the
fingertips right on the knot;
place them on the line you
want to yan|<, and near the
knot you want to yan|<

d

from, like this.
Now drag the mouse to a new location. When done, return to Pick mode.

The rule to remember about yanking is:

Don't yank on a knot; instead,
yank one end of a line section off a knot.

n Group

Collections of lines can be grouped so that they can more easily be moved in
unison. Try this now by selecting both of the lines in your drawing (a select
box is the easiest Way) and then using the Group command on the shortcut
menu. Notice that now when you select either line you select both. Now
ungroup the lines by selecting the group and then using the Ungroup

commanc|.
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B Set Knot Location

Sometimes you want to E|

position a knot Set Knot Location

precisely by typing in Iriches ok |

its horizontal and

) ) Horizontal location: |E.25
vertical location. For Cancel
2

example, let's set the Wertical location:

. Help
location of the lowest

knot in the design you
just created. To do this, select the knot (by clicking on it) and choose "Set

Knot Location" from the shortcut menu.

Whatever numbers are shown give the current location of the knot. To set a

different location, type in new numbers and click OK.

B Snap to Grid

In Lesson 13 you learned that when "Auto Grid Snap" is enabled, knots will
snap to grid points when created or moved. Another way to use grid
snapping is the "Snap to Grid" command, which causes all selected knots (or
knots adjacent to selected line sections) to be moved to their nearest grid

points.

Try this now. First, make grid lines visible by clicking the "Show
Grid" toolbar button. (The "Auto Grid Snap" feature can be on or
off.) Second, select the entire two-line design you have just
created. Third, choose "Snap to Grid" from the shortcut menu. All knots will

jump to their nearest grid points.
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B Straighten

During the design process you might inadvertently cause lines that were
originally straight to move out of alignment. You might also find that lines that
appeared perfectly horizontal or vertical at one zoom level are slightly out of
alignment at another zoom level. In these situations the Straighten command

can help.

Let's experiment with this now. Draw a i
rectang|e on your screen. Move the top left
corner knot a very small amount so that the
rectangle is out of alignment, as in the one
pictured to the right. Select the entire
rectangle, then choose "Straighten" from the
Modify menu. The rectangle will be adjusted

so that its lines are perfectly horizontal and

vertical.

If the rectangle did not straighten, it could be “ ?
that your lines are not close enough to being

horizontal or vertical. By default, Straighten works on lines that are within 1°
of a true horizontal or vertical line. If you'd like a different tolerance, choose
"Units and Precision" from the View menu and change the value called
"Straighten precision." Alternatively, you could move the top-left comer knot
to make the lines closer to horizontal and vertical, and then Straighten again.

There's another way to use the Straighten command
that applies to a single line only. Try it by drawing a
slightly curving line like the one pictured here. Select

the entire line by double-clicking on it and then

choose the Straighten command. The knots a|ong the /
line will be moved so that the entire line is now

straight. /

Close this design without saving it.
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B Lamp Wizard

If you've ever attempted to design your own pane| |amp, you soon discovered
that the mathematical calculations required to determine the size of each
individual panel can be daunting. Rather than dusting off your high school
trigonometry, let Lamp Wizard do those calculations for youl!

Start a new design, then use the "Lamp Wizard" command on the Draw menu.
(|F you aren't yet licensed to use the Lamp Wizard then you’|| see a message
informing you of your upgrade options and letting you know the limits of this

feature; click "Proceed" to continue.) You'll see this dialog box:

Lamp Wizard g]

Mumber of gides: |40 3: Lamp height: 8" Lamp width: 20.75"

Number of tiers: |4 3:
Diameter measurements: |Qutside -

Tier {1 3:
Inches

Top diameter: 4 El:
Bottom diameter: |20 El:

Height: R78 3:
Thickness: 013 3:
add | Dekte |

Panel measurements

Stretch width il Elj Top Battom Height

Stretch length: |0 Elj | | |
More > u] | Frint | Cancel | Help |

Most of the controls are se|F-exp|anatory. Have some fun changing the values
and watching the effect on the |amp image. Use your mouse to turn the image
and see it from all sides: just position the mouse over the image, hold down

the left mouse button, and move the mouse.
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The control named "Diameter measurements"

requires some explanation. When specifying the ﬁ
lamp diameters at each tier, you can express
those measurements in terms of an outside
diameter or an inside diameter. The diagram

shows the two methods for a five-sided |amp.
Choose whichever method is more suitable for

your lamp before entering your measurements.

Instead of entering diameters as numeric values, you might instead prefer to
specify the shape of your lamp by drawing a profile. Let’s try this now. Click
the "Cancel" button on the Lamp Wizard to return to a blank design. Use the
Curve tool to draw a figure something like the black curve that appears in the
box below, and then turn on the crosshairs and position a vertical crosshair to
the right of it to specify the position of the central axis. Now select the entire
line using "Select All' on the Edit menu and start the Lamp Wizard again. This
time the shape of the |amp is based on your profi|e. You may now choose the
number of sides for the lamp or make other adjustments.

\t
]
f’
y g
If
r
"\.
‘I

If you're licensed to use the Lamp Wizard, you can position your mouse over
a panel to see its dimensions in the "Panel measurements" area. You can also
click the OK button to generate a Glass Eye 2000 drawing of the panels.

Click the "Cancel" button on the Lamp Wizard to conclude this lesson.
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Lesson 19: Multiple Designs and Views

In this lesson you'll learn how to edit with multiple designs and multiple views.
This lesson is not essential and can be skipped if you wish to jump ahead to
the last lesson.

You can edit more than one design at a time, and you can even edit using

more than one view of a single design. Let's see how this works.

Before we get started, close any open design by choosing "Close" from the
File menu. Continue closing designs until "Close" no longer appears on the File

menu. After this your main window should show no design at all.

B Multiple designs

Open the "Flag" file again. Now without closing that file, open the
"Mushroom" file. The flag disappears, and you see the mushroom. But what
happened to the f|ag?

What has happened is that both designs are mm

loaded but you are currently seeing only one of New View

them. Click on "Window" in the menu bar and Cascade

you'll see the menu shown here. At the bottom of Tile

the menu we see the two file names: Flag and 1 Flag.eye
Mushroom. The check mark next to "Mushroom" v 2 Mushroom,eye

tells you that you are current|y viewing the clesign
of that name. Now click on "Flag" and the view of the flag appears. Bring up
the Window menu again and click on "Mushroom" and the view of the

mushroom returns. When editing multiple designs you can edit in either view,

switching back and forth as you p|ease.
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You can even see multiple designs simultaneously, which can be useful for
comparing designs or for cutting and pasting between designs. Choose
"Cascade" from the Window menu. The designs now appear in small windows
within the main window, one hiding behind the other. Try dragging the title
bar (the top of the window where the design name appears) to move a
window, or try resizing a window. Whichever view you click on becomes the
active view, and is available for editing. I views over|ap, the active view is
a|ways on top. Watch how the color pa|ette changes as you click in the

windows: the palette always shows the colors for the active view.

Now choose "Tile" from the Window menu. The two views are shown side by
side. Try zooming and panning each view, remembering first to click in the
view you want to be active.

There is no menu command to return to single-
view editing because you can do it with a
single click. Look at the triplet of buttons at
the top right comer of each view. Clicking the
middle button "maximizes" that view to full
size. Try this now by clicking the maximize
button of either view. You are now back to
single-view editing for that design.

The triplet of buttons for that
view now appears in the top

right corner of the application, EE|

as shown here. Don't confuse
. . . - & % 4«——— Here
that tr|p|et with the resize/close

buttons for the main window
that appears right above it!
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The middle button now serves to "restore" the window to its smaller shape.
Try clicking the restore button now.

B Multiple views of a single design

In addition to editing multiple designs simultaneously, you can also edit with
multiple views of the same design. We will do this now.

Close the mushroom design. You can do this by making it the active view and
then choosing "Close" from the File menu. You can also do this by clicking the
"X" button at the top right of its view.

You are now left with the flag design. Choose "New View" from the Window
menu. You now have another view of the flag. It is important to understand
that you have two views on the same design—think of it as similar to having
two photographs of the same person from (potentia”y) two different ang|es.

Choose "Tile" from the Window menu to place these windows side by side.
Do a Zoom All in each view. (Remember that the Enter key performs a Zoom

All.)

By this time you might be wondering what is useful about having two views of
the same design. In truth this is a rarely-used feature, but let's see one
potential application. In the left-hand view, make sure that color is showing
and that hairlines and knots are not shown. In the right-hand view, make sure
that color is not shown and that hairlines and knots are showing. Now zoom
the right-hand view so that the star fills the view.

You now have two very different views. The view on the left shows you a
realistic rendering of the flag: you see the whole flag, with color, with thick
lines, and without knots. The view on the right shows you a view more
suitable to pattern editing: no color, with hairlines and knots showing. In the
right-hand view, drag one of the knots. You will see the change reflected in
both views as you drag. Experiment with different changes in the right view, or
even switch and make changes in the left view.
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The purpose of this is that you might find it easier to edit a design when the
view properties are set as they are in the right-hand view, but you might prefer
to see the design as it appears on the left. With multiple-view editing, you
can have both.

Close the flag design without saving any changes.
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Lesson 20: Putting It All Together

Even after working through all the previous lessons you might still be
wondering how to use Glass Eye 2000 to construct a complete stained glass
window design. In this lesson we will make a design from start to finish,
i||ustrating many of the tools. This examp|e should he|p to make clear what sort

of process to go through to create a design.

Suppose you made the following sketch:

1 I $
F ~ 16

) ] I Y
- 36" >

Now you want to make a Glass Eye design from this sketch, but you don't
have a scanner. Here is one way you might proceed. Follow along, and by the

end of this lesson you will have drawn the entire pattern.

Start a new design, and be sure that the Sticky property is on. Choose "Units
and Precision" from the View menu and choose design measurement units in

inches, with a display format in fractions and a precision of 1/8".
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Choose "Rectangle" from the Draw menu, then choose "Corner, Dimensions"
from the shortcut menu as the drawing method. Now draw a rectang|e in the
view, approximately the shape of the outer edge of our sketch. We know we
want the design to measure 36" x 16", so let's dimension the rectangle right
away. Choose "Resize All" from the shortcut menu and resize the rectangle to

a width of 36" and a height of 16".

Once this is done, the rectangle is now probably much larger than before; in
fact, it has probably grown outside the area currently visible in your view. Do

a Zoom All (the Enter key) to show the whole rectangle once again.

Now is a good time to enable Show Hairlines (if it was not already).

Hairlines are drawn faster and are often easier to see than thick lines.

Looking at our sketch again, we need about a 1" border inside the
outer edge of the design. We will use the grid to help make this
precise. Turn on Auto Grid Snap. (Don't just show the grid; be sure the
Auto Grid Snap button is pressed in.) Now use View Properties (on the
View menu) to make sure we have horizontal and vertical spacing each set to
1". Click OK when ready. We now need the grid to line up exactly with the
rectangle we have just drawn, so choose "Set Ruler Origin" from the View
menu and click on the knot at the bottom left corner. There is always a grid
point at the ruler origin, and since grid lines are spaced at even 1" intervals our

rectangle and the grid line up exactly.

IEI Turn rulers on by c|ic|<ing the Show Rulers toolbar button. The rulers

will show you that your design is indeed 36" x 16". You can turn the
rulers off and on as you like during this lesson. Having them off for now is
probably the best choice as it leaves the view less cluttered.

Now draw the inner rectang|e. Use the grid to make a second rectang|e
exactly 1" inside the first. Automatic grid snapping makes it easy to be
precise. After drawing, return to Pick mode. Your design should now look like
what is shown on the next page.
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We now want to place the ellipse in the center, and the grid will help with
this too. Having a mark to indicate the halfway point between the left and
right ends of the design will be helpful, so let's use the Subdivide command
for this.

Select the topmost horizontal line of the inner rectangle and then choose
"Subdivide" from the shortcut menu. For the number of subdivisions, enter 2
and then click OK. The new knot is now exactly halfway across the design.

Now choose "Ellipse" from the Draw menu. Bring up the shortcut menu and
choose "Center, Dimensions" as your drawing method. Using the knot you just
added as a guide, click on the grid point at the very center of your design.
(You can probably judge the vertical halfway point using the grid marks alone.
Another way to locate the center is to find the point 18", 8" by reading the
fields at the right end of the status bar.) Next, make an ellipse like the one on
the next page by clicking with the mouse about four inches to the right of the
knot you just added with the Subdivide command; this would be at location
29", 15", If the ellipse does not look like what you see on the next page,
click Undo and try again.
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We can take advantage of the horizontal symmetry in this design. For most of

our remaining wor|<, we will add to on|y the left side and later reflect that
work onto the right.

Now add the short lines that lie between the two rectang|es. We need

on|y add to the ones on the left and down the center:
I (I>
[ I
We'll now work on the three-pointed pattern in the lower left corner of the
window. Turn off the grid and zoom in on that corner—the best way is to

IEI enter Zoom mode and then drag a zoom box around the area of

interest. There is a diagonal line of symmetry in that pattern, so let's
design half of it and then reflect to get the other half.

® Lesson 20: Putting It All Together © 137



Turn on the diagonal crosshairs. Enter Pick mode and position one of the
crosshairs over one of the corner knots as shown. Be sure you release

the mouse button when the pointer is directly over one of the corner
knots or the crosshair may not be positioned perfectly.

/

Now draw three curves to create one half of the cormer pattern. Don't worry
about making your pattern look exactly like the one pictured.

Draw this line first

y.
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Select the three curves you have just drawn, choose "Reflect" from the shortcut
menu, and choose "Across /" as the reflection method. After you have done
this, unselect the lines (just click in the view where no lines are nearby) and
then turn off crosshairs.

L J

Do a Zoom All by pressing the Enter key.

Now is a good time to save the work you have done so far. Click the Save

button, type a name of your choice for this design, then click "Save."

Now add the following curve:

| l
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Next add two straight lines using the Curve command.

Aagain, it doesn't matter if your lines look somewhat different from the ones

shown here.

Now you can reflect your work on the left half of the design over to the right.
Turn on horizontal/vertical crosshairs, enter Pick mode, and drag the

vertical crosshair to the knot at the top of the ellipse. (If you don't see
the vertical crosshair, use the Set Crosshairs Origin command on the View
menu.) Then drag out a select box as follows:
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Choose "Reflect" from the shortcut menu, and choose "Across |" as the
reflection method. After you have done this, unselect lines and turn off the
crosshairs. You now have the following design:

I I I
L [ [ [ N

On|y one more line to go! Draw the final curve now. You can draw this the

usual way—no need to bother with reﬂecting. Don't add any knots but just
use the existing ones.

I I I
L I I I N
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To be able to color you will have to add knots at the points where this new
curve crosses two other curves. Use the Add Knot command to add those

knots now:
Here And here

/ | \\ |

Now turn off hairlines and turn off knots. Select all lines in the design
(pressing Ctrl+ A is one way to do it) and choose "Line Properties" from the
shortcut menu. Choose a lead width of V4". Your pattern should now look

like this:

\
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You can experiment with other lead widths if you like.

Now let's color the design. Click on a color you like for the border pieces (if
you don't see one you like on the color pa|ette, double-click one of the
buttons and choose a color using the Color Selector dia|og box), and then
drag a color box around the entire design. This colors the pieces in the border,
but then it colors every piece in the window! You can now assign different
colors to the non-border pieces. Choose glass or textured color as you wish.

You should be able to color all pieces in this window. If you cannot color a
piece, use the Suggest command on the Help menu to determine what the
problem is. If you get a suggestion about a missing knot at the top of the
ellipse, you can probably ignore it: the lines might cross a little as they
approach the |<not, but the program should be able to sort that out.

Choose "Page Setup" from the File menu, and in the Page Setup dialog box
choose a Format of "All on one page" and an orientation of "Landscape."
Click OK. Now click on the Print Preview toolbar button to see how the
design will look when printed. If you are satisfied with its appearance, click

the Print button to print the page.

Close this design and save your changes. Your design is saved using the name

you gave it earlier.

Congratulations! You've have completed all twenty lessons. By now you
should be quite proficient in using Glass Eye 2000. Now go forward and
create beautiful designs of your own.
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V. COMMAND SUMMARY

B About Glass Eye 2000 command (Help menu)

Displays your product version number and copyright notice.

B Acquire TWAIN Image (File menu)

Allows you to import a background image from a TWAIN device. Use the
"Select TWAIN Source" command to choose from among multiple devices.

B Add Background command (File menu)

Lets you add a background image to your design. After the image is imported
it can be manipulated with the Background Properties command.

B Add Knot mode (Edit menu)

Lets you add a knot to an existing line. If the knot is added at the intersection
of multiple lines, the new knot belongs to each line. If the knot is added on
top of a slider, then a fixed knot will replace that slider. Adding a knot to a
line sometimes causes that line to change its shape slightly. This is normal. A
new knot will sometimes merge with nearby knots and lines. To reduce the

area of influence, zoom in before adding the new knot.

B Add Text mode (Text menu) IEI Enterprise

Allows you to add text in two steps: pick a position for the text with the
mouse, then enter the text itself. While entering the text you can specify its
attributes, such as its font or color.

B  Arc mode (Draw menu)

Lets you draw an arc in your design. Click in the view to place the knots. The
arc must go through exact|y three knots.

144 o Glass Eye 2000 User's Guide ®



B Auto Grid Snap command (View Properties dialog box)

Causes knots to snap to gricl points when created or moved.

B AutoSave command (File menu)

Use this command to have your design saved at regular intervals. You can
specify how often to save, and whether the save should happen automatica”y

or with a confirmation.

B AutoTrace Background command (Draw menu) Enterprize

Detects lines in your background image and converts them to curves and arcs.

You must have a background image in your design for this command to be

enab|eo|.

B AutoTrace Text command (Text menu) [ Enterprise |

Draws an outline around each letter of a text element created with the Add
Text command. Once your letters have been drawn as lines and curves, you'||
have the abi|ity to resize them, rotate them, color them, and so on.

B Background Properties command (File menu)

Allows you to view and change various properties of the background image.

B Break command (Modify menu)

Allows you to break one line into two or more lines. With a knot selected,
any line going through that knot will be separated into two adjacent lines, with
each line terminating at that knot. With a line segment selected, you separate a

discontinuous line into a set of unconnected continuous lines.

B Browse Designs / Browse Bevels command (File menu)

Allows you to browse through a library of designs or bevels.
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B Cascade command (Window menu)

Arranges views in reduced-size, overlapping windows.

B Change Font command (Text menu) [ Enterprise |

Allows you to set font attributes for the selected text. If no text is se|ecteo|,
this appears as the "Set Default Font" command and allows you to set font
attributes for the text you will later add to your design.

B Circle mode (Draw menu)

Lets you draw a circle in your design. The circle is created as an arc going
through four knots. Use the shortcut menu to choose either of these drawing
methods:

Center, Radius: Define the circle by clicking first at its center and then
at a point on the circle.

Frame: Define the circle by clicking twice to define a square
frame into which the circle fits.

B Close command (File menu)

Closes all views containing the active design. If you have made changes to the
design, you will be asked if you want to save changes before you close. If you
close a design without saving, you lose all changes made since the last time
you saved it. Before closing an untitled design, Glass Eye 2000 displays the
Save As dia|og box and suggests that you name and save the design.

B Close command (window pop-up menu)

Closes the application, a view, or a dialog box.

Double-clicking the small icon in the top left of a window is the same as
choosing the Close command from that window's pop-up menu.
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B Color mode (Edit menu)

Lets you click on a piece to change its color to the working color. A click
with the right mouse button changes the piece clicked on as well as all other
pieces of that color. A left mouse button click with the Shift key held down
causes the color of the area clicked to become the working color.

B Color Options command (View menu, Ctrl+L)

Lets you choose among three ways of showing the glass in your design: you
can stretch glass to fit each piece, display glass at its actual size, or use a solid
color approximation. You also have tools for manipulating the color palette

and the option to highlight pieces when coloring or numbering.

B Copy command (Edit menu, Ctrl+C)

Copies selected line sections onto the Clipboard. Pieces (colors) are also
placed on the Clipboard if all bordering line sections are selected. Copying to
the C|ipboaro| rep|aces the contents previous|y stored there.

B Curve mode (Draw menu)

Lets you draw a curve in your design. Click in the view to place the knots;
double-click to end the line.

B Customize Menus and Hot Keys command (View menu)

Allows you to customize the context-sensitive "shortcut" menu that appears
when you click the right mouse button in your design view.

B  Cut command (Edit menu, Ctrl+X)

Removes the selected line sections and text from the design and puts them on
the Clipboard. Pieces (colors) are also placed on the Clipboard if all
bordering line sections are selected. Selected knots are deleted. Cutting to the
C|ipboard rep|aces the contents previous|y stored there.
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B Default Line Properties command (Modify menu)

Lets you change the properties used for all subsequent line drawing.

B Delete command (Edit menu, Del)

Removes the selected line sections, text, and knots from the design.

B Do | Have the Latest Version? command (Help menu)

Takes you to the Dragonfly Software web site to see if any free updates are
available. Establish your Internet connection before using this command.

B Drawing Properties command (Draw menu)

Here you can choose the drawing methods for squares, rectangles, circles,
ellipses, and polygons. You can also specify how Shift key locking works

during line drawing and moving.

B Edit Text mode (Text menu) IEI Enterprize

Allows you to change the content or the attributes of the selected text.

B Ellipse mode (Draw menu)

Lets you draw an ellipse. The ellipse is created as an arc going through four
knots. Use the shortcut menu to choose either of these drawing methods:

Center, Dimensions: Define the ellipse by clicking first at its center and then
at another point to specify the width and height.

Frame: Define the ellipse by clicking twice to define a
rectangular frame into which the ellipse fits.

B English / Deutsch / Espaol / Francais / Italiano (Language menu)
Have Glass Eye 2000 operate in your chosen language.
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B Enter License Key or Registration Number command (Registration menu)

Use this command to activate your product license by entering either a license
key or a registration number. Your product reference code is also shown here.

B Erase mode (Edit menu)

Allows you to delete parts of your design without first having to select them.
In Erase mode hold down the left mouse button to erase lines and text, or
accompany that with the Shift key to erase knots along the length of a line.

B Exit command (File menu)

Ends your design session.

B Explode command (File menu) Enterprize

Separates the pieces of your design so that they can be printed, plotted, or
cut. Exploding is a two-phase process: separating your design into a set of

unconnected pieces, and nesting those pieces within plotter pages.

B Export Design command (File menu)

Save your design in file formats other than the Glass Eye format.

B Flip command (Modify menu)

Flips the selection from left to right (a horizontal flip) or from top to bottom
(a vertical flip).

B Glass Eye 2000 Help command (Help menu, F1)
Displays the Help Topics dialog box.

B Glass Orientation mode (Edit menu) | Enterprize |

Lets you change the position and rotation of glass within a piece. Hold down
the Ctrl |<ey to affect all pieces of the same color.
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B Group command (Modify menu, Ctrl+G)

Allows you to group a set of lines. When formed into a group, se|ecting one
of the lines in the group will select all lines in the group.

B How Much Does It Cost? command (Registration menu)

Tells you the price to purchase or upgrade Glass Eye 2000. Prices are
subject to change, so please visit www.dfly.com to confirm the prices shown.

B |mport Design command (File menu) Enterprise
Open a file that was saved in WMF, EMF, DXF, or DWG format.

B Insert command (File menu)

This command functions like the Open command, except that instead of
opening the design into a new view the design is added at the center of the

active view.

B Join Lines command (Modify menu)

Forms one line out of two selected, adjacent lines.

B Lamp Wizard command (Draw menu) [ Enterprise |

Allows you to enter the dimensions of a panel lamp shade and visualize it in
an interactive 3D viewer. It can show you the dimensions of each panel and
can generate the outlines of those pane|s for you to use as a temp|ate for

construction.

B Line Properties command (Modify menu)

Lets you change the lead size and color of the selected line sections. A lead
size consists of a face width, which is the width of the visible lead in your
window, and a heart thickness, which is the width of the lead that sits clirect|y

between pieces of glass.
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B Make Frame command (Modify menu) [EE EEETE EIENES

Converts the border of your design from H-came to U-came.

B  Maximize command (window pop-up menu) [O]

Enlarges the window to fill the available space.

B Minimize command (application window pop-up menu) [=]
Reduces the Glass Eye 2000 window to a button on the Windows taskbar.

B Move command (Modify menu)

Lets you move or copy the selection by specified horizontal and vertical
distances.

B Move command (window pop-up menu)

Allows you to move the active window or dialog box with the arrow keys.

This command is unavailable if the window is maximized.

B New command (File menu, Ctrl+N)

Creates a new, blank design. If you wish to open an existing design, use the

Open comma nd .

B New View command (Window menu)

Opens a new view with the same design as the active view. You can open
multiple views to display different views of a design at the same time. If you
change the contents in one view, all other views containing the same design
reflect those changes. When you open a new view, it becomes the active view
and is displayed on top of all other views.
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B Next command (view pop-up menu, Ctrl+Tab)

Switches to the next open view. Glass Eye 2000 determines which view is
next according to the order in which you opened the views.

B Nudge Up/Down/Left/Right command (Arrow keys)

Moves the selection a small amount in the direction of the arrow key pressed.
If the Ctrl key is held down while pressing the arrow key, the amount moved

is very slight.

B Offset command (Draw menu) EIEHES

Draws an offset line on the insides of pieces, or around the outside of your

design.

B Open command (File menu, Ctrl+O)

Opens an existing design in a new view. |f you wish to begin a new design,
use the New command. You can have multiple designs open simultaneously.
Use the Window menu to switch among the mu|tip|e open designs.

B Page Setup command (File menu)

Lets you choose options for printing, including format (all on one page, actual
size, or print-to-sca|e), reversed c|esign, paper size and source, orientation
(portrait or landscape), and margins. Click the "Calibrate" button if you want
Glass Eye 2000 to compensate for printer inaccuracies.

B Pan mode (View menu)

Lets you scroll the view by dragging any point in it.

B Park License on Server (Registration menu)

Stores your product license on the Dragonﬂy Software server for later retrieval
using the Retrieve License from Server command.
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B Paste command (Edit menu, Ctrl+V)

Inserts a copy of the Clipboard contents at the crosshairs origin (if visible) or

at the center of the view.

B Pick mode (Edit menu) II‘

Lets you select knots, text, and line sections by clicking on them. Also lets

you move these elements by dragging them.

B Piece Labeling command (Text menu)

Use this command to control how pieces are labeled with color codes and
numbers.

B Piece Picker mode (Edit menu) @ Enterprise

Lets you easi|y se|ect, move, and rotate pieces that have been separated using

the Exp|ode command.

B Plot command (File menu) Enterprise

Similar to the Print command, but instead of sending a design to your printer

you are sending it to your plotter or cutting device. Glass Eye 2000 uses the
term "plot" to include both plotting and cutting.

B Polygon mode (Draw menu)

Lets you add a polygon to your design. The number of sides is specified using
the Drawing Properties command. A polygon is always drawn with two clicks:

one at the center, and one at a corner.

B Previous command (Ctrl+ Shift+Tab)

Switches to the previous open view. Glass Eye 2000 determines which view
is previous according to the order in which you opened the views.
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B Print command (File menu, Ctrl4P)

Lets you print a design. This command presents the Print dialog box, where
you may specify the destination printer, the range of pages to be printed, the
number of copies, and other printer setup options. Clicking the "Properties"
button on the Print dialog box will take you to another dialog box that gives
you extra control over your printed output, such as graphics resolution
(sometimes called "print quality") and color adjustments. Before printing, be
sure to have set your desired print options using Page Setup. Use Print
Preview to see how the design will appear when printed.

B Print Preview command (File menu)

Displays the design as it would appear when printed. When you choose this
command, the main window will be replaced with a print preview window in
which pages will be displayed in their printed format. The print preview
toolbar offers you options to view either one or two pages at a time, move
back and forth through the pages, zoom in and out, and initiate printing.

B Properties command (File menu)

This command brings up the Properties dialog box, which contains three
tabbed pages. The General page allows you to specify a tit|e, artist, sty|e,
category, shape, difficulty, keywords, and notes for any design. The Glass
Usage page shows you your glass usage and costs. The Came Usage page
shows you your usage and costs for lead, zinc, or brass came. The
Miscellaneous page lists materials other than glass or came required to
construct your design. The Construction Cost page provides a spreadsheet for
you to compute the construction cost or retail price of a design.

B Purchase Glass Eye 2000 command (Registration menu)

Use this command to purchase your copy of Glass Eye 2000. Purchases are
typically transacted over the Internet, but options to order by telephone or

mail are available.
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B Rectangle mode (Draw menu)

Lets you draw a rectangle in your design. The rectangle is created as four
connected curves. Use the shortcut menu to choose either of these drawing
methods:

Center, Dimensions: Define the rectangle by clicking first at its center and
then at a corner to specify the width and height.

Corner, Dimensions: Define the rectangle by clicking at two opposing

corners.

B Redo command (Edit menu, Ctrl+Y)

Reverses the action of the Undo command.

B Redraw command (View menu, F5)

Erases the view and redraws the design.

B Reflect command (Modify menu)

Makes a mirror image of the selection across one or both of the crosshairs. This

command is available only when crosshairs are shown.

B Remove Frame command (Modify menu) Enterprise

Converts the border of your design from U-came to H-came.

B Remove License command (Registration menu)

This command will erase your product license. Use with extreme caution.

B Repeat command (Modify menu) Enterprise

Lets you make multiple copies of a selected element in your design.
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B Resize command (Modify menu)

Lets you specify the width and height of the selection. Both width and height
are measured from the middle of lead lines, not the outer edges.

B Restore command (window pop-up menu)

Returns a maximized window to its previous size.

B Retrieve License from Server command (Registration menu)

Retrieves a product license that was parked on the Dragonﬂy Software server
using the Park License on Server command.

B Rotate mode (Modify menu)

Lets you rotate the selection using your mouse or keyboard.

B Save command (File menu, Ctrl+S)

Saves the active design using its current filename and folder. When you save a
design for the first time, Glass Eye 2000 displays a dialog box so that you
can name your file and choose its folder. If you want to change your file's
name or folder, use the Save As command.

B Save As command (File menu)

Lets you name and save the active design. To save a design using its current
name and folder, use the Save command.

B Scale command (Modify menu)

Lets you scale the selection by specified horizontal and vertical scale factors.

B Select All command (Edit menu, Ctrl+A)

Selects all lines and text in the design.

156 ¢ Glass Eye 2000 User's Guide ®



B Sclect All Text command (Text menu) Enterprise

Selects all the text in your design. This does not include piece labels, which

are not selectable.

B Select Similar Lines command (Edit menu)

Selects lines that share the same face width, heart thickness, or color.

B Send Design via Email command (File menu)

Sends the design through electronic mail as an attachment. The attached file

can be in .eye format or a number of image file formats.

B Set Crosshairs Origin command (View menu)

Lets you click in the view to set the point where the crosshairs intersect.

B Set Crosshairs Origin to Ruler Origin command (Ctrl+0)

Sets the point where the crosshairs intersect to the (0,0) point of the rulers.

B Set Knot Location command (Modify menu)

Lets you type in the location for a selected knot.

B Set Ruler Origin command (View menu)
Lets you click in the view to set the (0,0) point of the rulers.

B Set Ruler Origin to Crosshairs Origin command (Ctrl+ Shift+0)
Sets the (0,0) point of the rulers to the point where the crosshairs intersect.

B Show Background command (View Properties dialog box, Ctrl+B)
Displays or hides the background image.
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B Show Colors command (View Properties dialog box)

Displays or hides the colors of pieces.

B Show Crosshairs command (View Properties dialog box)

Displays or hides the horizontal/vertical or diagonal crosshairs.

B Show Grid command (View Properties dialog box)
Displays or hides grid lines. If the grid line density becomes too great then grid

lines are not shown.

B Show Hairlines command (View Properties dialog box) IE‘

Causes lines to be shown or not shown as hairlines.

B Show Knots command (View Properties dialog box)
Displays or hides knots.

B Show Rulers command (View Properties dialog box) IE‘

Displays or hides rulers.

B Size command (window pop-up menu)

Allows you to size the active window with the arrow keys.

Alter the pointer changes to the four-headed arrow:
1. Press an arrow |<ey to move the pointer to the border you want to move.
9. Press an arrow |<ey to move the border.

3. Press Enter when the window is the size you want.

This command is unavailable if the window is maximized.
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B Snap to Grid command (Modify menu)

Moves all selected knots (or knots adjacent to selected line sections) to their

nearest grid points.

B Square mode (Draw menu)

Lets you draw a square in your design. The square is created as four
connected curves. Use the shortcut menu to choose either of these drawing
methods:

Center, Side: Define the square by clicking first at its center and
then at another point to specify the size.

Corner, Side: Define the square by clicking first at one of its corners
and then at another point to specify the size.

B Status Bar command (View menu)

Displays or hides the status bar, which describes the action to be executed by
the selected menu item or toolbar button, and which displays the pointer

location.

B Sticky command (View properties dialog box)

When this option is enabled, knots that are created or moved will
automatically join with other knots or become sliders on lines. Only in rare

circumstances should you disable this option.

B Straighten command (Modify menu)

Brings selected lines into horizontal or vertical alignment. This command can
also arrange the knots of a sing|e curve or arc into a straight line defined by its
endpoints.
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B Stretch mode (Modify menu)

Causes a stretch box to appear around the selection. You can then change the
size of the selection by dragging one of the resize handles on the box. If the
Shift key is held down the selection maintains its proportions; if the Ctrl key is
held down the selection maintains its center. You can also move the selection
by dragging the inside of the box.

B Subdivide command (Modify menu)

Lets you divide the selected line sections into smaller sections of equal length.

B Suggest command (Help menu, Ctrl4+Q)

Looks for design flaws in the active view and offers suggestions for fixing them.

B Tile command (Window menu)

Arranges views in reduced-size, non-overlapping windows.

B Toggle Between Commands command (Spacebar)

Switches between the last two command modes.

B Toolbar command (View menu, Ctrl+T)

Displays or hides the toolbar, which contains buttons for the most common

commands.

B Transfer License command (Registration menu)

Use this command to move your product license to another computer. Alter
doing so, Glass Eye 2000 will become disabled on the original computer.
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B Tutorial command (Help menu)

Looks on your computer for Glass Eye 2000 lessons that you can see in your
web browser. If not found on your computer, you have the option of finding
the lessons on the Dragonﬂy Software web site.

B Undo command (Edit menu, Ctrl+Z)

Reverses the last editing action, if possible.

B Ungroup command (Modify menu, Ctrl+U)

Reverses the action of the Group command.

B Units and Precision command (View menu)

Lets you set the way measurements and materials usage are disp|ayed. You can
set units (inches, feet, millimeters, centimeters, or meters), format (decima|s or
fractions), and precision values, including those that determine the accuracy of
the Rotate and Straighten commands.

B Unselect All command (shortcut menu)

Causes no line sections, text, or knots to be selected.

B Upgrade Glass Eye 2000 command (Registration menu)
Allows you to upgrade to a more advanced version of Glass Eye 2000.

B View Log command (Registration menu)

Shows you a history of registration events. Do not delete or modify the |og.
The log can be useful if you need to contact Dragonfly Software technical

support regarding a licensing issue.
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B View Properties command (View menu, Ctrl+E)

Lets you set many properties of the active view. Changes here affect the way
a design is viewed, but do not affect the design itself.

B Visit the Discussion Group command (Help menu)
This command will take you to the Yahoo! Group for Glass Eye 2000. There

you can ask questions, chat, share designs, and see our events calendar.

B What's This? command (Help menu, Shift+F1)

Provides help on some portion of Glass Eye 2000. After initiating the
command, the pointer changes to an arrow and question mark. Then click
somewhere in the Glass Eye 2000 window, or choose a menu item, or press

a key. A help topic will be shown for what you have chosen.

B Yank mode (Edit menu)

Lets you drag a line section away from a knot. To yank, place the pointer on a

line section near a knot and then drag.

B Zoom mode (View menu) IE‘

Lets you control how large or small a design appears in a view. You can click
with the left mouse button to zoom in or with the right mouse button to zoom
out. You can also drag a zoom box around the portion of the design you want
to fill the view.

B Zoom All command (View menu, Enter)

Displays the entire design in the view.

B Zoom In command (View menu, +)

Makes the design appear larger in the view. With the Ctrl key held down the
amount of zoom is reduced to 1/10 of the normal amount.
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B Zoom Out command (View menu, —)

Makes the design appear smaller in the view. With the Ctrl key held down
the amount of zoom is reduced to 1/10 of the normal amount.

m 1,2, ... command (Window menu)

At the bottom of the Window menu is a list of currently open views. A check
mark appears in front of the design name of the active view. Choose a design

from this list to make its view active.

B 1,2, 3, 4 command (File menu)

Opens the design you select from the numbered list of designs. The last nine

designs you have accessed are SI’\OWH.
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VI. KEYBOARD COMMANDS

Key Meaning

F1 Glass Eye 2000 Help

Shift + F1 What's This?

F5 Redraw

Enter Zoom All

Escape Cancel the current operation

F Zoom In

- Zoom Out

Del Delete

Up Arrow Nudge Up

Down Arrow Nudge Down

Left Arrow Nudge Left (or rotate counterclockwise in
Glass Orientation mode)

Right Arrow Nu.dge R.ight (or rotate clockwise in Glass
Orientation mode)

Spacebar Toggle Between Commands

Mouse wheel held down Pan

Page Up Seroll up

Shift + Up Arrow

Page Down

Sh;t + Down Arrow Scroll down

Page Left

Sh;t + Left Arrow Seroll lef

Page Right Scroll right

Shift + Right Arrow

Alt + Up Arrow
Shift + mouse wheel backward

Rotate clockwise

Alt + Down Arrow

Shift + mouse wheel forward

Rotate counterclockwise

Mouse wheel forward/backward

User-defined at Units and Precision

Continued on the next page...
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Cul + A Select All

Curl + B Show Background
Crl + C Copy

Cul + E View Properties
Cul + G Group

Crl + L Color Options
Cul + N New

Cul + O Open

Cul + P Print

Cul + Q Suggest

Cul + S Save

Cl + T Toolbar

Cul + U Ungroup

Cul +V Paste

Cul + X Cut

Cul + Y

Mouse small thumb button Redo

Cul + Z Undo

Mouse |arge thumb button

Cl + 0

Set Crosshairs Origin to Ruler Origin

Ctrl + Shift + 0

Set Ruler Origin to Crosshairs Origin

Ctrl + Tab Next

Cul + F6 o

Ctrl + Shift + Tab )
Previous

Ctd + Shift + F6
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Vil. HSL & RGB

This chapter needs to be read on|y by those users who wish to understand the
use of the Hue, Sat, Lum and Red, Green, Blue fields in the Textured Color

area of the Color Selector.

Texrture: |Mone j Ffmtate S0F |

Hue; IE!IJ Bed:
Sat [165  Green: |231 Here
Luarr: |1 65 Blue:

Light green

The Color Selector dialog box uses two models for specifying solid colors:

the HSL model and the RGB model.

166 * Glass Eye 2000 User's Guide ©



B HSL color model

HSL stands for Hue, Saturation, and Luminosity. The Color Selector
dialog box provides controls for specifying HSL values. The following
illustration shows the spectrum and luminosity controls that appear in the
dialog box and shows the ranges of values the user can specify with these

controls:

— 240
B u i B

0 239

In the Color Selector dialog box, the saturation and luminosity values must
be in the range O through 240, and the hue value must be in the range O
through 239.

B RGB color model

The RGB model is used to designate colors for c|isp|ays and other devices
that emit light. Valid red, green, and blue values are in the range O through
255, with O indicating minimum intensity and 255 indicating maximum
intensity. The illustration on the next page shows how the primary colors
red, green, and blue can be combined to produce four additional colors.
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Magenta

B Examples

Yellow

Here are eight colors and their associated HSL and RGB values:

Color Hie St Lim  Red  Green Blue
Red 0] 240 120 255 0] 0
Yellow 40 240 120 255 255 0]
Green 80 240 120 0] 255 0]
Cyan 120 240 120 0] 255 255
Blue 160 240 120 0] 0 255
Magenta 200 240 120 255 0 255
White 0 0] 240 9255 255 255
Black 0] 0] 0] 0] 0] 0
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B Choosing a solid or textured color

There are three ways to specify a color using the Textured Color area of the

Color Selector dialog box:

1. Drag the pointer in the spectrum control to select hue and saturation
values, then drag the pointer in the luminance bar to select brightness.

9. Enter hue, saturation, and luminosity (HSL) values by using the Hue,

Sat, and Lum edit controls.

3. Enter red, green, and blue (RGB) values by using the Red, Green,

and Blue edit controls.

The first of these is sufficient for near|y all users. The other two are
provided mostly for those users who have HSL or RGB values for a

particular color they wish to use in a design.
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VIIl. Glossary

B Active design
The design that is currently visible and available for editing.

B Active view

The view that contains the active design. If multiple views are visible, the

active view is highlighted.

B Arc

A line along a set of knots. Its shape is determined by one or more elliptical
arcs.

B Clipboard

The Clipboard is a special storage place for lines and pieces. Lines, pieces,
and text can be p|acec| onto the C|ipboarc| with the Cut and Copy commands
and copied from the Clipboard with the Paste command.

B  Color button

A button on the color palette. Click on a color button to make its color the
working color. Double-click it to change the color.

B Color code

A letter (or other symbols) that identify a color. The color code is associated

with a design, so the same color can have a different code in different designs.

B Color palette

The bar (or bars) on the edge of the view containing the color buttons.
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B Crosshair

A line used for the a|ignment of knots and the reflection of lines. Crosshairs

appear either as a horizontal and a vertical line or as two diagonal lines.

B Crosshairs origin

The p|ace where the crosshairs meet.

B Curve

A smooth line a|ong a set of knots. lts shape is determined by a sp|ine

function.

B Discontinuous line

A curve or arc with gaps in it. The line remains smooth, as if there were

invisible sections in it.

B Knot
A point along a line that is used to define the shape of that line and to define

a place where lines connect.

B License key
A code used to unlock Glass Eye 2000 for use on your computer.

B Line

Either a curve or an arc. Except for some exceptional arcs, a line is always

smooth.

B Line section

The portion of a line that passes between two of its knots.
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B Menu bar

The area displayed across the top of the main window, directly below the title

bar. The menu bar contains a row of menu titles.

B Piece

A colorable region of a design. A piece is always surrounded by line sections.

B Ruler origin

The point in a view that measures (0,0) on the rulers.

B Scroll arrow

A button appearing at each end of a scroll bar.

B Scroll bar

A rectangular control at the right and bottom of a view, enabling you to

adjust what portions of the design are visible in the view.

B Scroll box

A control on a scroll bar that indicates what portion of the design is visible in

the view.

B Shortcut menu

The menu that appears when you click the right mouse button.

B Slider

A knot whose position is determined by the shape of a line. Sliders are white,

whereas other knots are gray.
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B Status bar

The area disp|ayec| across the bottom of the main window that disp|ays
descriptive messages about a selected menu item or toolbar button. It also
displays the horizontal and vertical position of the pointer.

B Stretch box

A rectangle surrounding the selection. By dragging the resize handles on the

box you can reshape the selection.

B Title bar

The area displayed across the very top of the main window that displays
"Glass Eye 2000" and also the file name of the active design.

B Toolbar

A panel displayed across the top of the main window, directly below the
menu bar. The toolbar contains a row of toolbar buttons.

B Toolbar button

A button on the toolbar designed to provide quick access to a specific

command or option.

H View

The screen area in which a design is displayed.

B Working color

The color you "paint" with as you assign color to pieces or color buttons.

* Glossary ®* 173



IX. INDEX

Acquiring, 87, 143
Active design, 169
Active view, 169
Arcs, 102-5, 143, 169
AutoSave, 144
AutoTrace Background, 90-92,
144
AutoTrace Text, 77, 144
Backgrounds, 85-88, 157
Breaking lines, 106, 144
Browsing, 82—84, 144
Circles, 49, 145
Clipboard, 99, 169
Color, 40, 63-72, 146
box, 64
buttons, 40, 63—65, 169
choosing, 64—67, 168
codes, 67, 76, 169
options, 70-71, 146
orientation, 72, 148
palette, 292, 40, 63, 64,
71, 169
removing, 63
showing, 35, 157
transparency, 73
Copying, 100, 146
Crosshairs, 93-95, 97, 156,
157,170

Curves, 9—10, 43—-44, 102-3,

146, 170
Cutting, 99, 146
Deleting, 38, 55, 100, 147

Diagonal lines, 105

Discontinuous lines, 106—7, 170

Discussion group, 161
Dragonfly Software, 7
Drawing, 9—10
arcs, 102-5, 143
circles, 49, 145
curves, 43-44, 102-3,
146
ellipses, 49, 147
polygons, 51
properties, 50-51, 147
rectangles, 47—48, 154
squares, 47—-48, 158
Drawing surface color, 98
Ellipses, 49, 147
Erasing, 39, 148
Exploding, 148
Exporting, 89, 148
Face width, 41-43, 98
Files
closing, 40, 145
opening, 16, 151
saving, 45, 155
Flioping, 116-17, 148
Framing, 150, 154
Grid lines, 95-96, 157, 158
Grouping, 149
Hairlines, 34, 42, 98, 157
Heart thickness, 41—43, 98
Help, 28-29, 148
Horizontal lines, 105, 115
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Hot keys, 146
HSL color model, 165-66
Importing, 85—-88, 149
Inserting, 149
Installing, 2
Intersecting lines, 56-57
Joining lines, 105-6, 149
Keyboard commands, 163
Knots, 9, 170
adding, 54-57, 143
deleting, 55
moving, 36
selecting, 37
setting location, 125, 156
showing, 35, 157
Labeling, 75-77, 152
Lamp Wizard, 127-28, 149
Language, 147
License
key, 3, 148, 170
parking, 151, 155
transferring, 3, 160
viewing log, 161
Lines, 9—10, 170
appearance, 98
breaking, 106, 144

discontinuous, 106—7, 170

joining, 105-6, 149
moving, 3637
propetrties, 42, 147, 149
pulling apart, 123-24
sections, 41, 170
selecting, 37

subdividing, 55-56
Menu bar, 22, 171
Moving, 114, 150
Multiple designs and views,

129-32
Nudging, 38, 151
Numbering, 75-77, 152
Offsetting, 151
Opening designs, 16, 151
Orientation, 26
Page Setup, 18, 24-26, 151
Panning, 32, 151
Pasting, 99, 152
Picking, 23, 152
Pieces, 12, 63, 74, 171
Plotting, 152
Polygons, 51, 152
Precision, 23-24, 160
Printer calibration, 26
Printing, 18, 27-28, 153

options, 24-26

preview, 27, 153
Properties of a design, 78—82,

153
Purchasing, 153
Rectangles, 47—48, 154
Redo, 154
Reflecting, 117-19, 154
Registration number, 148
Repeating, 154
Resizing, 17, 111-12, 155
RGB color model, 166—-67
Rotating, 112—13, 155
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Rulers, 34, 157, 171
Saving designs, 45, 155
Scaling, 114-15, 155
Scanning, 87
Scroll bars, 22
Scrolling, 32
Selecting, 37, 155, 156, 160
Selection color, 98
Sending designs via email, 89,
156
Shortcut menu, 46, 51-53,
171
Showing
colors, 35, 157
crosshairs, 157
grid lines, 95, 157
hairlines, 34, 42, 98, 157
knots, 35, 157
rulers, 34, 157
Sliders, 10-11, 44, 171
Snapping to the grid, 96, 144,
158
Squares, 47—-48, 158
Status bar, 22, 158, 172
Sticky, 43, 159
Straight lines, 12
Straighten, 126, 159
Stretch box, 109, 172
Stretching, 109, 159
Subdividing line sections, 55-56,
159

Suggest, 58—62, 159
System requirements, 2
Technical support, 8
Text, 7477
adding, 74, 143
editing, 75, 147
setting the font, 75, 156
Title bar, 22, 172
Toolbar, 160, 172
Tutorial, 160
Undo, 39, 160
Ungrouping, 124, 160
Uninstalling, 2
Units, 23-24, 160
Updates, 62, 147
Vertical lines, 105, 115
View properties, 34—35, 97—
98, 161
Views, 172
creating, 150
redrawing, 154
What's This?, 29, 161
Windows
closing, 22, 145
moving, 150
sizing, 22, 150, 155
Working color, 40, 172
Yanking, 123-24, 161
Zooming, 33, 161, 162
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