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Information

Using the Reference
Installing TrueType Fonts
Service Information

Advice for Plotter Output
Using Digitizers

Menu Commands

File Menu >

Edit Menu >
Configure Menu >
Shape Menu >
Draw Menu >
Geometry Menu >
Trimming Menu >
Dimension Menu >

Library Menu >
Extra Menu >

Help Menu >
Other Commands >

Screen Elements

Main Window
Panel

Drawing Window
Ruler

Status Window
Symbol Window
Toolbox

Selection Window

Popup Menu

Dialog Boxes

User Identification

File Selection

Details

Color Selection
Standard-Color Selection
Basic Properties
Extended Properties
General Message
General Entry




Command-Specific Dialog Boxes >

Miscellaneous

Keyboard Assignments
...for View and Zoom

...for Selection and Identification

...for Clipboard

...for Settings

...for Point Entry

...for Object Identification

Default Assignment
Command Identifiers

Important File Extensions
WINL.INI and TSTEK3.INI
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A biclose
Flle Menu

New Drawing

Open Drawing
Merge Drawing

Objects
Standard Elements

Other Elements
Save Drawing
Save Drawing as
Save Elements as
Drawing List
Miscellaneous

Destroy Drawing

Create Duplicate

Load Duplicate
Autosave

Convert Drawing
Print Drawing
Control Panel
Exit




This command starts a new drawing. Any previously loaded drawing is removed (after confirmation)
from memory.

The new drawing is based on the elements in the drawing TSTEK3.T3G (or the relevant user-dependent
file in a multiple user environment). The file has no name until saved; the drawing name (UNTITLED)
is shown in the title bar.

The drawing details (see Drawing Details) are blank except for the details of the date and author.

Note: If the elements upon which new drawings are based are to be altered, use the command Save
Elements as Default. The next new drawing will then be automatically based on these elements.

To replace the current elements with those from another drawing or add the elements from another
drawing to the current one, use the command Merge Drawing>Other Elements.

Related command:
x No related commands



This command opens an existing drawing (loads it into memory). The File Selection Dialog appears,
where the drawing to be loaded can be chosen.

Tek Illustrator files usually have the extension T3G. Files created by CAD/DRAW Professional 2 with the
extension T2G can also be loaded.

Before the chosen drawing is loaded, the current drawing, if any, is removed (after confirmation) from
memory. After this, the chosen drawing is loaded and displayed. Initially, a page view is displayed.

If the drawing contains symbols which are not currently in memory, an attempt will be made to load them
from the relevant library. If a symbol can not be loaded, the instance will be shown as a text label. As
soon as the symbol becomes available the instance will be displayed correctly. The same goes for Tek
Ilustrator's own fonts if no available substitute has been specified with the Fonts command.

If the drawing can not be loaded successfully, a new blank drawing is started (see New Drawing).

Related command:
® Drawing List



Using this command, objects, blocks and instances can be merged into the current drawing from another
file. The other file is chosen from the File Selection Dialog.

Tek Illustrator drawings usually have the extension T3G. However, objects, instances and blocks can be
loaded from drawings created with CAD/DRAW Professional 2 which have the extension T2G.

When merging blocks, conflicts can arise. Because blocks are identified by their names, the name must
only be used once within a drawing. If the drawing to be merged contains blocks with names which are
already in use, they cannot be loaded.

Note: Because the appearance of an object depends on the pen settings, line pattern and layer, merged
objects can look very different from their original appearance. The current pen, line pattern and layer
settings may be quite different from those used in the original drawing,

Related commands:

® Merge Drawing>Standard Elements
® Merge Drawing>Other Elements




This command can be used to replace or merge standard elements in the current drawing. The standard

elements are those elements (zoom areas, line patterns, pens, coordinate systems, layers, blocks, objects
and geometry) saved in the file TSTEK3.T3G and used when starting a new drawing (or, in the case of
multi-user operation the user-specific file -777???-.T3G).

This command is particularly useful if changed standard elements have to be added to existing drawings.
To do this, the Load Elements Dialog appears, where the elements and working mode can be chosen.
When merging blocks, conflicts can arise. As blocks are identified by their names, each name must only
be used once in a drawing. blocks in the drawing to be merged with names already in use in the other

drawing cannot be merged.

Note: Because the appearance of an object depends on the active pen settings, line patterns and layer, the
merged object's appearance may be very different from the original.

Related commands:
L Merge Drawing>QObjects
L ] Merge Drawing>Other Elements




This command can be used to replace elements from the current drawing (zoom sections, line patterns,
pens, coordinate systems, layers, blocks, objects and geometry) with elements from another file or add
those elements to the current drawing.

This command is particularly useful if elements from one drawing have to be transferred to another
drawing.

To do this, the Load Elements Dialog appears, where the elements and working mode can be chosen.,
followed by the File Selection Dialog where the drawing file to be used can be chosen.

When merging blocks, conflicts can arise. As blocks are identified by their names, each name must only
be used once in a drawing. blocks in the drawing to be merged with names already in use in the other
drawing cannot be merged.

Note: Because the appearance of an object depends on the active pen settings, line patterns and layer, the
merged object's appearance may be very different from the original.

Related commands:
L] Merge Drawing>QObjects

® Merge Drawing>Standard Elements




This command saves the current drawing, if it already has a name. If the drawing has not yet been saved,
i.e. if the title bar shows (UNTITLED) then this calls the command Save Drawing as instead.

Before saving, a dialog appears asking whether or not to overwrite the existing file. This helps to avoid
the accidental overwriting of important data.

Note: Drawing files do not contain Undo and Redo information, which are only available as long as the
drawing remains in memory.

L
Related commands:
® Save Drawing as

L ] Save Elements as




This command saves the current drawing in a given file. The File Selection Dialog appears in which the
file to be used can be specified.

Tek Illustrator drawing files usually have the extension T3G, although other extensions can be used,
which can cause confusion.

If you choose to save a drawing which already has a name, a dialog will appear asking whether the new
file name should become the current drawing name. In this case, every time the Save Drawing command
is used the drawing is saved in the new file. The new drawing name is shown in the title bar.

Note: Drawing files do not contain Undo and Redo information, which are only available as long as the
drawing remains in memory.

L
Related commands:

* Save Drawing
® Save Elements as



This command is used to save elements from the current drawing in a new drawing file. Most elements
(zoom areas, line patterns, pens, coordinate systems, layers) are saved by default. To choose which other
elements to save, the Save Elements dialog appears, where the other elements to be saved can be chosen.

The File Selection Dialog then appears in which the drawing file to be used can be chosen.

Tek Illustrator drawing files normally have the extension T3G. However other extensions can be used,
which easily leads to confusion.

Note: If the current elements are to be saved without the additional objects, blocks and geometry as
standard elements, the Save Elements as Default can be used.

L
Related commands:

L Save Drawin
L] Save Drawing as




This command calls a list of drawings. The list contains up to 14 of the last-used drawing files. If an entry
is chosen from the list, the corresponding drawing is loaded.

Before loading the chosen drawing, the current drawing (after a suitable warning) is removed from
memory. After that, the chosen drawing is loaded and displayed. To start with, a page view is shown.

If the drawing contains instances of symbols which are not currently in memory, then an attempt will be
made to load them from the relevant libraries. If a symbol cannot be loaded, it is shown in text form. As
soon as the symbol becomes available the instance will be shown correctly. The same goes for Tek
lustrator's own fonts as long as no substitute font has been specified with the Fonts command.

If the drawing cannot be loaded successfully, a new drawing is started in a similar way to choosing the
command New Drawing.

Note: The drawing list is saved automatically and is available as soon as the program is restarted. If the
first entry from the list is chosen, the last-open drawing is loaded.

L
Related command:

L] Open Drawing



This command removes the current drawing from memory and erases the drawing file from the hard disk.
It is particularly useful during the maintenance of drawing collections.

A confirmation dialog appears first. If confirmed, then the current drawing is removed from memory and
the associated drawing file is deleted from the hard disk.

Afterwards, a new drawing is started (New Drawing).

Warning! This command is final and can not be undone using the Undo command. The drawing file is
deleted and permanently lost.

L 3
Related command:

® No related commands



This command creates a duplicate of the current drawing. A file with the same name as the current
drawing's file name but with the extension DUP is created. This command can only be used if the current
drawing already has a name.

If a duplicate with the same name already exists, then a warning appears to avoid accidental overwriting
of files.

Apart from the extension, a duplicate file is a " normal" drawing. They can be loaded as a duplicate using
the command Miscellaneous>[ oad Duplicate or like any other drawing using the command Open

Drawing.

Note: A duplicate of a drawing should be created, for example, if some variant of the current drawing is
to be tried out or operations are to be carried out which will change the drawing drastically and which can
not be undone using the Undo command.

L
Related commands:

® Miscellaneous>Load Duplicate
L ] Miscellaneous>Autosave

L] Save Drawing




This command loads a duplicate of the current drawing. Duplicate files can be created with the commands
Miscellaneous>Create Duplicate and Miscellaneous>Autosave.

The duplicate must have the same name as the file in which the current drawing is saved except that the
extension is DUP. This command can only be used if the current drawing already has a name.

Before loading the duplicate, the current drawing is removed from memory. After a warning message has
been displayed, the duplicate is loaded and displayed. To begin with, a page view is always shown.

If the drawing contains instances of symbols which are not currently in memory, then an attempt will be
made to load them from the relevant libraries. If a symbol cannot be loaded, it is shown in text form. As
soon as the symbol becomes available the instance will be shown correctly. The same goes for Tek
[Nlustrator's own fonts as long as no substitute font has been specified with the Fonts command.

If the duplicate can not be loaded successfully, then a new drawing is started as if the command New
Drawing had been carried out.

L

Related commands:

L ] Miscellaneous>Create Duplicate
® Miscellaneous>Autosave

* Open Drawing



This command customizes the autosave function. This is done with the Autosave dialog.

After a time interval has elapsed, the program works out whether the drawing has altered since the last
save. If this is the case an autosave is activated. A dialog appears which can be used to cancel the
autosave if it is not required on this occasion.

Autosave only works when Tek Illustrator is working in the foreground and no dialog is open. The
elapsed time is however measured and an autosave is carried out at the latest when the dialog is closed or
Tek Illustrator is activated again.

L]

Related commands:

L Miscellaneous>Create Duplicate
® Miscellaneous>L.oad Duplicate
* Save Drawing



This command calls one of the available converters. A list of the available converters appears. The list
shows all the programs in the CNV-path= section of WIN.INI. This is normally the CONVERT
subdirectory of the Tek Illustrator directory.

The conversion programs have a name which indicates the file types they convert from and to. It should
always follow this pattern:
AAA BBB.EXE

AAA is the extension of the source file format and BBB is the extension of the target file format. For a
more complete explanation see Important File Extensions.

After a converter is chosen from the list, it is started. The converters are freestanding programs which can
be used separately from Tek Illustrator. Each converter may work in a different way.

In general, a converter will allow you to convert one file, or all the files in a directory. Large collections
of drawings can be converted quickly in this way. Some converters also allow you to specify conversion
parameters.

For further information, refer to the descriptions of the individual converters. Each converter
AAA_ BBB.EXE has a corresponding Write file called AAA_BBB.WRI, which can be read and/or printed
out using Windows' Write accessory.

Note: The file converters work on a file basis, i.e. they read a file, convert it, and then write the result to a
new file. They can not be used to read a foreign file format directly into Tek Illustrator. The file must be
converted first and then loaded with a suitable command (e.g. Open drawing).

L
Related command:

® No related commands



This command is used to print a drawing or part of a drawing. Any output device for which a driver is
installed can be used.

Choosing the command calls the Print Drawing Dialog, in which the print settings can be specified.

If only certain objects are to be printed, they must be selected before choosing this command, using for
example the command Select>Identification. The "Selection Only" check box can then be enabled.

Important! If you use an HPGL-Plotter with the HPPLOT.DRYV driver supplied by Microsoft (or
Hewlett-Packard and Micrografx), you must read the text Notes for Plotter Output! It contains notes on
the correct use of such a plotter with Tek Illustrator.

L
Related command:

® No related commands



This command calls Windows' Control Panel, from which the default output device can be chosen.

More information can be found in your Windows documentation and the Control Panel's Help file.

L
Related command:

® No related commands



This command closes Tek Illustrator. If unsaved work is still in memory, you are given the option of
saving the work or not.

If Save Settings on Exit has been enabled, the current settings are saved.

If Save Symbol Window on Exit has been enabled, the contents of the symbol window are saved.

All windows for which the "Save Position" entry in their system menu is enabled, have their position (and
possibly their size) saved. In addition, information on which windows are displayed is also saved. The
same goes for the menu bar.

These settings are restored when the program is next started. If Multi-User Mode is enabled, then the
information is written to the users' file and is applied next time the same user starts the program.

L
Related command:

® No related commands
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This command can be used to undo the last operation carried out. It can be used with all commands which
create, alter or delete objects, instances or geometry objects. For example, the following commands,
among others, can be undone:

Shape>Edit Properties
Shape>Move Objects>Standard

Draw>Line>Standard
Trimming>Trim Object>Cut Out
Dimension>Hatch Objects>Union
Library>Insert Symbol / Block

Some operations cannot be undone. These are mainly operations which alter settings or definitions, as
well as alterations to blocks and symbols. These are examples of operations which cannot be undone:

File>New Drawing
Configuration>Set Origin
Configuration>Settings>Qutput
Library>Generate Symbol / Block
Library>Clean up Blocks

Successive operations can also be undone. The maximum number of undoable operations depends on the
"Undo Steps" setting in the command System Configuration>Memory and Monitor.

Note: The undo information needed to undo operations is not saved along with the drawing, i.e. it is lost
when the drawing is saved.

L
Related commands:
L] Redo

L] Erase Undo Information




This command redoes an operation canceled with the Undo command. It can only be carried out
immediately after an undo. If another operation has been carried out after the undo, you cannot redo the
undone operation.

Several undone commands can be redone. Successive operations can also be undone. The maximum
number of redoable operations depends on the "Undo Steps" setting in the command System
Configuration>Memory and Monitor.

Note: The undo information needed to undo and redo operations is not saved along with the drawing, i.e.
it is lost when the drawing is saved.

L 3
Related commands:
® Undo

® Erase Undo Information




This command removes the current undo information from memory. Undo information is generated every
time you carry out an operation which can be undone using the Undo command.

The size of the undo information depends on the number of objects which have been altered at the same
time. If a large number of objects have been altered, then a memory bottleneck can arise. In this case, you
should consider erasing the undo information.

The larger the maximum number of undo levels, the more undo information is generated. If you often get
memory shortages when working with large numbers of objects, then you should either increase the
available object memory or reduce the number of undo levels (see System Configuration>Memory and
Monitor).

Note: The undo information needed to undo operations is not saved along with the drawing, i.e. it is lost
when the drawing is saved.

L
Related commands:
® Undo

L Redo



This command copies objects to the Windows Clipboard and then deletes them from the drawing.

1. Choose objects
The objects to be cut must be chosen. Any number of objects can be chosen. This can be done using
several methods, which can be combined with each other:
L] Objects can be chosen, as for identification, by simply clicking on their outlines. If several
objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the help of
which the correct object can be picked out.
] Whole sections can be chosen by holding down the SHIFT key, and specifying two opposite
corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the FS Key or the button in the panel.
. All the objects in the drawing can be chosen by pressing the F10 Key .
. If the same group of objects is to be manipulated several times, it can be selected again by
pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.

Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key

Click, one after another, on the two objects not to be chosen

Release the CTRL key

After choosing the objects, they are copied to the clipboard and remain there until new data is copied to
the clipboard, which can also be done from other applications.

The original objects in the drawing are deleted without a further warning. If needed, they can be restored
using Undo. This does not affect the contents of the clipboard.

Note: The objects are placed on the clipboard in two different formats. The first format is the usual Tek
Hlustrator (TVG 3.0) drawing format, which contains information about objects and instances. In
addition, there is no loss of quality when using Tek Illustrator. At present, this format can only be used by
Tek Illustrator and is ignored by other applications.

The second format is Windows Metafile Format (WMF). This format can be used by most current
applications. The data are created as if for printing, i.e. the output pen properties are used. In addition, the
current settings set with Settings>Output are used so that you can influence what is copied to the
clipboard.

Related commands:

Copy
ast

R
¢}




This command copies selected objects to the Windows Clipboard.

1. Choose objects
The objects to be copied must be chosen. Any number of objects can be chosen. This can be done
using several methods, which can be combined with each other:
E— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
E— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the FS Key or the button in the panel.
E— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.
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Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key

Click, one after another, on the two objects not to be chosen

Release the CTRL key

After choosing the objects, they are copied to the clipboard, where they remain until new data is written
to the clipboard, which can also be done by other Windows applications.

Note: The objects are placed on the clipboard in two different formats. The first format is the usual Tek
[ustrator (TVG 3.0) drawing format, which contains information about objects and instances. In
addition, there is no loss of quality when using Tek Illustrator. At present, this format can only be used by
Tek Illustrator and is ignored by other applications.

The second format is Windows Metafile Format (WMF). This format can be used by most current
applications. The data are created as if for printing, i.e. the output pen properties are used. In addition, the
current settings set with Settings>Output are used so that you can influence what is copied to the
clipboard.

Related commands:
Cut
Paste

Copy to File




This command pastes the contents of the Windows Clipboard into the current drawing. This process can
use two different formats.

If the Clipboard contains data in Windows Metafile Format (WMF), these are converted to objects and
inserted into the drawing. Text and bitmap data within the metafile data will however be ignored.

If the Clipboard contains data in Tek Illustrator (TVG 3.0) format, these are used instead of the WMF
data. All objects, instances and blocks are inserted into the current drawing.

Conlflicts can arise when inserting blocks. As blocks are identified by their names, each name must be
unique within a drawing. If blocks in the clipboard have names already in use in the current drawing, then
they cannot be pasted.

The pasted objects and instances are marked internally as if they had been selected. Because of this, they
can quickly be selected by using the F11 Key if, for example, they are to be moved or scaled.

Note: As the appearance of an object depends on the current pen, line pattern and layer settings, the
appearance of pasted objects may be different to their original appearance. The current pen, line pattern
and layer settings may be very different to those in the original drawing,.

Related commands:
Cut

Copy
Paste from File




This command is used to save selected objects to a WMF file

1. Choose objects
The objects to be copied must be chosen. Any number of objects can be chosen. This can be done
using several methods, which can be combined with each other.
E— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
E— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the FS Key or the button in the panel.
E— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.

P —

Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key

Click, one after another, on the two objects not to be chosen

Release the CTRL key

After choosing the objects, a File Selection Dialog appears, where you can choose the name for the WMF
file where the chosen objects will be saved.

Note: The data are created as if for printing, i.e. the output pen properties are used. In addition, the
current settings set with Settings>Output are used so that you can influence what is copied to the WMF
file.

Related command
Paste from File




This command pastes objects from a Windows Metafile Format (WMF) file in to the current drawing. A
File Selection Dialog, dialog appears, from which the relevant WMF file can be chosen.

After this, the data from this file are converted into objects and pasted into the current drawing.
Information about text and bitmap graphics will, however, be ignored.

The pasted objects will be marked internally as if they had been selected. If, for example, these objects
are to be moved or scaled they can be selected quickly and easily using the F11 Key.

Related command
Copy to File




This command loads a Windows bitmap (BMP) into memory and displays it on screen. It calls a File
Selection Dialog, in which the required BMP file can be chosen.

The bitmap is then loaded into memory, and if needed, adjusted to the color depth of the monitor. The
type and quality of the adjustment depends largely on the screen driver in use.

After the bitmap has successfully been loaded and modified, the Bitmap>Parameters command is called
so that the bitmap display parameters can be specified.

Note: Optionally, a displayed bitmap may be used or ignored during output (i.e. to the printer, Clipboard,
a metafile or another bitmap). Use the Settings>Output command to set this option. By default, bitmaps
are used.

Related command
Bitmap>Export




This command can be used to set the display parameters for the current bitmap. It is only available if a
bitmap has already been loaded using the Bitmap>Display command.

The Bitmap Display dialog appears, where the parameters can be altered.

The bitmap is displayed in the drawing's background; that is, it will be obscured by objects and instances.
If more than one drawing window is visible, then the bitmap is only displayed in window 1.

Note: Bitmap display only functions when the drawing in window 1 is undistorted and the zoom is not
extreme. If one pixel from the bitmap would be larger than 64 screen pixels or smaller than 1/64 screen
pixels, then the bitmap will not be displayed.

Affected command:
- Bitmap>Display




This command removes any bitmap graphic currently in memory from memory. Afterwards it cannot be
displayed or output.

Before removal, a dialog appears in which you are asked to confirm that you wish to remove the bitmap.
This helps avoid accidental removal.

Related command
Bitmap>Display




This command can be used to export a drawing to a bitmap. It makes use of the DIB.DRYV driver, supplied
with and installed by Tek Illustrator.

After choosing the command, the Export Bitmap dialog appears, where the export parameters can be
specified.

If only a few objects from the drawing are to be exported, then they must be selected before the command
is chosen, for example using the command Select>Identification. The "Selection Only" check box can
then be enabled.

Related command
Bitmap>Display




This command is used to insert a comment

1. Insert reference point
The comment's reference point can be inserted by clicking the mouse at any point within the drawing.

Optionally, the position of the reference point may be specified using coordinates. To do this, press
either F8 or ENTER, and enter either absolute or polar coordinates in the dialog. For further
information, see Function Keys>Direct Input (F8).

2. Enter Target Point

The Target Point, the center of the comment field can be inserted by clicking the mouse at any point
within the drawing.

Optionally, the position of the reference point may be specified using coordinates. To do this, press
either F8 or ENTER, and enter either absolute, polar or relative (relative to the reference point)
coordinates in the dialog. For further information, see Function Keys>Direct Input (F8).

After entering the target point, a dialog appears into which a comment of up to 250 characters can be
typed.

Note: The appearance of all the comments can be set using the command
Comment>ParametersIDM_EDIT_COMMENT PARAM. Comments can only be viewed on screen.
They cannot be printed out or exported in any way.

Related command
No related commands




This command can be used to set the display parameters for comments. This is done with the Comment
Parameters dialog.

Altering these parameters changes the display properties of both existing and new comments.

Affected command:
e Comment>Draw




This command can be used to view and edit the current drawing's details. This is done via the Details
dialog.

Related commands:

Save Drawing

Save Drawing as
Save Elements as
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Configure Menu

Page Formats
Layers

Edit

Defaults
Coordinate systems

Edit

Set Origin

Defaults

Line Patterns
Zoom

Section

Overview

Page

Original Size
Factor

Named Areas

Previous Zoom

Set Center

Double Zoom

Halve Zoom
Save Elements as Default
Window

Enlarge Window 2

Enlarge Window 3

Enlarge Window 4
Display Status Window
Display Toolbox
Program Status
System Configuration

Memory and Monitor

Paths

Multi-User Mode
Settings

Display

Screen

Time Format

Change Key Assignment
Display Key Assignment
Mouse Button Usage
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Save As

Details

Save as Default
Save Settings on Exit

Command Queue




This command can be used to view and alter the current page format. This is done from the Page Formats
dialog.

Altering the page format does not affect the drawing objects. The screen is however redrawn to give an
overview of the new page.

Usually, the size of the page is shown on screen by a violet-colored dashed line. This can be turned off
using the command Settings>Display.

Related command:
No related commands




This command can be used to manage the current drawing's layers. You can define, alter, delete or make a
different layer the current layer.

This is done from the Edit Layers dialog. The layer which is selected when this dialog is closed becomes
the current layer.

Related command:
No related commands




This command can be used to set the default layer for certain types of objects in the current drawing.
These default layers make it easier to allocate various types of objects to different layers automatically

The default layers are specified from the Layer Defaults dialog.

Affected Commands:

Marking

Division>Distance
] Division>Object
| Division>Array
I Trim Surface>Generate Surface
S Dimension Line>Straight
] Dimension Line>Curved
] Dimension>Length, Points
B Dimension>Length, Object
] Dimension>Length, Object - Point
] Dimension>Length, Object - Object
] Dimension>Radius, Points
S Dimension>Radius, Object
] Dimension>Diameter, Points
| Dimension>Diameter, Object
I Dimension>Angle, Points
] Dimension>Angle, Line Line
] Dimension>Angle, Circle Part
B Dimension>Arc Length, Points
] Dimension>Arc Length, Circle Parts
] Dimension>Coordinates
I Calculate>Area
B Calculate>Perimeter / Length
| Text>Single Line
] Text>Multiple Lines
] Hatch Objects>Union (A+B)
] Hatch Objects>Intersection (AxB)
] Hatch Objects>Difference (A-B)

Symbol / Block>Insert




This command can be used to manage the coordinate systems in the current drawing. They can be
defined, altered, deleted or made active.

This is done from the Define Coordinate Systems dialog. The coordinate system active when the dialog is
closed becomes the active coordinate system.

Related command:
No related commands




This command positions the origin of the active window's coordinate system.

1. Enter position
The origin's position can be entered by clicking the mouse pointer anywhere in the drawing.

Optionally, the position can be specified with coordinates. Press the F8 key or the ENTER key.
Absolute or polar coordinates can now be entered. For further information, see Function Keys>Direct

Input (F8).

After entering the position, the coordinate system's origin moves to this point. The origin position mode
of this coordinate system is set to "Specified Position".

Note: Setting the origin position cannot be undone using the Undo command.

Related command:
Coordinate Systems>Edit




This command can be used to manage the pens in the current drawing. They can be defined, altered,
deleted or made active.

This is done from the Define Pens dialog. The pen which is selected when this dialog is closed becomes
the active pen.

Related command:
No related commands




This command can be used to alter the default pen used for drawing certain types of objects in the current
drawing. This makes it easier to automatically draw certain types of object with the same pen.

This is done from the Pen Defaults dialog in which the default pens for certain object types can be
specified.

Affected Commands:
Dimension Line>Straight
Dimension Line>Curved

| Dimension>Length, Points

I Dimension>Length, Object

S Dimension>Length, Object - Point
] Dimension>Length, Object - Object
I Dimension>Radius, Points

B Dimension>Radius, Object

] Dimension>Diameter, Points
] Dimension>Diameter, Object
] Dimension>Angle, Points

S Dimension>Angle, Line Line
] Dimension>Angle, Circle Part
| Dimension>Arc Length, Points
I Dimension>Arc [ength, Circle Parts
] Dimension>Coordinates

] Calculate>Area

e Calculate>Perimeter / Length
] Text>Single Line

Text>Multiple Lines



This command can be used to manage the line patterns in the current drawing. They can be defined,
altered and deleted

This is done from the Define Line Pattern dialog.

Related command:
No related commands




This command changes the area displayed in the active drawing window so that a given rectangular area
is displayed at the maximum possible size.

1.

Section: Enter corner point 1
The first corner point of the section can be entered by clicking the mouse at any point within the
drawing.

Alternately, you can enter specific coordinates. To do this press F8 or ENTER. You can now enter
absolute or polar coordinates. For more information on entering coordinates, see Function
Keys>Direct Input (F8).

Section: Enter corner point 2
The second corner point of the section can be entered by clicking the mouse at any point within the
drawing.

Alternately, you can enter specific coordinates. To do this press F8 or ENTER. You can now enter
absolute, polar, or relative (to the first corner point) coordinates. For more information on entering
coordinates, see Function Keys>Direct Input (F).

After entering the two corner points, the display is recalculated and redrawn.

These alterations to the visible section and the zoom factor can be canceled with the command
Zoom>Previous Zoom

Note: The current zoom factor used for each drawing window is normally shown in the lower left corner
of the drawing window , under the page symbol. It is expressed as a percentage of the original page size.

Related commands:

Zoom>Overview
Zoom>Page
| Zoom>Original Size
I Zoom>Factor
] Zoom>Set Center
] Zoom>Double Zoom
—_—

Zoom>Halve Zoom




This command alters the area displayed in the current drawing window so that you can see all of the
drawing's objects and instances.

If there is currently no object on the screen, then a page overview is displayed.

These alterations to the visible section and the zoom factor can be canceled with the command
Zoom>Previous Zoom

Note: The current zoom factor used for each drawing window is normally shown in the lower left corner
of the drawing window , under the page symbol. It is expressed as a percentage of the original page size.

Related commands:

Zoom>Section
Zoom>Page
B Zoom>Original Size
] Zoom>Factor
] Zoom>Set Center
I Zoom>Double Zoom

Zoom>Halve Zoom




You can use this command so that you can see the whole page as large as possible in the current drawing
window.

These alterations to the visible section and the zoom factor can be canceled with the command
Zoom>Previous Zoom.

Note: The current zoom factor used for each drawing window is normally shown in the lower left corner
of the drawing window , under the page symbol. It is expressed as a percentage of the original page size.

Related commands:

Zoom>Section

Zoom>Overview
] Zoom>Original Size
I Zoom>Factor
e Zoom>Set Center
] Zoom>Double Zoom

Zoom>Halve Zoom




This command changes the zoom level used for the current drawing window so that all objects and
instances appear at their original size.

So that the original size can be worked out exactly, the visible screen size must be configured first using
the command System Configuration>Memory and Monitor.

These alterations to the visible section and the zoom factor can be canceled with the command
Zoom>Previous Zoom

Note: The current zoom factor used for each drawing window is normally shown in the lower left corner

of the drawing window , under the page symbol. It is expressed as a percentage of the original page size
(100% 1n this case).

Related commands:

Zoom>Section
Zoom>Overview
] Zoom>Page
I Zoom>Factor
] Zoom>Set Center
] Zoom>Double Zoom
—_—

Zoom>Halve Zoom




This command can be used to specify a zoom factor for the current drawing window. It calls a small
dialog box, in which the factor to be used (between 0.00000000001 and 10000000000) is entered.

These alterations to the visible section and the zoom factor can be canceled with the command
Zoom>Previous Zoom.

Note: The current zoom factor used for each drawing window is normally shown in the lower left corner
of the drawing window , under the page symbol. It is expressed as a percentage of the original page size.

Related commands:

Zoom>Section
Zoom>Overview
] Zoom>Page
I Zoom>Original Size
e Zoom>Set Center
] Zoom>Double Zoom

Zoom>Halve Zoom




This command is used to manage the current drawing's zoom areas. They can be defined, deleted or
loaded. A zoom area specifies a certain area of the drawing and is used to change quickly and easily
between one part of a drawing and another.

Zoom areas are managed from the Named Zoom Areas dialog.

If the visible zoom area, and therefore the zoom factor, is changed by using this command, the change can
be canceled using the command Zoom>Previous Zoom.

Note: The current zoom factor used for each drawing window is normally shown in the lower left corner
of the drawing window , under the page symbol. It is expressed as a percentage of the original page size.

Related command:
No related commands




This command restores the previous view of the current drawing window. The last 20 changes to the view
(changes to the zoom factor, scrolling, etc.) are saved separately for each visible window.

Note: If this command is carried out using NUM =+ key on the numeric keypad, then the command applies
to the window over which the mouse pointer or crosshair is located, which may not be the active drawing
window.

Related command:
No related commands




This command moves the position over which the mouse pointer or crosshair is located to the center of
the drawing window.

If the visible section, and therefore the zoom factor, is changed by using this command, the change can be
canceled using the command Zoom>Previous Zoom.

Note: This command is designed to be carried out using the NUM X key on the numeric keypad as the
crosshair position only makes sense then. It is included in the menu so that it can be assigned to a
different key.

Related commands:

Zoom>Section
Zoom>Overview
I Zoom>Page
B Zoom>Original Size
] Zoom>Factor
] Zoom>Double Zoom
—_—

Zoom>Halve Zoom




This command doubles the size of the view in the active window, i.e. it doubles the zoom factor.

If the visible section, and therefore the zoom factor, is changed by using this command, the change can be
canceled using the command Zoom>Previous Zoom.

Note: If this command is carried out using the NUM + key on the numeric keypad, it will apply to the
window over which the mouse pointer or crosshair is located, which may not be the active drawing
window. In this case, the area around the current crosshair position is altered.

Related commands:

Zoom>Section

Zoom>Overview
] Zoom>Page
I Zoom>Original Size
S Zoom>Factor
] Zoom>Set Center
—_—

Zoom>Halve Zoom




This command reduces the view in the active window by a factor of two, i.e. the zoom factor is halved.

If the visible section, and therefore the zoom factor, is changed by using this command, the change can be
canceled using the command Zoom>Previous Zoom.

Note: If this command is carried out using the NUM - key on the numeric keypad, it will apply to the
window over which the mouse pointer or crosshair is located, which may not be the active drawing
window. In this case, the section around the current crosshair position is altered.

Related commands:

Zoom>Section

Zoom>Overview
] Zoom>Page
I Zoom>Original Size
S Zoom>Factor
] Zoom>Set Center
—_—

Zoom>Double Zoom




This command saves the current drawing elements as the defaults. These elements are: page format,
layers, coordinate systems, pens, line patterns and zoom sections.

The elements are saved in the file TSTEK3.T3G (or in the appropriate user file, when in multi-user mode)
They are used as the basic settings whenever a new drawing is started, or they can be merged into an
existing drawing using the command Merge Drawing>Standard Elements.

Note: If the elements are to be saved in a named file, to differentiate element groups, the command Save
Elements as can be used.

Related commands:

Save Drawing
Save Elements as




This command can be used to enlarge the second drawing window. The effect is to swap the first (initially,
the largest) and second drawing windows.

As the height/width relationship of all drawing windows is the same, the visible drawing area remains the
same, but the zoom factor of both windows may change.

Note: The information for restoring the previous zoom levels is adjusted for both windows.

Related commands:

Window>Enlarge Window 3
Window>Enlarge Window 4




This command can be used to enlarge the third drawing window. The effect is to swap the first (initially,
the largest) and third drawing windows.

As the height/width relationship of all drawing windows is the same, the visible drawing area remains the
same, but the zoom factor of both windows may change.

Note: The information for restoring the previous zoom levels is adjusted for both windows.

Related commands:

Window>Enlarge Window 2
Window>Enlarge Window 4




This command can be used to enlarge the fourth drawing window. The effect is to swap the first (initially,
the largest) and fourth drawing windows.

As the height/width relationship of all drawing windows is the same, the visible drawing area remains the
same, but the zoom factor of both windows may change.

Note: The information for restoring the previous zoom levels is adjusted for both windows.

Related commands:

Window>Enlarge Window 2
Window>Enlarge Window 3




This command turns display of the Status Window on or off

The Status Window is displayed automatically as soon as the Function Keys>Direct Input (F8) command
is chosen.

Note: The Status Windows status is saved when the program is closed. In multi-user mode, this
information is saved for each user.

Related commands:

Display Toolbox

Display Symbol Window
Settings>Screen




This command turns display of the Toolbox on or off.

Note: The Toolbox's status is saved when the program is closed. In multi-user mode, this information is
saved for each user.

Related commands:

Display Status Window
Display Symbol Window
Settings>Screen




The current program status can be called with this command. The information appears in the Program
Status dialog.

Related command:
About Tek Illustrator




This command can be used to configure all parts of the system concerned with memory and the monitor.
This is done from the Memory and Monitor dialog.

If values in this dialog are altered which affect the monitor or the size of the buttons in the panel, the
whole Tek Illustrator working area is redrawn.

If values which affect memory management are altered, then the memory is reorganized. The current
memory content is temporarily stored on the hard disk.

Note: These values are saved when the program is closed. In multi-user mode, this information is saved
for each user.

Affected command:
No directly affected command




This command can be used to set the default paths. The default paths tell the program where to look for
certain important files. These directories are used as initial directories in the File Selection Dialog.

The Standard Paths dialog, in which the default paths can be specified, appears.

Note: The paths specified here are saved permanently, even after the program is closed. In multi-user
mode, different settings are saved for each user.

Affected command:
No directly affected command




This command turns multi-user mode on or off.

If multi-user mode is on, the User Identification dialog appears during every program start where the
individual user can log in.

In multi-user mode settings are maintained for each user. Each user has individual settings and
configuration files (settings (INF), system configuration (INI), default elements (T3G) and symbol lists
(SYM) ),so that two users cannot interfere with each others settings.

at least INI and T3G files.

Affected command:
No directly affected command




This command can be used to alter the settings which influence screen display. This is done from the
Display Settings dialog.

The settings changed here only affect the display of the elements in the drawing. They have no effect on
output to a printer or plotter, the clipboard, a metafile or bitmap.

Affected command:
No directly affected command




This command can be used to alter the settings relating to the division of the screen and the accuracy of
screen operations. This is done from the Screen Settings dialog.

These settings only affect the display or output of drawing elements. None of the elements are directly
altered. The transformation precision does however affect the accuracy of Objects generated with certain
commands.

Affected Commands:

Print Drawing

Cut
S— Copy
S Copy to File
] Export
I Trim Object>Resolve Completely
B Trim Surface>Union (A=A+B)
] Trim Surface>Intersection (A=AxB)
] Trim Surface>Difference(A=A-B)

Trim Surface>Generate Surface

S Transform Object to>Curve
] Transform Object to>Surface
| Transform Object to>Eraser
I Calculate>Area

Calculate>Perimeter / Length



This command can be used to alter settings which influence the appearance of the drawing when it is
output. This is done from the QOutput Settings dialog.

These settings only affect the output of the drawing on a printer or plotter, to the clipboard, a bitmap or a
metafile. They do not affect any drawing elements or the way in which the elements are displayed in the
drawing window.

Note: Erasers are created by overpainting the foreground with the background color. The fill color
specified in the output properties for the output section is used whenever output is not to the screen. This
color is also effective if the output section is not output!

Affected Commands:
Print Drawing
Cut

S— Copy

] Copy to File

Export



This command can be used to alter the settings which can affect the drawing when it is output to a printer
or a plotter. This is done via the Plotter Settings dialog.

The "Pen Adaptation active" check box should only be checked if output is to a plotter whose plotter
driver does not select pens correctly.

These settings only affect output to a printer or plotter, not to the clipboard, a bitmap or metafile. They do
not alter any of the elements in the drawing and do not affect their display on screen.

Important! If you are using an HPGL plotter and the HPPLOT.DRYV driver supplied by Microsoft or by
Hewlett-Packard or Micrografx, you should read the Notes for Plotter Output, which contains important
tips on using such a plotter with Tek Illustrator.

Affected command:
Print Drawing




This command can be used to alter the colors used to display screen elements. This is done from the Color
Settings dialog.

These settings affect the display of the window on the screen and the Display of some drawing elements
within the drawing window. They do not directly affect any of the drawing elements and do not affect
output to a printer or plotter, the clipboard, a bitmap or a metafile.

Affected command:
No directly affected command




This command can be used to set the format used for time and date details. A dialog box with a list of
possible formats appears. The formats show how the current time and date would appear as examples.

The format is used for all time and date details in drawings and libraries and also for printing time/date
details in headers and footers.

Affected command:
No directly affected command




This command can be used to assign commands to keys. To do this, the command which is to be assigned
to a key is displayed.

1. Select Command
The command which is to be assigned to a key must be selected. The command can be selected by
any valid method, i.e. from the menus, the text menu, the pop-up menu, the toolbox or via an existing
shortcut key.
When selecting with a shortcut key, submenus continue to be displayed in a "normal" way, i.e. a
submenu cannot be assigned directly to a key. To do this, the "Complete Submenu" checkbox must be
enabled in the dialog which appears.

After selecting the command, the Change Key Assignment dialog appears, where the key to which the
command is to be allocated can be chosen.

Affected command:
No directly affected command




This command can be used to display the current key assignments. Individual key assignments can be
deleted, and in addition the default key assignments can be restored.

To display and edit key assignments the Display Key Assignment dialog appears.

Affected command:
No directly affected command




This command can be used to specify the function of the right hand and (on three-button mice) the center
buttons. In particular you can choose between the use of the graphical pop-up menu or the text menu.

The Mouse Button Usage Settings dialog appears to enable the mouse button functions to be specified.

Affected Commands:
Control Keys>Middle Mouse Button
Control Keys>Right Mouse Button




This command can be used to open existing settings files, that is, to load them into memory and make
them active. The setting file to be used is chosen from a File Selection Dialog.

Note: Settings files contain all the directly altered settings and the status of the larger dialogs. This
includes the contents of the Toolbox and the current settings of the following dialogs:

Autosave
Comment Parameters

Display Settings

Screen Settings

Output Settings

Plotter Settings

Color Settings

Mouse Button Settings
Display Key Assignments
Geometry

Division

Fonts

Define Hatching Types
Insert Symbol / Block
Generate Symbol / Block
Edit Symbol / Block
Copy Symbol / Block
Generate Parts List

Symbol Window Parameters
Choose Color

Related commands:

Settings>Save As
Settings>Save as Default
Save Settings on Exit




This command can be used to save the current settings in a settings file so that they can be loaded again
later.

A File Selection Dialog appears, in which the name of the file to be saved can be entered. After this, the
Details dialog appears in which the details of the settings file can be altered.

Note: Settings files contain all the directly altered settings and the status of the larger dialogs. This
includes the contents of the Toolbox and the current settings of the following dialogs:

Autosave
Comment Parameters

Display Settings
Screen Settings
Output Settings
Plotter Settings

Color Settings
Mouse Button Settings

Display Key Assignments
Geometry

Division

Fonts

Define Hatching Types
Insert Symbol / Block
Generate Symbol / Block

Edit Symbol / Block
Copy Symbol / Block

Generate Parts List

Symbol Window Parameters
Choose Color

Related commands:

Settings>Open
Settings>Save as Default

Save Settings on Exit




This command can be used to view and edit the current settings. To do this, the Details dialog appears.

Related command:
Settings>Save As




This command can be used to save the current settings as the default, used the next time the program is
started.

The current settings are saved in the file TSTEK3.INF (or in multi-user mode the user file -??????-.INF).
If this file already exists, a warning appears so as to avoid the accidental overwriting of the defaults.

Note: Settings files contain all the directly altered settings and the status of the larger dialogs. This
includes the contents of the Toolbox and the current settings of the following dialogs:

Autosave
Comment Parameters

Display Settings
Screen Settings
Output Settings
Plotter Settings

Color Settings
Mouse Button Settings

Display Key Assignments
Geometry

Division

Fonts

Define Hatching Types
Insert Symbol / Block
Generate Symbol / Block

Edit Symbol / Block
Copy Symbol / Block

Generate Parts List

Symbol Window Parameters
Choose Color

Related command:

Settings>Open
Settings>Save As

Save Settings on Exit




This command tells the program to save the current settings as the default on exit. These settings are then
used the next time the program is started.

The current settings are saved in the file TSTEK3.INF (or the individual user files -??????-.INF for multi-
user operation.).

Note: This function has been provided because users asked for it. However, we recommend that it is not
used, but instead to save settings as required using the command Settings>Save as Default. By
automatically saving settings, it is often the case that unwanted changes to the settings are saved.

Related command:

Settings>Open

Settings>Save As
Settings>Save as Default




This command calls a list of the last 14 commands used, enabling quick and easy access to them.

The command queue works in the same way as the normal text menu. Individual entries can appear with a
tick against them (if the corresponding function is active) or grayed out (if the command is not currently
available).

Note: The command queue is always empty when the program is started, and fills up only when
commands are executed.

Related command:
No related commands




A

o

By
Shape Menu

Erase Drawing
Center Drawing

Horizontal
Vertical
Both

Edit Properties
Edit Text

Delete Objects

Move / Copy Objects
Standard
Perpendicular
Parallel
Relative

Scale Objects
Factors

Reference Distance
Rotate Objects
Center
Arbitrary
Reflect Objects
Horizontal
Vertical
Line
Distort Objects
Horizontal
Vertical
Center Objects

Page, Horizontal
Page, Vertical

Page, Both
Frame, Horizontal

Frame, Vertical

Frame, Both
Group

Create Group

Ungroup
Change Order

To Back
Behind Object

Before Object
To Front







This command can be used to delete all objects and instances from the drawing. Blocks, if present, are
unaffected.

The objects and instances are deleted without confirmation being required. If needed they can be restored
using the Undo command.

If geometry objects are present when this command is called, then the program asks if they should be
deleted as well.

Note: The duplicate function does not work with this command, i.e. all objects are deleted even if the
duplicate function is active.

Related commands:

Delete Objects

Edit Geometry>Erase Identification
Edit Geometry>Erase, Complete




This command can be used to center all of the drawings objects and instances horizontally on the page. To
do this, they are moved so that the distance to the left edge of the page is the same as the distance to the
right edge of the page. All selected objects are treated as a single item, that is they are all moved by the
same amount.

If geometry objects are present when this command is called, the program asks whether they should be
moved as well.

If the duplicate function is active when this command is chosen (e.g. if the CTRL key is held down) a
copy of the selected objects is generated and the copy is centered.

Related commands:

Center Drawing>Vertical
Center Drawing>Both

e Center Objects>Page, Horizontal
] Center Objects>Page, Vertical
] Center Objects>Page, Both
— Center Objects>Page, Horizontal
B Center Objects>Page, Vertical
] Center Objects>Page, Both

Edit Geometry>Move




This command can be used to center all of the drawings objects and instances vertically on the page. To
do this, they are moved so that the distance to the top of the page is the same as the distance to the bottom
of the page. All selected objects are treated as a single item, that is they are all moved by the same
amount.

If geometry objects are present when this command is called, the program asks whether they should be
moved as well.

If the duplicate function is active when this command is chosen (e.g. if the CTRL key is held down) a
copy of the selected objects is generated and the copy is centered.

Related commands:

Center Drawing>Horizontal
Center Drawing>Both

e Center Objects>Page, Horizontal
] Center Objects>Page, Vertical
] Center Objects>Page, Both
— Center Objects>Page, Horizontal
B Center Objects>Page, Vertical
] Center Objects>Page, Both

Edit Geometry>Move




This command can be used to center all of the drawings objects and instances horizontally and vertically
on the page. To do this, they are moved so that the distance to the left edge of the page is the same as the
distance to the right edge of the page, and the distance from the top of the page is the same as the distance
from the bottom of the page. All selected objects are treated as a single item, that is they are all moved by
the same amount.

If geometry objects are present when this command is called, the program asks whether they should be
moved as well.

If the duplicate function is active when this command is chosen (e.g. if the CTRL key is held down) a
copy of the selected objects is generated and the copy is centered.

Related commands:
Center Drawing>Horizontal
Center Drawing>Vertical

] Center Objects>Page, Horizontal
] Center Objects>Page, Vertical
— Center Objects>Page, Both
B Center Objects>Page, Horizontal
] Center Objects>Page, Vertical
— Center Objects>Page, Both

Edit Geometry>Move




This command can be used to edit the properties of existing objects and instances. In addition, all object-
specific parameters can be changed. This is done separately for each property, although several objects
can be changed at the same time.

1. Choose objects
Choose the objects whose properties are to be altered. Any number of objects can be chosen. This can
be done with various methods, which can be used on their own or in combination with one another:
Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the F5 Key or the button in the panel.
E— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.

PE— |

Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key

Click, one after another, on the two objects not to be chosen

Release the CTRL key

After choosing the objects, the Edit Properties dialog appears in which the object properties can be
viewed and altered.

If object-specific settings (e.g. text or dimension parameters) are altered, the change is applied to all
selected objects of the same type. For example, if the size of a "Single Line Text" object is changed, this
change is applied to a// single line text objects but not to multiple-line or dimension text.

If the duplicate function is active, a copy of the chosen objects is created and the copy is altered. This
means that a copy with entirely different parameters can be created.

Related command:
Edit Text




This command can be used to edit existing text objects of all types - single line text, multiple line text,
dimension text and comments.

1. Identify text object
An object is identified by clicking on its outline. If more than one object outline lies at the spot

clicked on, a small dialog appears at the bottom of the screen, from which the correct object can be
chosen.

After identifying the object one of the following dialogs appears in which the text can be edited:
Editing Single Line Text
Editing Multiple Line Text
Dimension and Tolerances
Coordinates and Tolerances

Related commands:

Edit Properties
Edit Dimension>Update




This command can be used to delete selected objects and instances from the drawing.

1. Choose objects
The objects to be deleted must be chosen. Any number of objects can be chosen. This can be done
with various methods, which can be used on their own or in combination with one another:
E— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
E— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the FS Key or the button in the panel.
E— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.

P —

Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key

Click, one after another, on the two objects not to be chosen

Release the CTRL key

After choosing the objects, they are deleted without further confirmation being needed. If needed, they
can be restored using the Undo command.

Note: The duplicate function has no effect on this command, that is, the objects are still deleted if the
duplicate function is active.

Related commands:

Erase Drawing

Edit Geometry>Erase Identification
Edit Geometry>Erase, Complete




This command can be used to move or copy objects and instances in the drawing. The movement can be
in any direction and is specified using two reference points.

1. Choose objects
The objects to be moved or copied must be chosen first. Any number of objects can be chosen. This
can be done with various methods, which can be used on their own or in combination with one
another:
— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the F5 Key or the button in the panel.
E— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.
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Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key

Click, one after another, on the two objects not to be chosen

Release the CTRL key

2. Enter reference point
The reference point for the movement can be entered by clicking the mouse anywhere in the drawing.

Optionally, specific coordinates can be used. To do this, press F8 or ENTER. You can now enter
absolute or polar coordinates. For further information on entering coordinates, see Function

Keys>Direct Input (F8).

3. Enter target point
The target point for the movement can be entered by clicking the mouse anywhere in the drawing.

Optionally, specific coordinates can be used. To do this, press F§ or ENTER. Now absolute, relative
or polar coordinates can be entered. Relative values are based on the previously entered reference
point. For further information on entering coordinates, see Function Keys>Direct Input (F8).

If the duplicate function is active during target point entry (for example if the CTRL key was held down),
a copy of the chosen objects is generated and moved. In this way objects can be copied.

Related commands:
Move / Copy Objects>Perpendicular
Move / Copy Objects>Parallel




Move / Copy Objects>Relative
Edit Geometry>Move
Multiple Copy>Rotation
Multiple Copy>Gradual




This command can be used to move or copy objects and instances. The movement can only be
perpendicular to a reference object.

1. Choose objects
The objects to be moved or copied must be chosen first. Any number of objects can be chosen. This
can be done with various methods, which can be used on their own or in combination with one
another:
— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the F5 Key or the button in the panel.
E— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.
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Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key
e Click, one after another, on the two objects not to be chosen
E— Release the CTRL key

2. Identify reference object
Any part of an existing object can be identified as a reference object. This can be a side of a rectangle,
the arc of an ellipse segment or an arc within a surface.
Identify the reference object by clicking on it with the mouse. If several possible objects lie near the
position clicked on, a small dialog appears at the bottom of the screen from which the correct object
can be chosen.

The identified object is referred to as the "Reference Object".
If an ellipse part is identified then the point at which the object was identified (the "ID-Point") is

important. If a perpendicular is dropped onto an ellipse, it can end on either side of the ellipse. The
point nearer to the ID-Point is used as the perpendiculars end point (see graphic).



Refarance point Refaranca point

3. Enter reference point
The reference point for the movement can be entered by clicking the mouse anywhere in the drawing.
A perpendicular is dropped from this point to the reference object.

The target point can then be placed on the line between the reference point and the foot of the
perpendicular. This line, the "Reference line" is displayed.

Optionally, specific coordinates can be used. To do this, press F8 or ENTER. You can now enter
absolute or polar coordinates. For further information on entering coordinates, see Function
Keys>Direct Input (F8).

4. Enter target point
The target point for the movement can be entered by clicking the mouse anywhere in the drawing. A
perpendicular is dropped from here to the reference line to work out the target point for the
movement.

Optionally, specific coordinates can be used. To do this, press F8 or ENTER. Now absolute, relative
or polar coordinates can be entered. Relative values are based on the previously entered reference
point.

In addition, you can enter a length. This shows the size of the move in the direction of the reference
line beginning from a previously entered start point. To do this, a small arrow appears in the status
window during direct entry. This indicates the orientation of the length measurement. A positive value
"pushes" in the direction of the arrow. A negative value "pushes" in the opposite direction to the
arrow. For further information on entering coordinates, see Function Keys>Direct Input (F8).

If the duplicate function is active during target point entry (for example if the CTRL key was held down),
a copy of the chosen objects is generated and moved. In this way objects can be copied.

Related commands:

Move / Copy Objects>Standard
Move / Copy Objects>Parallel
Move / Copy Objects>Relative
Edit Geometry>Move




This command can be used to move or copy objects within a drawing. Movement can only take place
parallel to a reference object.

1. Choose objects
The objects to be moved or copied must be chosen first. Any number of objects can be chosen. This
can be done with various methods, which can be used on their own or in combination with one
another:
— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the F5 Key or the button in the panel.
E— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.
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Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key
e Click, one after another, on the two objects not to be chosen
E— Release the CTRL key

2. Identify reference object
Any part of an existing object can be used as a reference object. This can be an edge of a rectangle or
an arc within a surface. Ellipses and ellipse parts cannot be identified.
Identify the reference object by clicking on it with the mouse. If several possible objects lie near the
position clicked on, a small dialog appears at the bottom of the screen from which the correct object
can be chosen.

The identified object is referred to as the "Reference Object".

3. Enter reference point
The reference point for the movement can be entered by clicking the mouse anywhere in the drawing.
If the previously identified reference object is a line then the reference point determines the position
of a line which runs parallel to the reference object. This line is displayed and referred to as the
"Reference line". If however the reference object is a circle or circle part, then it determines the
position of a circle concentric to the original circle (the "Reference circle"). The target point can then
be placed on the reference line/circle.

Optionally, specific coordinates can be used. To do this, press F8 or ENTER. You can now enter
absolute or polar coordinates. For further information on entering coordinates, see Function

Keys>Direct Input (F8).



4. Enter target point
The target point for the movement can be entered by clicking the mouse anywhere in the drawing. A
perpendicular is dropped from this point to the reference line or reference circle to work out the target
point for the movement.

Optionally, specific coordinates can be used. To do this, press F8 or ENTER. Now absolute, relative
or polar coordinates can be entered. Relative values are based on the previously entered reference
point.

Depending on the type of the reference object, there are further entry possibilities. If the reference
object is a line, a length can be entered. This gives the size of the movement in the direction of the
reference line, beginning from a specified starting point. To do this, an arrow appears in the status
window during input. It shows the orientation for the length value. A positive value gives movement
in the direction of the arrow and a negative value gives movement in the opposite direction.

In all other cases an angle, measured from the reference circles center, can be entered. The angle can
be given relative to the reference point angle. For further information on entering coordinates, see
Function Keys>Direct Input (F8).

If the duplicate function is active during target point entry (for example if the CTRL key is held down)
then a copy of the chosen objects is created and the copy is moved. In this way objects can be copied.

Related commands:

Move / Copy Objects>Standard
Move / Copy Objects>Perpendicular
Move / Copy Objects>Relative

Edit Geometry>Move




This command can be used to move or copy objects or instances in the drawing. The movement is
specified numerically.

1. Choose objects
The objects to be moved or copied must be chosen first. Any number of objects can be chosen. This
can be done with various methods, which can be used on their own or in combination with one
another:
— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the F5 Key or the button in the panel.
E— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.
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Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key

Click, one after another, on the two objects not to be chosen

Release the CTRL key

2. Enter horizontal and vertical movement
After choosing the objects, a dialog appears in which the amount of horizontal and vertical movement
can be entered. The duplicate function can be briefly turned on by enabling the "Duplicate” check
box.

If the duplicate function is on when the amount of movement is entered, a copy of the chosen objects is
created and the copy is moved. In this way objects can be copied.

Related commands:
Move / Copy Objects>Standard

Move / Copy Objects>Perpendicular

] Move / Copy Objects>Parallel
— Edit Geometry>Move
] Multiple Copy>Rotation

Multiple Copy>Gradual




This command can be used to scale objects and instances in the drawing (i.e. change their size). The
scaling is done with respect to the center of the frame surrounding the objects.

1. Choose objects
The objects to be scaled have to be chosen. Any number of objects can be chosen. This can be done
with various methods, which can be used on their own or in combination with one another:
E— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
E— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the FS Key or the button in the panel.
— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.
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Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key

Click, one after another, on the two objects not to be chosen

Release the CTRL key

2. Enter horizontal and vertical factors
After choosing the objects, a dialog appears where the horizontal and vertical scaling factors can be
entered. In addition the duplicate function can be briefly turned on by checking the "Duplicate"
checkbox.

If the duplicate function is active when the scaling factors are entered, then a copy of the chosen objects is
made and scaled. Scaled copies of objects can be made like this.

Note: Some objects cannot in principle be scaled unproportionally. Above all, these are circles and circle
parts, and also surfaces which contain circular arcs. If you try to scale such an object unproportionally, a
message apppears which warns that you must first convert the circles and circle parts to ellipses and
ellipse parts. This allows you to cancel the operation, without actually making the changes.

Related commands:
Scale Objects>Proportional
Scale Objects>Non-Proportional

Scale Objects>Reference Distance
Edit Geometry>Scale




This command can be used to scale (i.e. change the size of) objects and instances in the drawing. The
objects are so scaled (and moved) that they fit into a specified rectangular area. The scaling is
proportional, i.e. the horizontal and vertical scaling factors are the same.

1. Choose objects
The objects to be scaled have to be chosen. Any number of objects can be chosen. This can be done
with various methods, which can be used on their own or in combination with one another:
Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the F5 Key or the button in the panel.
E— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.

PE— |

Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key

Click, one after another, on the two objects not to be chosen

Release the CTRL key

2. Area: Enter corner point 1
The first corner point of the area can be specified by clicking the mouse button anywhere in the
drawing.

Optionally, specific coordinates can be used. To do this, press F8 or ENTER. You can now enter
absolute or polar coordinates. For further information on entering coordinates, see Function
Keys>Direct Input (F8).

3. Area: Enter corner point 2
The second corner point of the area can be specified by clicking the mouse button anywhere in the
drawing.

Optionally, specific coordinates can be used. To do this, press F8 or ENTER. Now absolute, relative
or polar coordinates can be entered. Relative values are based on the previously entered corner point.
For further information on entering coordinates, see Function Keys>Direct Input (F8).

If the duplicate function is active during entry of the areas second corner point (for example if the CTRL
key is held down), a copy of the chosen objects is created and then moved and scaled. In this way, objects
can be copied and scaled at the same time.
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Related commands:

Scale Objects>Factors

Scale Objects>Non-Proportional
Scale Objects>Reference Distance
Edit Geometry>Scale




This command can be used to scale objects and instances (i.e. change their sizes) in the drawing. The
objects are scaled and moved so that they fit in a given rectangular area. The scaling is not proportional,
that is the horizontal and vertical scaling factors can be different.

1. Choose objects
The objects to be scaled have to be chosen. Any number of objects can be chosen. This can be done
with various methods, which can be used on their own or in combination with one another:
Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the F5 Key or the button in the panel.
E— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.
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Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key

Click, one after another, on the two objects not to be chosen

Release the CTRL key

2. Area: Enter corner point 1
The first corner point of the area can be specified by clicking the mouse button anywhere in the
drawing.

Optionally, specific coordinates can be used. To do this, press F8 or ENTER. You can now enter
absolute or polar coordinates. For further information on entering coordinates, see Function
Keys>Direct Input (F8).

3. Area: Enter corner point 2
The second corner point of the area can be specified by clicking the mouse button anywhere in the
drawing.

Optionally, specific coordinates can be used. To do this, press F8 or ENTER. Now absolute, relative
or polar coordinates can be entered. Relative values are based on the previously entered corner point.
For further information on entering coordinates, see Function Keys>Direct Input (F8).

If the duplicate function is active during entry of the areas second corner point (for example if the CTRL
key is held down), a copy of the chosen objects is created and then moved and scaled. In this way, objects
can be copied and scaled at the same time.



Note: Some objects cannot in principle be scaled unproportionally. Above all, these are circles and circle
parts, and also surfaces which contain circular arcs. If you try to scale such an object unproportionally, a
message apppears which warns that you must first convert the circles and circle parts to ellipses and
ellipse parts. This allows you to cancel the operation, without actually making the changes.

Related commands:

Scale Objects>Factors

Scale Objects>Proportional

Scale Objects>Reference Distance
Edit Geometry>Scale




This command can be used to scale objects and instances in the drawing, that is to change their size. The
objects are scaled in such a way that that a specified reference length has a given size. The scaling is
proportional, that is, the horizontal and vertical scaling factors are the same. The scaling is performed in
relation to the center of a frame surrounding the objects.

This command is particularly useful for matching objects to a particular scale. If the "Original" length of
at least one length in the drawing is known, then the whole drawing can be brought to the correct size
without further calculation.

1. Choose objects
The objects to be scaled have to be chosen. Any number of objects can be chosen. This can be done
with various methods, which can be used on their own or in combination with one another:
E— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
E— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the FS Key or the button in the panel.
E— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.

P —

Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key

Click, one after another, on the two objects not to be chosen

Release the CTRL key

2. Enter starting point
The starting point for the reference distance can be entered by clicking with the mouse anywhere in
the drawing.

Optionally, specific coordinates can be used. To do this, press F8 or ENTER. You can now enter
absolute or polar coordinates. For further information on entering coordinates, see Function
Keys>Direct Input (F8).

3. Enter end point
The end point for the reference distance can be entered by clicking with the mouse anywhere in the
drawing.

Optionally, specific coordinates can be used. To do this, press F8 or ENTER. Absolute, relative or
polar coordinates can now be entered. Relative coordinates are based on the previously entered
starting point. For further information on entering coordinates, see Function Keys>Direct Input (F8).



4. Enter length

After entering the reference distance a dialog appears in which the desired length for the previously
entered reference distance can be entered.

If the duplicate function is active during length entry, then a copy of the chosen objects is created and the
copy is scaled. This method can be used to create a ready scaled copy of objects.

Related commands:

Scale Objects>Factors

Scale Objects>Proportional
Scale Objects>Non-Proportional
Edit Geometry>Scale




This command can be used to rotate objects and instances in the drawing. The rotation is carried out in
relation to the center of a frame surrounding the objects.

1. Choose objects
The objects to be rotated must be chosen. Any number of objects can be chosen. This can be done
with various methods, which can be used on their own or in combination with one another:
E— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
E— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the FS Key or the button in the panel.
— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.
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Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key

Click, one after another, on the two objects not to be chosen

Release the CTRL key

2. Enter angle of rotation
After choosing the objects, a dialog appears in which the desired angle of rotation can be entered. In
addition the duplicate function can be briefly activated by checking the "Duplicate" check box.

If the duplicate function was turned on during angle entry, then a rotated copy of the objects is created.
This is a way to create a copy of the objects which is already rotated.

Related commands:

Rotate Objects>Arbitrary
Edit Geometry>Rotate




This command can be used to rotate objects and instances in the drawing. The center of rotation and the
angle are both specified by point entry.

1. Choose objects
The objects to be rotated must be chosen. Any number of objects can be chosen. This can be done
with various methods, which can be used on their own or in combination with one another:
E— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
E— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the FS Key or the button in the panel.
— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.
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Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key

Click, one after another, on the two objects not to be chosen

Release the CTRL key

2. Enter reference point
The reference point, i.e. the center of rotation, can be entered by clicking the mouse anywhere in the
drawing.

Optionally, specific coordinates can be used. To do this, press F8 or ENTER. You can now enter
absolute or polar coordinates. For further information on entering coordinates, see Function

Keys>Direct Input (F8).

3. Enter angle
The rotation angle can be entered by clicking the mouse anywhere in the drawing. Its position relative
to the center of rotation determines the angle.

Optionally, specific coordinates can be used. To do this, press F8 or ENTER. Absolute, relative or
polar coordinates can be entered.

You can also enter a value which gives the rotation angle. For further information on entering
coordinates, see Function Keys>Direct Input (F).

If the duplicate function is on during angle entry (for example because the CTRL key was held down),
then a copy of the chosen objects is created and rotated. Rotated copies of objects can be created like this.

Related commands:



Rotate Objects>Center
Edit Geometry>Rotate




This command can be used to reflect objects and instances in the drawing horizontally. The reflection
takes place about the central vertical axis of the frame surrounding the chosen objects.

1. Choose objects
The objects to be reflected must be chosen. Any number of objects can be chosen. This can be done
with various methods, which can be used on their own or in combination with one another:
E— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
E— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the FS Key or the button in the panel.
— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.
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Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key
— Click, one after another, on the two objects not to be chosen
E— Release the CTRL key

If the duplicate function is active when the last object is identified, (for example because the CTRL key is
held down), then a copy of the chosen objects is created and reflected horizontally. Reflected copies of
objects can be created like this.

Related commands:
Reflect Objects>Vertical
Reflect Objects>] ine




This command can be used to reflect objects and instances in the drawing vertically. The reflection takes
place about the central horizontal axis of the frame surrounding the chosen objects.

1. Choose objects
The objects to be reflected must be chosen. Any number of objects can be chosen. This can be done
with various methods, which can be used on their own or in combination with one another:
E— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
E— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the FS Key or the button in the panel.
— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.

P —

Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key
— Click, one after another, on the two objects not to be chosen
E— Release the CTRL key

If the duplicate function is active when the last object is identified, (for example because the CTRL key is
held down), then a copy of the chosen objects is created and reflected vertically. Reflected copies of
objects can be created like this.

Related commands:
Reflect Objects>Horizontal
Reflect Objects>] ine




This command can be used to reflect objects and instances in the drawing. The reflection takes place
about a specified line.

1. Choose objects
The objects to be reflected must be chosen. Any number of objects can be chosen. This can be done
with various methods, which can be used on their own or in combination with one another:
E— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
E— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the FS Key or the button in the panel.
— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.
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Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key
— Click, one after another, on the two objects not to be chosen
E— Release the CTRL key

3. Identify reference line
Any existing straight line can be used as the reference line. This can also be a side of a rectangle or a
leg of a circle segment.
Click the mouse on the line to identify it. If more than one line lies at the spot clicked on, a small
dialog appears at the bottom of the screen, from which the correct line can be chosen.

If the duplicate function is active while the reference line is identified, (for example because the CTRL
key is held down), then a copy of the chosen objects is created and reflected. Reflected copies of objects
can be created like this.

Related commands:

Reflect Objects>Horizontal
Reflect Objects>Vertical




This command can be used to distort objects and instances in the drawing horizontally. The distortion
takes place relative to a specified reference point.

1. Choose objects
The objects to be distorted must be chosen. Any number of objects can be chosen. This can be done
with various methods, which can be used on their own or in combination with one another:
E— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
E— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the FS Key or the button in the panel.
— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.
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Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key

Click, one after another, on the two objects not to be chosen

Release the CTRL key

2. Enter reference point
The reference point for the distortion can be specified by clicking the mouse anywhere in the
drawing.

Optionally, specific coordinates can be used. To do this, press F8 or ENTER. You can now enter
absolute or polar coordinates. For further information on entering coordinates, see Function

Keys>Direct Input (F8).

3. Enter angle
The distortion angle can be specified by clicking the mouse anywhere in the drawing. The angle is
determined by this points position relative to the reference point.

Optionally, specific coordinates can be used. To do this, press F8 or ENTER. Absolute, relative or
polar coordinates can then be entered.

You can also enter a value which gives the distortion angle. For further information on entering
coordinates, see Function Keys>Direct Input (F).

If the duplicate function is active during angle entry (for example if the CTRL key is kept held down)
then a copy of the chosen objects is created and distorted. Distorted copies of objects can be made like
this.



Note: Some objects cannot in principle be distorted. Above all, these are circles and circle parts, and also
surfaces which contain circular arcs. If you try to distort such an object, a message apppears which warns

that you must first convert the circles and circle parts to ellipses and ellipse parts. This allows you to
cancel the operation, without actually making the changes.

Related command:
Distort Object>Vertical




This command can be used to distort objects and instances in the drawing vertically. The distortion takes
place relative to a specified reference point.

1. Choose objects
The objects to be distorted must be chosen. Any number of objects can be chosen. This can be done
with various methods, which can be used on their own or in combination with one another:
E— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
E— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the FS Key or the button in the panel.
— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.
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Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key

Click, one after another, on the two objects not to be chosen

Release the CTRL key

2. Enter reference point
The reference point for the distortion can be specified by clicking the mouse anywhere in the
drawing.

Optionally, specific coordinates can be used. To do this, press F8 or ENTER. You can now enter
absolute or polar coordinates. For further information on entering coordinates, see Function

Keys>Direct Input (F8).

3. Enter angle
The distortion angle can be specified by clicking the mouse anywhere in the drawing. The angle is
determined by this points position relative to the reference point.

Optionally, specific coordinates can be used. To do this, press F8 or ENTER. Absolute, relative or
polar coordinates can then be entered.

You can also enter a value which gives the distortion angle. For further information on entering
coordinates, see Function Keys>Direct Input (F).

If the duplicate function is active during angle entry (for example if the CTRL key is kept held down)
then a copy of the chosen objects is created and distorted. Distorted copies of objects can be made like
this.



Note: Some objects cannot in principle be distorted. Above all, these are circles and circle parts, and also
surfaces which contain circular arcs. If you try to distort such an object, a message apppears which warns

that you must first convert the circles and circle parts to ellipses and ellipse parts. This allows you to
cancel the operation, without actually making the changes.

Related command:
Distort Object>Horizontal




This command can be used to center objects and instances horizontally on the page. They are moved
horizontally so that they are the same distance from the left and right edges of the page. All chosen
objects and instances are treated as a single item, i.e. they are all moved by the same amount.

1. Choose objects
All the objects to be centered have to be chosen. Any number of objects can be chosen. This can be
done with various methods, which can be used on their own or in combination with one another:
Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the F5 Key or the button in the panel.
E— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.

PE— |

Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key
e Click, one after another, on the two objects not to be chosen
E— Release the CTRL key

If the duplicate function is active when the last object is chosen, then a copy of the chosen objects is made
and moved. Centered copies of objects can be made like this.

Related commands:
Center Objects>Page, Vertical
Center Objects>Page, Both

S Center Objects>Page, Horizontal
] Center Objects>Page, Vertical
— Center Objects>Page, Both
e Center Drawing>Horizontal
] Center Drawing>Vertical

Center Drawing>Both




This command can be used to center objects and instances vertically on the page. They are moved
vertically so that they are the same distance from the top and bottom of the page. All chosen objects and
instances are treated as a single item, i.e. they are all moved by the same amount.

1. Choose objects
All the objects to be centered have to be chosen. Any number of objects can be chosen. This can be
done with various methods, which can be used on their own or in combination with one another:
Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the F5 Key or the button in the panel.
E— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.

PE— |

Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key
e Click, one after another, on the two objects not to be chosen
E— Release the CTRL key

If the duplicate function is active when the last object is chosen, then a copy of the chosen objects is made
and moved. Centered copies of objects can be made like this.

Related commands:

Center Objects>Page, Horizontal
Center Objects>Page, Both

S Center Objects>Page, Horizontal
] Center Objects>Page, Vertical
— Center Objects>Page, Both
e Center Drawing>Horizontal
] Center Drawing>Vertical

Center Drawing>Both




This command can be used to center objects and instances horizontally and vertically on the page. They
are moved horizontally so that they are the same distance from the left and right edges and the top and
bottom of the page. All chosen objects and instances are treated as a single item, i.e. they are all moved by
the same amount.

1. Choose objects
All the objects to be centered have to be chosen. Any number of objects can be chosen. This can be
done with various methods, which can be used on their own or in combination with one another:
Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
E— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the F5 Key or the button in the panel.
E— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.

—_—

Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key
] Click, one after another, on the two objects not to be chosen
E— Release the CTRL key

If the duplicate function is active when the last object is chosen, then a copy of the chosen objects is made
and moved. Centered copies of objects can be made like this.

Related commands:
Center Objects>Page, Horizontal

Center Objects>Page, Vertical

] Center Objects>Page, Horizontal
— Center Objects>Page, Vertical
e Center Objects>Page, Both
] Center Drawing>Horizontal
] Center Drawing>Vertical
—_—

Center Drawing>Both




This command can be used to center objects and instances horizontally relative to a rectangular frame.
They are moved horizontally so that they are the same distance from the left and right edges of the frame.
All chosen objects and instances are treated as a single item, i.e. they are all moved by the same amount.

1. Choose objects
All the objects to be centered have to be chosen. Any number of objects can be chosen. This can be
done with various methods, which can be used on their own or in combination with one another:
Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the F5 Key or the button in the panel.
E— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.
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Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key

Click, one after another, on the two objects not to be chosen

Release the CTRL key

2. Area: Enter corner point 1
The first corner point of the frame can be entered by clicking the mouse anywhere in the drawing.

Optionally, specific coordinates can be used. To do this, press F8 or ENTER. You can now enter
absolute or polar coordinates. For further information on entering coordinates, see Function

Keys>Direct Input (F8).

3. Area: Enter corner point 2
The second corner point of the frame can be entered by clicking the mouse anywhere in the drawing.

Optionally, specific coordinates can be used. To do this, press F§ or ENTER. Now absolute, relative
or polar coordinates can be entered. Relative values are based on the previously entered corner point.
For further information on entering coordinates, see Function Keys>Direct Input (F8).

If the duplicate function is active during entry of the second corner point (for example, because the CTRL
key was held down) a copy of the chosen objects is created and the copy is centered. This is how to copy
objects centered.

Related commands:
Center Objects>Page, Horizontal




Center Objects>Page, Vertical

Center Objects>Page, Both

Center Objects>Page, Vertical
Center Objects>Page, Both

Center Drawing>Horizontal
Center Drawing>Vertical
Center Drawing>Both




This command can be used to center chosen objects vertically with respect to a specified rectangular
frame. They are moved horizontally so that they are the same distance from the top and bottom of the
frame. All chosen objects and instances are treated as a single unit, that is they are all moved by the same
amount.

L.

Choose objects

All the objects to be centered have to be chosen. Any number of objects can be chosen. This can be
done with various methods, which can be used on their own or in combination with one another:
Objects can be chosen, as for identification, by simply clicking on their outlines. If

several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.

P — |

Whole sections can be chosen by holding down the SHIFT key, and specifying two

opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.

Whether only the objects wholly within the area, or also those which overlap it should be chosen

is detemined by the area mode. This is changed with the F5 Key or the button in the panel.

PE— |
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All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again

by pressing the F11 Key.

P —

All the currently selected objects can be chosen by pressing the F12 Key .

If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.

All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.

Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key

] Click, one after another, on the two objects not to be chosen
Release the CTRL key

2. Area: Enter corner point 1

The first corner point of the frame can be entered by clicking the mouse anywhere in the drawing.

Optionally, specific coordinates can be used. To do this, press F8 or ENTER. You can now enter
absolute or polar coordinates. For further information on entering coordinates, see Function
Keys>Direct Input (F8).

Area: Enter corner point 2
The second corner point of the frame can be entered by clicking the mouse anywhere in the drawing.

Optionally, specific coordinates can be used. To do this, press F8 or ENTER. Now absolute, relative
or polar coordinates can be entered. Relative values are based on the previously entered corner point.
For further information on entering coordinates, see Function Keys>Direct Input (F8).

If the duplicate function is active during entry of the second corner point (for example, because the CTRL
key was held down) a copy of the chosen objects is created and the copy is centered. This is how to copy
objects centered.

Related commands:



Center Objects>Page, Horizontal

Center Objects>Page, Vertical

Center Objects>Page, Both
Center Objects>Page, Horizontal

Center Objects>Page, Both
Center Drawing>Horizontal
Center Drawing>Vertical

Center Drawing>Both




This command can be used to center chosen objects both horizontally and vertically with respect to a
specified rectangular frame. They are moved horizontally so that they are the same distance from the left
and right of the frame and vertically so that they are the same distance from the top and bottom of the
frame. All chosen objects and instances are treated as a single unit, that is they are all moved by the same
amount.

1. Choose objects
The objects to be centered must be chosen. Any number of objects can be chosen. This can be done
with various methods, which can be used on their own or in combination with one another:
E— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
E— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the ES Key or the button in the panel.
E— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.
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Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key
E— Click, one after another, on the two objects not to be chosen
— Release the CTRL key

2. Area: Enter corner point 1
The first corner point of the frame can be entered by clicking the mouse anywhere in the drawing.

Optionally, specific coordinates can be used. To do this, press F8 or ENTER. You can now enter
absolute or polar coordinates. For further information on entering coordinates, see Function
Keys>Direct Input (F8).

3. Area: Enter corner point 2
The second corner point of the frame can be entered by clicking the mouse anywhere in the drawing.

Optionally, specific coordinates can be used. To do this, press F8 or ENTER. Now absolute, relative
or polar coordinates can be entered. Relative values are based on the previously entered corner point.
For further information on entering coordinates, see Function Keys>Direct Input (F8).

If the duplicate function is active during entry of the second corner point (for example, because the CTRL
key was held down) a copy of the chosen objects is created and the copy is centered. This is how to copy
objects centered.

PE— |



Related commands:

Center Objects>Page, Horizontal
Center Objects>Page, Vertical

— Center Objects>Page, Both
] Center Objects>Page, Horizontal
E— Center Objects>Page, Vertical
— Center Drawing>Horizontal
S Center Drawing>Vertical

Center Drawing>Both



This command can be used to combine objects and instances into a group, which will then be treated as a
single item.

1. Choose objects
The objects which are to be grouped must be chosen. Any number of objects can be chosen. This can
be done with various methods, which can be used on their own or in combination with one another:
E— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
E— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the FS Key or the button in the panel.
— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.
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Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key

Click, one after another, on the two objects not to be chosen

Release the CTRL key

A group is then made from the chosen objects. To do this, a block containing these objects is generated.
The block has a unique name, which is however not normally relevant when working with the group. The
chosen objects are then replaced with an instance of the block. In principle, a group is a block.

One change occurs when creating a group. The objects which a group consists of are always constructed
one after another - they make up a single unit. The order in which the objects in the group are built up
compared to the other objects and instanced in the drawing may change.

Groups can be nested, that is a group may itself contains groups. Ungrouping is done step by step so that
sub-groups remain intact.

Note: Tek Illustrator automatically maintains groups, but only when loading and saving drawings. If all
pointers to a group are deleted, then that group is deleted at the latest when the drawing is saved. If it has
to be used again, then it can be inserted with the command Symbol / Block>Insert. Groups are stored in
the "#G" folder of the library "*". Their names however are not very helpful and so the selection of
groups has to be done by displaying them.

Related command:

Group>Ungroup

Symbol / Block>Create (Insertion Point)
Symbol / Block>Create (Frame)







This command can be used to break up groups. Their objects are then treated as individual objects again

1. Choose objects
The groups to be broken up must be chosen. Any number of objects can be chosen. This can be done
with various methods, which can be used on their own or in combination with one another:
E— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
E— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the FS Key or the button in the panel.
E— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.
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Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key

Click, one after another, on the two objects not to be chosen

Release the CTRL key

All of the groups contained in the chosen groups are broken up; all other objects remain unchanged. Only
the topmost layer in each group is broken up, so if a group is nested (i.e. it contains more groups) the sub-
groups or instances of blocks and symbols are maintained.

Note: Tek Illustrator automatically maintains groups, but only when loading and saving drawings. If all
pointers to a group are deleted, then that group is deleted at the latest when the drawing is saved. If it has
to be used again, then it can be inserted with the command Symbol / Block>Insert. Groups are stored in
the "#G" folder of the library "*". Their names however are not very helpful and so the selection of
groups has to be done by displaying them.

Related commands:

Group>Create Group

Trim Object>Resolve Completely
Text>Resolve

Resolve Instances




This command can be used to move instances and objects to the start of the object list, so that they are
drawn first and therefore lie in the background.

The internal order of the chosen objects remains unchanged.

1. Choose objects
The objects whose position in the list is to be changed must be chosen. Any number of objects can be
chosen. This can be done with various methods, which can be used on their own or in combination
with one another:
E— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
E— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the ES Key or the button in the panel.
E— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.

P —

Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key
E— Click, one after another, on the two objects not to be chosen
— Release the CTRL key

If the duplicate function is active when the last object is chosen, then a copy of the chosen objects is made
and moved to the start of the list.

Related commands:

Change Order>Behind Object

Change Order>Before Object
Change Order>To Front




This command can be used to move instances and objects to a position in front of another object, so that
they are drawn before it and therefore lie in its background.

The internal order of the chosen objects remains unchanged.

1. Choose objects
The objects whose position in the list is to be changed must be chosen. Any number of objects can be
chosen. This can be done with various methods, which can be used on their own or in combination
with one another:
E— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
E— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the ES Key or the button in the panel.
E— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.

P —

Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key
E— Click, one after another, on the two objects not to be chosen
— Release the CTRL key

2. Identify object
The reference object is identified by clicking on its outline. If more than one line lies at the spot
clicked on, a small dialog appears at the bottom of the screen, from which the correct line can be
chosen.

If the duplicate function is active during identification of the reference object (for example, because the
CTRL key was held down), a copy of the chosen objects is moved in the list.

Related commands:

Change Order>To Back

Change Order>In Front of Object
Change Order>To Front




This command can be used to move instances and objects to a position in the list after another object, so
that they are drawn after it and therefore lie in its foreground.

The internal order of the chosen objects remains unchanged.

1. Choose objects
The objects whose position in the list is to be changed must be chosen. Any number of objects can be
chosen. This can be done with various methods, which can be used on their own or in combination
with one another:
E— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
E— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the ES Key or the button in the panel.
E— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.

P —

Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key
E— Click, one after another, on the two objects not to be chosen
— Release the CTRL key

2. Identify object
The reference object is identified by clicking on its outline. If more than one object outline lies at the
spot clicked on, a small dialog appears at the bottom of the screen, from which the correct object can
be chosen.

If the duplicate function is active during identification of the reference object (for example, because the
CTRL key was held down), a copy of the chosen objects is moved in the list.

Related commands:

Change Order>To Back
Change Order>Behind Object
Change Order>To Front




This command can be used to move objects and instances to the end of the object list so that they are
drawn last and therefore lie at the front of the drawing.

The internal order of the chosen objects remains unchanged.

1. Choose objects
The objects whose position in the list is to be changed must be chosen. Any number of objects can be
chosen. This can be done with various methods, which can be used on their own or in combination
with one another:
E— Objects can be chosen, as for identification, by simply clicking on their outlines. If
several objects lie at the position clicked on, a small dialog appears at the bottom of the screen, with the
help of which the correct object can be picked out.
E— Whole sections can be chosen by holding down the SHIFT key, and specifying two
opposite corners of a rectangle. This chooses all the objects which lie wholly within the specified area.
Whether only the objects wholly within the area, or also those which overlap it should be chosen
is detemined by the area mode. This is changed with the ES Key or the button in the panel.
E— All the objects in the drawing can be chosen by pressing the F10 Key .
If the same group of objects is to be manipulated several times, it can be selected again
by pressing the F11 Key.
E— All the currently selected objects can be chosen by pressing the F12 Key .
If several of these choosing methods are to be combined, the CTRL key must be kept held down
throughout the choosing process.
All choosing operations are self-inverting. If an object is chosen twice during a choosing process, it
counts as "not chosen". A third selection rechooses it, and so on.

P —

Example: If all the objects in the drawing except two are to be chosen, follow these steps:
Press and hold down the CTRL key

Press the F10 key
E— Click, one after another, on the two objects not to be chosen
— Release the CTRL key

If the duplicate function is active during selection, a copy of the chosen objects is generated and pushed to
the end of the list.

Related commands:

Change Order>To Back

Change Order>Behind Object
I Change Order>Before Object
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This command is used to draw a line.

1. Enter start point
The start point can be entered by clicking the mouse anywhere in the drawing.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute or polar
coordinates can then be entered. For further information on coordinate entry, see Function
Keys>Direct Input (F8).

2. Enter end point
The end point of the line can be entered by clicking the mouse anywhere in the drawing.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered. Relative coordinates relate to the previously entered start

point. For further information on coordinate entry, see Function Keys>Direct Input (F8).

The line is assigned to the current layer. In addition, it contains a reference to the current pen.

Related commands:
Line>On Straight Line

Line>Horizontal
I Line>Vertical
] Line>Mid-Perpendicular
] Line>Perpendicular
B Line>Parallel, Variable
] Line>Parallel, Fixed
] Line>Angle to Line

Line>Bisector of Angle




This command creates a line which runs along an extension of an existing line or on a geometry line.

1. Identify reference line
Any line in an existing object can be identified as a reference line, including a side of a rectangle or a
circle segment leg.

The line is identified by clicking on it with the mouse. If several possible lines lie close to the position
clicked on, a small dialog appears near the bottom of the screen, from which the correct line can be
chosen.

After the line has been identified, a straight line which shows the extension of the identified line
appears. This is the "Reference Line".

2. Enter start point
The start point can be entered by clicking the mouse anywhere in the drawing. A perpendicular is
dropped from this position to the reference line to determine the start point of the new line.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute or polar
coordinates can then be entered. For further information on coordinate entry, see Function
Keys>Direct Input (F8).

3. Enter end point
The end point of the line can be entered by clicking the mouse anywhere in the drawing. A
perpendicular is dropped from this position to the reference line to determine the end point of the new
line.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered.

In addition, it is possible to enter a length. This gives the length of the line from a previously entered
start point. To do this a small arrow appears in the left of the status window. This shows the
orientation for the length details. If you enter a positive value, the line will be drawn from the start
point in the direction of the arrow. A negative value draws a line in the opposite direction to the arrow.
For further information on coordinate entry, see Function Keys>Direct Input (F8).

The line is assigned to the current layer. In addition, it contains a reference to the current pen.

Related commands:

Line>Standard

Line>Horizontal
] Line>Vertical
| Line>Mid-Perpendicular
I Line>Perpendicular
S Line>Parallel, Variable
| Line>Parallel, Fixed
] Line>Angle to Line

Line>Bisector of Angle




This command draws a horizontal line. "Horizontal" refers to the position of the line in relation to the
page, not the view. If the drawing is displayed rotated, then the line will also be displayed rotated.

1. Enter start point
The start point can be entered by clicking the mouse anywhere in the drawing.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute or polar
coordinates can then be entered. For further information on coordinate entry, see Function
Keys>Direct Input (F8).

After entering the start point, a straight line running horizontally through the start point appears. This
is referred to as the "Reference straight line".

2. Enter end point
The end point of the line can be entered by clicking the mouse anywhere in the drawing. A
perpendicular is dropped from this position to the reference straight line to determine the end point of
the new line.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered.

In addition, it is possible to enter a length. This gives the length of the line from a previously entered
start point. To do this, a small arrow appears at the left of the status window during direct entry. This
shows the orientation for the length details. If you enter a positive value, the line will be drawn from
the start point in the direction of the arrow. A negative value draws a line in the opposite direction to
the arrow. For further information on coordinate entry, see Function Keys>Direct Input (F8).

The line is assigned to the current layer. In addition, it contains a reference to the current pen.

Related commands:

Line>Standard

Line>On Straight Line
] Line>Vertical
] Line>Mid-Perpendicular
] Line>Perpendicular
] Line>Parallel, Variable
S Line>Parallel, Fixed
] Line>Angle to Line

Line>Bisector of Angle




This command draws a vertical line. "Vertical" refers to the position of the line in relation to the page, not
the view. If the drawing is displayed rotated, then the line will also be displayed rotated.

1. Enter start point
The start point can be entered by clicking the mouse anywhere in the drawing.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute or polar
coordinates can then be entered. For further information on coordinate entry, see Function
Keys>Direct Input (F8).

After entering the start point, a straight line running vertically through the start point appears. This is
referred to as the "Reference straight line".

2. Enter end point
The end point of the line can be entered by clicking the mouse anywhere in the drawing. A
perpendicular is dropped from this position to the reference straight line to determine the end point of
the new line.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered.

In addition, it is possible to enter a length. This gives the length of the line from a previously entered
start point. To do this, a small arrow appears at the left of the status window during direct entry. This
shows the orientation for the length details. If you enter a positive value, the line will be drawn from
the start point in the direction of the arrow. A negative value draws a line in the opposite direction to
the arrow. For further information on coordinate entry, see Function Keys>Direct Input (F8).

The line is assigned to the current layer. In addition, it contains a reference to the current pen.

Related commands:

Line>Standard

Line>On Straight Line
I Line>Horizontal
] Line>Mid-Perpendicular
] Line>Perpendicular
] Line>Parallel, Variable
S Line>Parallel, Fixed
] Line>Angle to Line

Line>Bisector of Angle




This command draws a line which runs along the mid-perpendicular of another line. This line is drawn so
that it appears as a right angle in "normal” view. If working with a distorted view (e.g. an isometric view)
then the visible angle will not be 90 degrees.

1.

Identify reference line

Any line in an existing object can be identified as a reference line, including a side of a rectangle or a
circle segment leg. Geometry lines cannot be identified as they have no "middle".

The line is identified by clicking on it with the mouse. If several possible lines lie close to the position
clicked on, a small dialog appears near the bottom of the screen, from which the correct line can be
chosen.

After identification a straight line appears which runs along the mid-perpendicular of the identified
line. This is referred to as the "Reference Straight Line".

Enter start point
The start point can be entered by clicking the mouse anywhere in the drawing. A perpendicular is
dropped from this point to the reference straight line to determine the new line's start point.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute or polar
coordinates can then be entered. For further information on coordinate entry, see Function
Keys>Direct Input (F8).

Enter end point

The end point of the line can be entered by clicking the mouse anywhere in the drawing. A
perpendicular is dropped from this position to the reference straight line to determine the end point of
the new line.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered.

In addition, it is possible to enter a length. This gives the length of the line from a previously entered
start point. To do this, a small arrow appears at the left of the status window during direct entry. This
shows the orientation for the length details. If you enter a positive value, the line will be drawn from
the start point in the direction of the arrow. A negative value draws a line in the opposite direction to
the arrow. For further information on coordinate entry, see Function Keys>Direct Input (FS).

The line is assigned to the current layer. In addition, it contains a reference to the current pen.

Related commands:

Line>Standard

Line>On Straight Line
| Line>Horizontal
I Line>Vertical
S Line>Perpendicular
| Line>Parallel, Variable
] Line>Parallel, Fixed
I Line>Angle to Line

Line>Bisector of Angle



This command draws a line which is perpendicular to another line, geometry line, circle, geometry circle
or ellipse. This line is drawn so that it appears as a right angle in "normal" view. If working with a
distorted view (e.g. an isometric view) then the visible angle will not be 90 degrees.

Only one end point of the line is specified, the other is already given as perpendicular base point. If a
perpendicular is to be drawn where both end points are to be specified, use the command Line>Angle to
Line instead.

1.

Identify reference object

Any part of an existing object can be used as a reference object. This can be a rectangle side, the arc
of an ellipse segment or a circular arc within a surface.

Click on the relevant object (part object) with the mouse to identify it. If several objects lie very close
to the point clicked on, then a small dialog appears at the bottom of the screen, with the help of which
the correct object can be chosen.

The identified object is referred to as the "Reference Object". After identification a straight line
showing the line of the perpendicular appears. This is referred to as the "Reference Straight Line"

Enter reference point

The position of the perpendicular (and the start of the line) are determined by a reference point
through which the reference straight line should run. This reference point can be entered by clicking
the mouse at any point within the drawing. A perpendicular is dropped from this position to the
reference object, to determine the new line's start point.

If a circle is identified as the reference object, then the position of the reference point determines on
which side of the reference circle the perpendicular's start point should be. The intersection of the
reference straight line and the reference circle nearer the reference point is used as the start point.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered.

If a circle is identified as the reference object, then you can enter an angle. This indicates the direction
of the reference straight line. For further information on coordinate entry, see Function Keys>Direct

Input (F8).

Enter end point

The end point of the line can be entered by clicking the mouse anywhere in the drawing. A
perpendicular is dropped from this position to the reference straight line to determine the end point of
the new line.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered.

In addition, it is possible to enter a length. This shows the length of the line beginning from the
previously entered start point. To do this, a small arrow appears at the left of the status window during
direct entry. This shows the orientation for the length details. If you enter a positive value, the line
will be drawn from the start point in the direction of the arrow. A negative value draws a line in the
opposite direction to the arrow. For further information on coordinate entry, see Function
Keys>Direct Input (F8).

The line is assigned to the current layer. In addition, it contains a reference to the current pen.



Related commands:

Line>Standard

Line>On Straight Line
] Line>Horizontal
] Line>Vertical
] Line>Mid-Perpendicular
| Line>Parallel, Variable
S Line>Parallel, Fixed
] Line>Angle to Line

Line>Bisector of Angle



This command draws a line which runs parallel to another line or geometry line.

The suffix "Variable" indicates that the distance between the lines is not determined numerically, but by
entering the start point. To use a fixed distance, use the command Line>Parallel, Fixed.

1. Identify reference line
Any line in an existing object can be identified as a reference line, including a side of a rectangle or a
circle segment leg.
The line is identified by clicking on it with the mouse. If several possible lines lie close to the position
clicked on, a small dialog appears near the bottom of the screen, from which the correct line can be
chosen.

After identification a straight line appears which runs parallel to the identified line and moves with
the mouse. This line is referred to as the "Reference Straight Line".

2. Enter start point
The start point can be entered by clicking the mouse anywhere in the drawing.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute or polar
coordinates can then be entered. For further information on coordinate entry, see Function
Keys>Direct Input (F8).

After entering the start point the reference straight line runs through the start point and does not move
with the mouse any more.

3. Enter end point
The end point of the line can be entered by clicking the mouse anywhere in the drawing. A
perpendicular is dropped from this position to the reference straight line to determine the end point of
the new line.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered.

In addition, it is possible to enter a length. This gives the length of the line from a previously entered
start point. To do this, a small arrow appears at the left of the status window during direct entry. This
shows the orientation for the length details. If you enter a positive value, the line will be drawn from
the start point in the direction of the arrow. A negative value draws a line in the opposite direction to
the arrow. For further information on coordinate entry, see Function Keys>Direct Input (F8).

The line is assigned to the current layer. In addition, it contains a reference to the current pen.

Related commands:

Line>Standard

Line>On Straight Line
| Line>Horizontal
| Line>Vertical
I Line>Mid-Perpendicular
] Line>Perpendicular
| Line>Parallel, Fixed

Line>Angle to Line




Line>Bisector of Angle




This command draws a line which runs parallel to another line or a geometry line.

The suffix "Fixed" shows that the distance between the two lines is a specific, fixed distance entered via a
dialog. If the numeric value of the distance is not known, and the distance is to be specified implicitly by
using the mouse to enter the start point, then the command Line>Parallel, Variable should be used instead.

1.

Enter distance

After choosing the command, a dialog appears into which the distance can be entered. This distance
remains valid until either another command is chosen, or the command is restarted by choosing
Restart Command (+ESC) or the key combination SHIFT+ESC.

Identify reference line

Any line in an existing object can be identified as a reference line, including a side of a rectangle or a
circle segment leg.

The line is identified by clicking on it with the mouse. If several possible lines lie close to the position
clicked on, a small dialog appears near the bottom of the screen, from which the correct line can be
chosen.

After identification a straight line which runs parallel to the identified line and moves when the
mouse is moved close to the identified line. This line is referred to as the "Reference Straight Line".

Enter start point

The start point can be entered by clicking the mouse anywhere in the drawing. The reference straight
line always snaps to the same side of the identified line as the crosshair. A perpendicular is dropped to
the reference straight line to determine the start point of the new line.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute or polar
coordinates can then be entered. For further information on coordinate entry, see Function
Keys>Direct Input (F8).

After entering the start point the reference straight line runs through the start point and does not move
any more.

Enter end point

The end point of the line can be entered by clicking the mouse anywhere in the drawing. A
perpendicular is dropped from this position to the reference straight line to determine the end point of
the new line.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered.

In addition, it is possible to enter a length. This gives the length of the line from a previously entered
start point. To do this, a small arrow appears at the left of the status window during direct entry. This
shows the orientation for the length details. If you enter a positive value, the line will be drawn from
the start point in the direction of the arrow. A negative value draws a line in the opposite direction to
the arrow. For further information on coordinate entry, see Function Keys>Direct Input (F8).

The line is assigned to the current layer. In addition, it contains a reference to the current pen.

Related commands:

Line>Standard



Line>On Straight Line
Line>Horizontal
Line>Vertical
Line>Mid-Perpendicular
Line>Perpendicular
Line>Parallel, Variable
Line>Angle to Line
Line>Bisector of Angle




This command draws a line which runs at a specific angle to a line or geometry line.

1. Enter angle
After choosing this command, a dialog appears into which the angle to be used can be entered. This
angle remains valid until either a new command is chosen or the current command is restarted using
Restart Command (+ESC) or the key combination SHIFT+ESC.

2. Identify reference line
Any line in an existing object can be identified as a reference line, including a side of a rectangle or a
circle segment leg.
The line is identified by clicking on it with the mouse. If several possible lines lie close to the position
clicked on, a small dialog appears near the bottom of the screen, from which the correct line can be
chosen.

After identification a straight line appears which runs at the previously entered angle to the identified
line and moves with the mouse. This line is referred to as the "Reference Straight Line".

3. Enter start point
The start point can be entered by clicking the mouse anywhere in the drawing.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute or polar
coordinates can then be entered. For further information on coordinate entry, see Function
Keys>Direct Input (F8).

After entering the start point the reference straight line runs through the start point and does not move
with the mouse any more.

After entering the start point the reference straight line runs through the start point and does not move
with the mouse any more.

4. Enter end point
The end point of the line can be entered by clicking the mouse anywhere in the drawing. A
perpendicular is dropped from this position to the reference straight line to determine the end point of
the new line.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered.

In addition, it is possible to enter a length. This gives the length of the line from a previously entered
start point. To do this, a small arrow appears at the left of the status window during direct entry. This
shows the orientation for the length details. If you enter a positive value, the line will be drawn from
the start point in the direction of the arrow. A negative value draws a line in the opposite direction to
the arrow. For further information on coordinate entry, see Function Keys>Direct Input (F8).

The line is assigned to the current layer. In addition, it contains a reference to the current pen.

Related commands:

Line>Standard
Line>On Straight Line
| Line>Horizontal

Line>Vertical



Line>Mid-Perpendicular
Line>Perpendicular
Line>Parallel, Variable
Line>Parallel, Fixed
Line>Bisector of Angle




This command draws a line which runs along the bisector of the angle between two lines or geometry
lines.

1. Identify reference line 1
Any line in an existing object can be identified as a reference line. This can also be a side of a
rectangle or a leg of a circular segment.
The line is identified by clicking on it with the mouse. If several possible lines lie close to the position
clicked on, a small dialog appears near the bottom of the screen, from which the correct line can be
chosen.

The position at which the line was identified (the "ID Point") is important for the rest of the
procedure. Together with the position at which the second line is identified, it determines which of
the two possible angle bisectors should be used (see below).

2. lIdentify reference line 2
Any line in an existing object can be identified as the second reference line. This can also be a side of
a rectangle or a leg of a circular segment.
The line is identified by clicking on it with the mouse. If several possible lines lie close to the position
clicked on, a small dialog appears near the bottom of the screen, from which the correct line can be
chosen.

The position at which the line was identified (the "ID Point") is important for the rest of the
procedure. Together with the position at which the first line is identified, it determines which of the
two possible angle bisectors should be used (see graphic).

+
O-point 2 +
+
+
DOr-point 2

After identification of the second line a straight line which runs through the ID point determining the
angle bisectors appears. This line is referred to as the "Reference Straight Line".

3. Enter start point
The start point can be entered by clicking the mouse anywhere in the drawing. A perpendicular is
dropped from this point to the reference straight line to determine the new line's start point.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute or polar
coordinates can then be entered. For further information on coordinate entry, see Function
Keys>Direct Input (F8).

4. Enter end point
The end point of the line can be entered by clicking the mouse anywhere in the drawing. A
perpendicular is dropped from this position to the reference straight line to determine the end point of
the new line.



Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered.

In addition, it is possible to enter a length. This gives the length of the line from a previously entered
start point. To do this, a small arrow appears at the left of the status window during direct entry. This
shows the orientation for the length details. If you enter a positive value, the line will be drawn from
the start point in the direction of the arrow. A negative value draws a line in the opposite direction to
the arrow. For further information on coordinate entry, see Function Keys>Direct Input (F8).

The line is assigned to the current layer. In addition, it contains a reference to the current pen.

Related commands:

Line>Standard

Line>On Straight Line
| Line>Horizontal
] Line>Vertical
I Line>Mid-Perpendicular
] Line>Perpendicular
| Line>Parallel, Variable
S Line>Parallel, Fixed

Line>Angle to Line



This command draws two lines, one horizontal and one vertical. Their mid-points cross at the center of an
identified circle or ellipse.

This command is particularly useful to draw center crosses for drilled holes and other construction
elements.

1. Identify reference circle / ellipse
Any circle or ellipse which exists independently or as part of another object can be identified as a
reference object. This can also be the arc of an ellipse segment or a circular arc within a surface.
Click on the relevant object (part object) with the mouse to identify it. If several objects lie very close
to the point clicked on, then a small dialog appears at the bottom of the screen, with the help of which
the correct object can be chosen.

2. Enter point
The length of both lines is determined by a point which lies on the outline of a circle tangent to both
lines. This point can be entered by clicking with the mouse anywhere within the drawing. A
perpendicular is dropped from this position to the reference straight line to determine the end point of
the new line.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered.

You can also enter a specific radius. This gives the radius of the circle tangent to both lines. This is
always a circle, even if an ellipse was identified beforehand. For further information on coordinate
entry, see Function Keys>Direct Input (F8).

The two lines are assigned to the current layer. You also see a reference to the currently active pen.

Related commands:
Line>Horizontal
Line>Vertical




This command draws a polyline. A polyline is an open series of connected lines.

1. Enter start point
The start point of a polyline can be entered by clicking the mouse anywhere within the drawing.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute or polar
coordinates can then be entered. For further information on coordinate entry, see Function
Keys>Direct Input (F8).

2. Enter point
After entering the start point, several points can be entered, one after another. The polyline begins at
the start point and runs through all the subsequently-entered points. These points can be entered by
clicking the mouse at any point in the drawing for each point.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered.

You can also enter the length and/or angle of the next section relative to the previous section. This is
an easy way, for example, to enter bends with a given angle. For further information on coordinate
entry, see Function Keys>Direct Input (F8).

Polyline input is ended by clicking the right mouse button. Unlike most other commands, this does
not lead to the previous entry being ignored; instead the polyline is inserted into the drawing. If
required, this can be undone using the Undo command.

A polyline can consist of up to 1000 sections. If this limit is reached during point entry, no further points
can be entered.

A polyline is stored internally as a curve. It can be manipulated using the same commands as can be used
on curves.

The curve created is assigned to the current layer. It also contains a reference to the current pen.
Note: All point entries can be undone step by step using Function Keys>Previous Point (ESC) or by

pressing the ESC key. This enables incorrect entries to easily be corrected without having to enter the
entire polygon again.

Related commands:

Curve
Surface
] Spline
] Polygon>Arbitrary

Freehand Line>Draw




This command generates a line equidistant to a specified object. An equidistant line is a line which is the
same distance from all points of the reference object. In the simplest case this is a line parallel to another
line or a circle concentric with another circle.

2.

3.

4.

Enter distance

After choosing the command, a dialog appears into which the distance can be entered. This distance
remains valid until either another command is chosen, or the command is restarted by choosing
Restart Command (+ESC) or the key combination SHIFT+ESC.

The distance must be practical. For example, you cannot draw an equidistant larger than 10 mm
within a circle with a radius of 10 mm.

Identify object

Any object consisting of "normal" elements can be identified as a reference object. These are lines,
circles and circle parts, ellipses and elliptical arcs as well as all objects consisting of these elements.
The objects are always treated as a whole. Some elements, for example text, dimensions and
instances, cannot be used.

An object is identified by clicking on it. If more than one object lies at the point clicked on, then a
small dialog appears at the bottom of the screen, with the help of which the correct object can be
chosen.

The identified object is referred to as the "Reference Object".
Enter reference point

After identifying the reference object a point is entered which determines on which side of the
reference object the equidistant should be drawn (see graphic).

Refaranca point

Round corners?
When drawing an equidistant for an object made up of several sections, after entering the reference
point a window appears to ask whether or not the corners should be rounded or not (see graphic).

Edges rounded Edges nol rounded

Because of the definition of equidistants (the same distance from all points), all corners must
theoretically be rounded. In many cases this is not required, and therefore this procedure is provided.



There are also situations in which only one of the two options ("rounded" or "not rounded") functions.
This often the case when there are pointed transitions between lines and circular arcs.

Equidistants are stored internally in different forms, according to the reference object's type. Lines create
lines, circles create circles. All other object types create curves (open outlines) or surfaces (closed
outlines).

The object is allocated to the current layer. It also contains a reference to the current pen.

Notes: If a line equidistant to a surface containing Bézier curves is created, there may be (extreme)
inaccuracies. During the calculation of the equidistant line, the Bézier curve is treated as a polyline with
three sections (Start point -Angel point 1 - Angel Point 2 - End point). If the Bézier curve is relatively
short and flat, this simplification is not usually very effective.

This command does not work with text in either Tek Illustrator's own format or TrueType-format. To draw
a line equidistant to text, it must first be converted to curves or surfaces using the command
Text>Resolve. An equidistant line can then be created (see Graphic)

TEXT

The problem with Bézier curves described above doe not arise with TrueType fonts as the Bézier curves
in TrueType fonts are relatively short and flat. However, rounded corners should always be used in order
to make the result look smoother.

Related commands:
Line>Parallel, Variable
Line>Parallel, Fixed

| Circle>Concentric
] Circular Arc>Concentric to Circle
—_—

Circular Arc>Concentric to Circle Part




This command draws a line which begins at a given point and ends tangential to a circle or ellipse.

1. Identify reference circle / ellipse
Any circle or ellipse which exists independently or as part of another object can be identified as a
reference object. This can also be the arc of an ellipse segment or a circular arc within a surface.
Click on the relevant object (part object) with the mouse to identify it. If several objects lie very close
to the point clicked on, then a small dialog appears at the bottom of the screen, with the help of which
the correct object can be chosen.

The position at which the object is identified (the "ID point") is important for the rest of the process.
If a tangent is placed on a curve or ellipse it can go on either side. The tangent point used as the end
of the line is the one nearest to the ID point (see graphic).
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2. Enter point

The start point of the tangent can be entered by clicking the mouse anywhere in the drawing. A
tangent is drawn from this point to the reference object.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute or polar
coordinates can then be entered. For further information on coordinate entry, see Function

Keys>Direct Input (F8).

This command does not work if the point is inside the object or on its outline; in this case, input is not
allowed.

The line is assigned to the current layer. In addition, it contains a reference to the current pen.

Related commands:

Tangent>Object - Point, Horizontal
Tangent>0Object - Point, Vertical

S Tangent>Obiject - Point - End-Point
] Tangent>Angle - Object - End-Point

Tangent>Object - Object



This command draws a horizontal line which ends tangential to a circle or ellipse. "Horizontal" refers to
the position relative to the page, not the view. If the drawing is shown rotated on screen, then the line will
also be shown rotated.

1. Identify reference circle / ellipse
Any circle or ellipse which exists independently or as part of another object can be identified as a
reference object. This can also be the arc of an ellipse segment or a circular arc within a surface.
Click on the relevant object (part object) with the mouse to identify it. If several objects lie very close
to the point clicked on, then a small dialog appears at the bottom of the screen, with the help of which
the correct object can be chosen.

The position at which the object was identified (the "ID point") affects the rest of the command. If a
horizontal tangent is placed on a circle or an ellipse, this can occur at the top or the bottom. The line
will end at the tangent point which is closer to the ID point (see graphic).
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After identifying the object, a straight line appears which runs horizontally and is tangent to the
identified object. This line is referred to as the "Reference Straight Line".

2. Enter point
The end point of the tangent can be entered by clicking the mouse anywhere in the drawing. A
perpendicular is dropped from this position to the reference straight line to determine the tangent's
end point.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered.

In addition, it is possible to enter a length. This gives the length of the line beginning from the tangent
point. To do this, a small arrow appears at the left of the status window during direct entry. This
shows the orientation for the length details. If you enter a positive value, the line will be drawn from
the start point in the direction of the arrow. A negative value draws a line in the opposite direction to
the arrow. For further information on coordinate entry, see Function Keys>Direct Input (F8).

The line is assigned to the current layer. In addition, it contains a reference to the current pen.

Related commands:

Tangent>Object - Point
Tangent>Object - Point, Vertical

] Tangent>Obiject - Point - End-Point
S Tangent>Angle - Object - End-Point

Tangent>Object - Object






This command draws a vertical line which ends tangential to a circle or ellipse. "Vertical" refers to the
position relative to the page, not the view. If the drawing is shown rotated on screen, then the line will
also be shown rotated.

1. Identify reference circle / ellipse
Any circle or ellipse which exists independently or as part of another object can be identified as a
reference object. This can also be the arc of an ellipse segment or a circular arc within a surface.
Click on the relevant object (part object) with the mouse to identify it. If several objects lie very close
to the point clicked on, then a small dialog appears at the bottom of the screen, with the help of which
the correct object can be chosen.

The position at which the object was identified (the "ID point") affects the rest of the command. If a
vertical tangent is placed on a circle or an ellipse, this can occur at the left or the right. The line will
end at the tangent point which is closer to the ID point (see graphic).

+ +
Point Paoint
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After identifying the object, a straight line appears which runs vertically and is tangent to the
identified object.

2. Enter point
The end point of the tangent can be entered by clicking the mouse anywhere in the drawing. A

perpendicular is dropped from this position to the reference straight line to determine the tangent's
end point.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered.

In addition, it is possible to enter a length. This gives the length of the line beginning from the tangent
point. To do this, a small arrow appears at the left of the status window during direct entry. This
shows the orientation for the length details. If you enter a positive value, the line will be drawn from
the start point in the direction of the arrow. A negative value draws a line in the opposite direction to
the arrow. For further information on coordinate entry, see Function Keys>Direct Input (F8).

The line is assigned to the current layer. In addition, it contains a reference to the current pen.

Related commands:
Tangent>0Object - Point
Tangent>0Object - Point, Horizontal

| Tangent>0Object - Point - End-Point
] Tangent>Angle - Object - End-Point

Tangent>Object - Object







This command draws a line on a straight line running through a given point and being tangent to a circle
or ellipse.

1.

Identify reference circle / ellipse

Any circle or ellipse which exists independently or as part of another object can be identified as a
reference object. This can also be the arc of an ellipse segment or a circular arc within a surface.
Click on the relevant object (part object) with the mouse to identify it. If several objects lie very close
to the point clicked on, then a small dialog appears at the bottom of the screen, with the help of which
the correct object can be chosen.

The position at which the object is identified (the "ID point") affects the rest of the command. If a
vertical tangent is placed on a circle or an ellipse, this can occur at the left or the right. The line will
end at the tangent point which is closer to the ID point (see graphic).

Faint Paint

Enter point
T<he point through which the tangent should run, can be entered by clicking the mouse anywhere in
the drawing. A tangent is drawn from this point to the identified object.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute or polar
coordinates can then be entered. For further information on coordinate entry, see Function
Keys>Direct Input (F8).

After entering the point, a straight line appears which runs through the point and is tangent to the
identified object. This line is referred to as the "Reference Straight Line".

Enter start point
The start point can be entered by clicking the mouse anywhere in the drawing. A perpendicular is
dropped from this point to the reference straight line to determine the new line's start point.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute or polar
coordinates can then be entered. For further information on coordinate entry, see Function
Keys>Direct Input (F8).

Enter end point

The end point of the line can be entered by clicking the mouse anywhere in the drawing. A
perpendicular is dropped from this position to the reference straight line to determine the end point of
the new line.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered.



In addition, it is possible to enter a length. This gives the length of the line from a previously entered
start point. To do this, a small arrow appears at the left of the status window during direct entry. This
shows the orientation for the length details. If you enter a positive value, the line will be drawn from
the start point in the direction of the arrow. A negative value draws a line in the opposite direction to
the arrow. For further information on coordinate entry, see Function Keys>Direct Input (FS).

The line is assigned to the current layer. In addition, it contains a reference to the current pen.

Related commands:

Tangent>Object - Point
Tangent>Object - Point, Horizontal

] Tangent>0Object - Point, Vertical
] Tangent>Angle - Object - End-Point

Tangent>Object - Object




This command draws a line along a straight line which is tangent to a given circle or ellipse at a particular
angle.

1.

Enter angle

After choosing this command, a dialog appears into which the angle to be used can be entered. This
angle remains valid until either a new command is chosen or the current command is restarted using
Restart Command (+ESC) or the key combination SHIFT+ESC.

Identify reference circle / ellipse

Any circle or ellipse which exists independently or as part of another object can be identified as a
reference object. This can also be the arc of an ellipse segment or a circular arc within a surface.
Click on the relevant object (part object) with the mouse to identify it. If several objects lie very close
to the point clicked on, then a small dialog appears at the bottom of the screen, with the help of which
the correct object can be chosen.

The position at which the object is identified (the "ID point") affects the rest of the command. If a
tangent is placed at a particular angle to a circle or an ellipse, it can be placed on either side of the
ellipse/circle. The line will end at the tangent point which is closer to the ID point (see graphic).
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4.

After identification of the object, a straight line appears which runs at a specified angle and is tangent
to the identified object. This line is referred to as the "Reference Straight Line".

Enter start point
The start point can be entered by clicking the mouse anywhere in the drawing. A perpendicular is
dropped from this point to the reference straight line to determine the new line's start point.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute or polar
coordinates can then be entered. For further information on coordinate entry, see Function
Keys>Direct Input (F8).

Enter end point

The end point of the line can be entered by clicking the mouse anywhere in the drawing. A
perpendicular is dropped from this position to the reference straight line to determine the end point of
the new line.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered.

In addition, it is possible to enter a length. This gives the length of the line from a previously entered
start point. To do this, a small arrow appears at the left of the status window during direct entry. This
shows the orientation for the length details. If you enter a positive value, the line will be drawn from



the start point in the direction of the arrow. A negative value draws a line in the opposite direction to
the arrow. For further information on coordinate entry, see Function Keys>Direct Input (F8).

The line is assigned to the current layer. In addition, it contains a reference to the current pen.

Related commands:
Tangent>Object - Point
Tangent>Object - Point, Horizontal

— Tangent>Obiject - Point, Vertical
] Tangent>Object - Point - End-Point

Tangent>Object - Object



This command draws a line which ends tangential to two circles or ellipses.

1. Identify reference circle / ellipse 1
Any circle or ellipse which exists independently or as part of another object can be identified as the
first reference object. This can also be the arc of an ellipse segment or a circular arc within a surface.
Click on the relevant object (part object) with the mouse to identify it. If several objects lie very close
to the point clicked on, then a small dialog appears at the bottom of the screen, with the help of which
the correct object can be chosen.

The position at which the object is identified (the "ID point") affects the rest of the command. There
are up to four possibilities when drawing a tangent between two circles. Together with a second ID
point, this ID point determines which of the four possible tangents are drawn (see below).

2. Identify reference circle / ellipse 2
Any circle or ellipse which exists independently or as part of another object can be identified as the
second reference object. This can also be the arc of an ellipse segment or a circular arc within a
surface.
Click on the relevant object (part object) with the mouse to identify it. If several objects lie very close
to the point clicked on, then a small dialog appears at the bottom of the screen, with the help of which
the correct object can be chosen.

The position at which the object is identified (the "ID point") affects the rest of the command. There
are up to four possibilities when drawing a tangent between two circles. Together with the first ID

point, this ID point determines which of the four possible tangents are drawn (see graphic).
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If one circle or ellipse lies wholly inside another, it is not possible to work out a line tangent to both
circles, and a corresponding error message appears.

The line is assigned to the current layer. In addition, it contains a reference to the current pen.

Related commands:
Tangent>Object - Point

Tangent>Object - Point, Horizontal

| Tangent>0Object - Point, Vertical
] Tangent>Obiject - Point - End-Point

Tangent>Angle - Object - End-Point




This command draws an arbitrary surface with three corners (a triangle).

L.

Enter corner point 1
The first corner point of the triangle can be entered by clicking the mouse anywhere in the drawing.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute or polar
coordinates can then be entered. For further information on coordinate entry, see Function
Keys>Direct Input (F8).

Enter corner point 2
The second corner point of the triangle can be entered by clicking the mouse anywhere in the
drawing.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered. Relative coordinates relate to the previously entered corner
point. For further information on coordinate entry, see Function Keys>Direct Input (F8).

Enter corner point 3
The third corner point of the triangle can be entered by clicking the mouse anywhere in the drawing.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered. Relative coordinates relate to the previously entered corner
point. For further information on coordinate entry, see Function Keys>Direct Input (F8).

The surface is assigned to the current layer. It also contains a reference to the current pen.

Related commands:

Polygon>Quadrangle
Polygon>Parallelogram

| Polygon>Rectangle
| Polygon>Arbitrary

Surface



This command draws an arbitrary surface with four corners.

L.

Enter corner point 1
The first corner point of the quadrangle can be entered by clicking the mouse anywhere in the
drawing.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute or polar
coordinates can then be entered. For further information on coordinate entry, see Function
Keys>Direct Input (F8).

Enter corner point 2
The second corner point of the quadrangle can be entered by clicking the mouse anywhere in the
drawing.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered. Relative coordinates relate to the previously entered corner
point. For further information on coordinate entry, see Function Keys>Direct Input (F8).

Enter corner point 3
The third corner point of the quadrangle can be entered by clicking the mouse anywhere in the
drawing.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered. Relative coordinates relate to the previously entered corner
point. For further information on coordinate entry, see Function Keys>Direct Input (F8).

Enter corner point 4
The fourth corner point of the quadrangle can be entered by clicking the mouse anywhere in the
drawing.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered. Relative coordinates relate to the previously entered corner
point. For further information on coordinate entry, see Function Keys>Direct Input (F8).

The corner points can be positioned so that the sides of the quadrangle overlap. The surface is still
handled correctly by the program.

The surface is assigned to the current layer. It also contains a reference to the current pen.

Related commands:

Polygon>Triangle

Polygon>Parallelogram
S Polygon>Rectangle
] Polygon>Arbitrary

Surface



This command draws a parallelogram. A parallelogram is a quadrangle in which the opposite sides are
parallel. It can also be seen as a distorted rectangle.

The parallelogram is particularly useful when working in isometric and dimetric views. If a rectangle is to
be drawn in either of these view, then it must be done with this command and not with
Polygon>Rectangle because the result on screen is not right-angled.

1. Enter corner point 1
The first corner point of the parallelogram can be entered by clicking the mouse anywhere in the
drawing.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute or polar
coordinates can then be entered. For further information on coordinate entry, see Function

Keys>Direct Input (F8).

2. Enter corner point 2
The second corner point of the parallelogram can be entered by clicking the mouse anywhere in the
drawing.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered. Relative coordinates relate to the previously entered corner
point. For further information on coordinate entry, see Function Keys>Direct Input (F8).

3. Enter corner point 3
The third corner point of the parallelogram can be entered by clicking the mouse anywhere in the
drawing.

Optionally, specific coordinates can be entered. Press the F8 key or press ENTER. Absolute, relative
or polar coordinates can then be entered. Relative coordinates relate