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Using Barcode Wizard



Industry-standard formats

Bar coding is an automatic identification technology that allows data to be collected rapidly and with extreme accuracy. Barcode
Wizard steps you through the process of creating your own bar codes for a wide range of industry-standard formats.

Barcode Wizard supports 18 industry-standard formats or symbologies:
CodaBar

Code 25

Code 39

Code 128

EAN-8

EAN-13

EIM

ISBN

ISSN

CodaBar

CodaBar is commonly used in libraries, blood banks, and the air parcel business. It is a variable length format that allows
encoding of the following 20 characters: 0123456789-%:/.+ABCD. The first and last digits of a CodaBar message must be A, B,
C, or D, and the body of the message should not contain these characters.

Code 25

Code 25, also know as "Code 2 of 5", is a discrete, variable-length code format. It refers to the fact that there are two thick bars
in a total of five bars for each encoded character. It is used primarily for inventory handling, identification of photo-finishing
envelopes, airline ticketing, and baggage and cargo handling.

Code 39

Code 39 is the most popular format used in the non-retail world. It is used extensively in manufacturing, military, and health
applications. This variable-length format will accept the following 44 characters:
0123456789ABCDEFGHIJKLMNOPQRSTUVWXYZ-.*$/+%. The asterisk (*) is used as the start/stop character and may not be
used in the body of the message.

A check digit may also be added to provide an extra measure of security. Code 39 supports Modulo 43 and
xxx-nnnnnnn-c check digit formats.

Code 128

Code 128 is a varialbe-length, high-density, alphanumeric format. It has 106 different bar and space patterns, and each pattern
can have one of three different meanings, depending on which of the three different character sets is employed. One character
set encodes all upper case and ASCII control characters; another encodes all uppercase and lowercase characters and the third
set encodes numeric digit pairs 00 through 99. The character set that is employed is determined by the start character.

Code 128 also allows encoding of four function codes: FNC1, FNC2, FNC3, and FNC4. FNC1 is reserved for use in European
Article Numbering (EAN). FNC2 is used to instruct a bar code reader to concatenate the message in a bar code symbol with the
message in the text symbol. FNC3 is used to instruct a bar code reader to perform a reset. FNC4 is used in closed system
applications.

Avariation of Code 128 format is EAN 128. EAN 128 uses the same code set as Code 128 except that it does not allow function

codes FNC2 to FNC4 to be used in a symbol and FNCL1 is used as part of the start code in the symbol. An advanced option of
Code 128 in Barcode Wizard permits you to enable or disable EAN 128 format.



EAN-8

The European Article Numbering (EAN) system is a European version of the Universal Product Code (UPC).
EAN 8 encodes eight digits, consisting of two country-code digits, five data digits, and one check digit. In Barcode Wizard, you
must enter no less and no more than seven digits; the eighth digit or the check digit will be automatically generated.

A supplemental two- or five-digit number, may be appended to the main bar code symbol. This is designed for use on
publications and periodicals. This number will appear as an additional bar code on the right side of the main bar code.
EAN-13

EAN-13 is the European version of UPC (A), Uniform Product Code. The difference between EAN-13 and UPC (A) is that
EAN-13 encodes a 13th digit into the parity pattern of the left six digits of a UPC (A) symbol. This 13th digit, combined with the
12th digit usually represent a country code.

A supplemental two- or five-digit number may be appended to the main bar code symbol. This is designed for use on
publications and periodicals. This number will appear as an additional bar code on the right side of the main bar code.
FIM

Facing Identification Mark (FIM) patterns are another type of postal bar code used in automated mail processing by the U.S.
Postal Service. FIM patterns are used for automatic facing and canceling of mail that does not contain a stamp or meter imprint
such as business reply mail, penalty mail, etc.

There are four FIM patterns currently in use. FIM-A is used on courtesy reply mail that has been preprinted with POSTNET bar
codes. FIM-B is used on business reply, penalty, and franked (government) mail that is not preprinted with POSTNET bar codes.
FIM-C is used on business reply, penalty, and franked mail that has been preprinted with POSTNET bar codes. FIM-D indicates
that postage is required. FIM patterns are placed in the upper right corner along the top edge, two inches in from the right edge
of letters and cards.

ISBN

ISBN numbers are unique numbers that are printed on books. It is not a separate bar code type. ISBN numbers have a specific
structure and are encoded using EAN-13 bar codes. The message is formed by a fixed three-digit country code of 978, followed
by the 10-digit ISBN number. The 10th digit, or the check digit, is dicarded.

ISSN

ISSN numbers are unique numbers that are printed on magazines and newspapers. It is not a separate bar code type. ISSN is
an EAN-13 bar code with a 977 country code and a two-digit supplemental code. The two-digit supplemental code contains the
issue number, i.e., January=01, February=02 etc.

ITF

ITF is a high-density, variable-length, numeric-only format. The bars and spaces are interleaved: the odd-position digits are
encoded in the bars, and the even-position digits are encoded in the spaces. ITF is one of the most popular formats used by the
shipping and warehouse industries.

Barcode Wizard allows up to 40 numeric digits to be entered.

ITF 14

ITF-14 is similar to the ITF format, with the exception that exactly 13 digits must be entered in Barcode Wizard. An optional five
digits may be entered for the Add On bar code.

JAN-8
JAN-8 is the Japanese equivalent to EAN-8.

JAN-13
JAN-13 is the Japanese equivalent to EAN-13.

MSI Plessey

The MSI Plessey bar code is a variant of the Plessey bar code. It is a pulse-width modulated non-self checking code and is used
in store shelf labeling primarily. It is a variable-length format that allows encoding of the following 10 characters: 0123456789.
Each character consists of eight elements: four bars and four spaces.

Pharmacode

The Pharmacode is used for Online Security Control of the pharmaceutical packaging process. Large printing tolerances do not
affect the readability of the code.

POSTNET

POSTNET bar codes are the symbols used to encode ZIP codes on U.S. mail. The Postal Service mail-handling process is



designed to be fully automated, and POSTNET bar codes provide the symbols that feed the automated equipment.

POSTNET symbols differ from other formats in that the individual bar height alternates, as opposed to the individual bar width.
Each number is represented by a pattern of five bars. A single tall bar is used for the start and stop bars. POSTNET can be used
for five-digit, nine-digit, and 11-digit Delivery Point Barcode. These codes are often used in conjunction with FIM bars which are
found on the upper right corner of a mail piece such as Business Reply Mail.

UPC(A)

Uniform Product Code (UPC) symbols are used in retail applications. UPC(A) is a 12-digit format. The symbol consists of 11 data
digits and one check digit. The first digit is a number-system digit that usually represents the type of product being identified. The
following five digits are a manufacturers code, and the next five digits are used to identify a specific product.

UPC(E)

Like UPC(A), UPC(E) is used in retail applications; however, since the bar code is physically smaller, it is more suited to smaller
items. UPC(E) is also called "zero-suppressed" because UPC(E) compresses a normal 12-digit UPC(A) code into a six-digit
code. It suppresses the number-system digit, trailing digits in the manufacturers code, and leading zeros in the product
identification part of the code.
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Adjusting industry-standard properties

Barcode Wizard uses whole printer pixels as a unit of measurement, i.e., it will find the closest values to these numbers when
computing bar width. Adjusting the pixels may not change the bar width significantly on high-resolution printers, but it will make a
difference on low-resolution printers.

For example, a 300-dpi printer cannot print a line 0.013 inches wide. The narrowest line possible on a 300-dpi printer is 0.133333
inches wide. Barcode Wizard allows you to adjust the bar width by reducing the number of pixels.

Guidelines for bar codes are provided by the IBCA (Industry Bar Code Alliance) at
http://lwww.mgfx.com/organslibcalguide/index.htm.
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Setting advanced options

Most of the advanced options in Barcode Wizard involve disabling check digits or enabling them in various formats. A check digit
is used to check that the data is read correctly. Different formats apply different formulas to the encoded number to yield a single
digit. That check digit is usually added to the end of the already encoded numbers.

The computer checks that the numbers were read correctly by comparing the check digit it calculates against the check digit it
read.

Other advanced options dictate the appearance of the symbol, i.e., they attach a numeric prefix to the bar code, ignore spaces in
the symbol, ignore brackets in the symbol, add bearer bars to the symbol, and so on.
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Adjusting text properties

The number of text properties than can be adjusted for any one bar code is dependent on the format that is chosen, i.e., some
options may not be available. Most of the options are self-explanatory, however, some of the terms may require further mention.

A"quiet zone" is the clear area (free from marks) before and after the bars and spaces. Reading the color and reflectance of the
quiet zone establishes how the spaces will read and determines the difference between the spaces and the bars.

The "human-readable" is the data represented by the bars and spaces that is printed as text for people to read.

The "start code" is a unique character, indicating the start of the symbol; and the stop code is a unique character that indicates
the end of a symbol.
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Lets you select, move, and resize the 3D Viewport. When you are working with 3D models, the Object Select tool also allows you
to select the 3D model or light object.



Lets you rotate an object in the 3D Viewport. When you are working with 3D models, the Object Select tool also allows you to
rotate light objects. To rotate objects, drag the widget handles.



Lets you change the lens magnification of the camera in the 3D Viewport. Drag the mouse upward and downward vertically to
increase and decrease the zoom level.



Lets you slide the camera along the xy plane for a different view of the 3D object.



Lets you move the camera towards or away from the 3D object along the z-axis.

Holding down the mouse button on the Camera Walk tool in the toolbox opens a flyout (shown below), that lets you select the
Camera Pan tool, and Camera Rotate tool.
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Lets you point the camera in a different direction.

Holding down the mouse button on the Camera Pan tool in the toolbox opens a flyout (shown below), that lets you select the
Camera Walk tool, and Camera Rotate tool.
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Lets you rotate the camera to view the 3D object from a different angle.

Holding down the mouse button on the Camera Rotate tool in the toolbox opens a flyout (shown below), that lets you select the
Camera Walk tool, and Camera Pan tool.
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Displays and hides the coordinate widget design aid, which provides a point of reference when moving and rotating objects and
cameras along the x, y and z axes in the 3D Viewport.



Displays and hides the grid design aid, which provides a point of reference when rotating and translating objects and cameras in
the 3D Viewport.



Displays and hides light objects in the 3D Viewport.



Changes to the default camera view.



Lets you choose a preset view of the 3D object.



Opens the lllumination dialog box, which allows you to set properties for light objects in the 3D Viewport.



Adds a Spot light. A Spot light casts light in a specific direction.



Adds a Point light. A Point light casts light in all directions.



Opens the Render Settings dialog box, which allows you to specify settings for rendering the 3D object.






Moves the object along the x axis according to the specified value.



Moves the object along the y axis according to the specified value.



Moves the object along the z axis according to the specified value.



Turns the selected light on and off.



Controls the brightness of the selected light. Move the slider or type a percentage value in the box to set brightness.



Opens the illumination dialog box, which lets you set advanced properties for the selected light.






Rotates the object around its upright axis (Yaw) according to the specified number of degrees. The value specified may be
positive or negative.



Rotates the object front to back (Pitch) according to the specified number of degrees. The value specified may be positive or
negative.



Rotates the object side to side (Roll) according to the specified number of degrees. The value specified may be positive or
negative.






Changes the camera lens magnification. Move the slider to the right to increase magnification or to the left to decrease
magnification.



Changes the camera lens magnification to a preset level. Click the arrow to choose a setting from the box.



Changes the camera lens magnification to emulate a wide angle lens.



Returns the camera lens magnification to normal.



Changes the camera lens magnification to emulate a telephoto lens.



Increases the camera lens magnification by preset increments.



Decreases the camera lens magnification by preset increments.



Changes the camera lens magnification to fit the entire model, including light objects, into the 3D Viewport workspace.






??? no difference from 3D Zoom property bar???






Constrains camera rotation around the x-axis.



Constrains camera rotation around the y-axis.



Constrains camera rotation around the z-axis.



Rotates the camera.



Rotates the camera according to the value specified. Also displays the value represented by the Camera Rotation slider.






Moves the camera along the z-axis. Move the slider to the left to move away from the object and to the right to approach the
object.



Moves the camera to a preset position on the z-axis. Click the arrow to choose a setting from the list box.



Moves the camera towards the 3D object by preset increments.



Moves the camera away from the 3D object by preset increments.



Fits the object into the 3D Viewport workspace.






??7? no difference from 3D Walk property bar???









Lets you add, delete, and change settings for light objects in the 3D Viewport.



When enabled, turns on the selected light.



Specifies the type of light being modified.



Lets you view the front.



Lets you view the back of the model.



Sends the light object to the back of the model.



Adds a light of the specified type and properties.



Removes the specified light.



When enabled, displays any shadows caused by the selected light.



Sets the distance falloff, which determines how the brightness of the light diminishes toward the edge of its range.



Sets the pattern for the angular falloff. Falloff is how the brightness of the light diminishes toward the edge of the light cone.



Sets the half angle at the degree specified by the slider position or the value in the box. The half angle is the angle of the radius
of the cone. A narrow angle creates a beam like that of a Spot light. A wide angle creates a beam like that of a flood light.



Sets the angle of the spot light's rays according to the number of degrees represented by the slider position or specified in the
box.



Sets the brightness of the light. Move the slider or type a percentage value in the box.

For deeper shadows and high contrast with lit areas, use a lower ambient light setting. As you increase the brightness of ambient

light, the intensity of shadows and other effects generated by your other lights decreases. To rely exclusively on your other lights,
set ambient light at 0.



Displays the Color dialog box, which lets you choose a standard or custom color for the light.






Lets you specify settings for rendering the object in the 3D Viewport.



Specifies the rendering mode.



Sets options for the chosen render setting.









Enable to disable the check digit. The check digit is used to ensure that the data is read correctly.



Enable to use this variation of the check digit. "Library mod 10 method 1" is one of three check digit formats commonly used by
libraries.



Enable to use this variation of the check digit. "Library mod 10 method 2" is one of three check digit formats commonly used by
libraries.



Enable to use this variation of the check digit. "Library mod 10 switching to 9" is one of three check digit formats commonly used
by libraries.



Provides a list of acceptable start characters. The start character indicates the beginning of the symbol, which allows the symbol
to be scanned in either direction.



Provides a list of acceptable stop characters. The stop character indicates the end of the symbol, which allows the symbol to be
scanned in either direction.



Enable to select the EAN-128 option. EAN-128 is a powerful variation of Code 128.



Enable to ignore the brackets in the bar code. This will allow the text to be grouped for clarity.



Enable to ignore the spaces in the bar code. This will allow the text to be grouped for clarity.



Enable to use the Mod 43 check digits. Mod 43 check digits is a format used by U.S. Customs for all Import/Export shipping.



Enable to use this special format option required by U.S. Customs. XXX is alphanumeric. NNNNNNN is numeric, and C is the
check digit.



Enable when you do not want to use the 978 or 979 prefix with your bar code.



Enable to add the 978 prefix to your bar code. This allows an EAN-13 code to be generated from the ISBN number.



Enable to add the 979 prefix to your bar code. This allows an EAN-13 code to be generated from the ISBN number.



Enable when you do not want to use the 977 prefix with your bar code.



Enable to add the 977 prefix to your bar code. This allows an EAN-13 code to be generated from the ISSN number.



Enable when you do not want the bearer bars displayed in the bar code. The bearer bars are thick lines that surround the bar
code.



Enable to display bearer bars on the top and bottom of the bar code. The bearer bars are thick lines that surround the bar code.



Enable to frame the bar code with bearer bars. The bearer bars are thick lines that surround the bar code.



Enable to use this variation of automatically calculating the check digit.



Enable to display an "N" to the left of the bars when the system character "3" is used. The system character "3" is assigned to
the NDC (National Drug Code) and HRI (National Health Related Items Code).



Provides a list of industry-standard formats that are available for bar codes.



Specifies the number assigned to the bar code.



Provides a sample of the industry-standard format selected.



Specifies the Federation of Automated Coding Technologies (FACT) data identifier.



Shows the check digit that is automatically generated. The check digit is used to ensure that the data is read correctly.



Specifies an additional two or five digits to be used for the add-on bar code.



Enable to select Face Identification Marking (FIM) type A. FIM A indicates postage required, prebarcoded.



Enable to select Face Identification Marking (FIM) type B. FIM B indicates postage prepaid, no bar code exits.



Enable to select Face Identification Marking (FIM) type C. FIM C indicates postage prepaid, prebarcoded.



Enable to select Face Identification Marking (FIM) type D. FIM D indicates postage required, no bar code exits.



Opens a dialog box for advanced options.



Specifies the height of the bars. The height is measured from the bottom of the text to the top of the bars.



Specifies the amount of bar width reduction in pixels. The bar width reduction is subtracted from the bar width. Reducing the bar
width allows you to compensate for print gain.



Specifies the amount of magnification to be applied to the entire image. Specifying 200% causes the image to be printed at twice
its size.



Provides a list of printer resolutions in dots per inch (dpi). Choose the setting that will describe the final output.



Indicates the width of the symbol from the left edge of the left-most bar to the right edge of the right-most bar. It does not include
quiet zones. The value cannot be edited.



Provides a list of measurement units.



Specifies the proportion between wide bars and spaces, and narrow bars and spaces. The wider, or larger, the ratio, the wider
the bar code symbol will be.



Provides a list of alignment choices. The human-readable text will be aligned with the bar code as chosen.



Enable to vertically center the system and check digits on the bar code symbol. The system digit appears before the bar code
symbol, and the check digit appears after the bar code symbol.



Provides a list of available fonts.



Specifies the size of the font.



Provides a list of the available font weights.



Enable to print text with the bar code symbol. The human-readable text is the data represented by the bars and spaces printed
as text for people to read.



Enable to print the text associated with the add-on bar code. Add-on bar codes are not applicable to all bar code formats.



Enable to print asterisks before and after the bar code text. Asterisks are not applicable to all bar code formats.



Enable to print Federation of Automated Coding Technologies (FACT) data. FACT Data Identifiers are used to identify the kind of
item to which the following data refers.



Enable to print the quiet zone marks. The quiet zone is the clear area (free from marks) before and after the bars and spaces.



Enable to print the start and stop characters. The start character indicates the beginning of the symbol. The stop character
indicates the end of the symbol.



Enable to print the human-readable text above the bar code symbol.



Enable to print the add-on text at the bottom of the add-on bar code. The text is printed on top of the bar code by default.









Enable this check box to link the bitmap externally instead of saving it in the drawing file. This saves disk space and allows the
image to be loaded and edited faster.



Enable this check box to maintain layers and pages when importing files.



Enable this check box when importing TIFF (or CT) files to link a low resolution place holder image to a high resolution file.
These TIFF (or CT) images become known as OPI images. When your service bureau receives your print file, the OPI server
substitutes the high-resolution images for the low-resolution images. if there are no OPI images in your file, the Maintain OPI
Links option will not be available at print time.






Choose the number of colors to be saved with the bitmap from the Colors list box.



Enable the Dithered check box to improve the transition between colors. Dithering is a randomization of pixels in bitmaps using a
limited Color Palette to simulate continuous tone progressions. Bitmap Dithering is a method of enhancing the appearance of
photographic images which use a limited Color Palette.



Enable the Use Color Profile check box to convert to bitmap using the current separations profile.



Choose Transparent Background to make the background of the bitmap transparent. This is useful in creating nonrectangular
bitmaps.



Choose a resolution from the Resolution list box. It is not always necessary to choose the highest possible resolution to get a
good quality bitmap. If the bitmap has little detail or is only black-and-white, you can use a lower resolution. This helps reduce
the size of the file, as images scanned at higher resolutions require more disk space.

If you are converting this image to a bitmap for use on the Internet, select either 72 x 72 or 96 x 96 dots per inch.



Disables Anti-aliasing, which smoothes the edges of the bitmap. Anti-aliasing creates intermediate pixels that smooth the
transition between colors and sharp edges.



Enable Anti-aliasing, which smoothes the edges of the bitmap. Anti-aliasing creates intermediate pixels that smooth the transition
between colors and sharp edges.

Normal filters a bitmap and removes jagged edges. Jagged pixels are filled in with intermediate colors or shades of gray, thereby
smoothing transitions between colors.



Enable Anti-aliasing, which smoothes the edges of the bitmap. Anti-aliasing creates intermediate pixels that smooth the transition
between colors and sharp edges.

Super-sampling increases the size of the vector image, then decreases its resolution, to smooth jagged edges. As a result, it is
much more time-consuming and memory intensive than the Normal anti-aliasing option, but also provides much better results.



Displays the projected uncompressed file size of the image.






Displays the width of your image using the unit of measurement selected in the units box. You can adjust the width using either
of two methods: you can either type a value in the box or use the scroll arrows to adjust the current value, or you can type a
value in the Percentage box. No matter which method you use, the change is reflected in both boxes.



Displays the height of your image using the unit of measurement selected in the units box. You can adjust the height using either
of two methods: you can either type a value in the box or use the scroll arrows to adjust the current value, or you can type a
value in the Percentage box. No matter which method you use, the change is reflected in both boxes.



Displays the image's current width.



Displays the image's current height.



Displays the new width of your image as a percentage of the original image width. To adjust the width, type a value in the box or
adjust the existing value using the scroll arrows.



Displays the new height of your image as a percentage of the original image height. To adjust the width, type a value in the box
or adjust the existing value using the scroll arrows.



Displays the unit of measurement used to calculate image size. Click the down arrow to display a list of the available units.



Displays the unit of measurement used to calculate image height and width.



Displays the horizontal resolution of the image in pixels, or dots per inch (dpi). To change the resolution, type a value in the box,
or use the scroll arrows to adjust the existing value. Ensure the Maintain Aspect Ratio control is enabled if you want to force the
horizontal and vertical resolutions to be identical.



Displays the vertical resolution of the image in pixels, or dots per inch (dpi). To change the resolution, type a value in the box, or
use the scroll arrows to adjust the existing value. Ensure the Maintain Aspect Ratio control is enabled if you want to force the
horizontal and vertical resolutions to be identical.



Displays the original horizontal resolution of the image in pixels, or dots per inch (dpi).



Displays the original vertical resolution of the image in pixels, or dots per inch (dpi).



Enable this check box to force the horizontal and vertical resolution values to be identical. When you enter a value in one box,
the other changes automatically.



Displays the new image size based on the current resample settings.



Displays the original image size.



Click an option to determine the process used to resample the image. When you increase the resolution of an image,
CoreIDRAW must add pixels that weren't originally in the image. If you select the Anti-Alias option, CoreIDRAW averages the
adjacent pixels and creates new pixels based on these average values.



Enable this control to maintain current image proportions, both in dimension and resolution. When you type a value in one box,
the value in the other box will adjust automatically.



Maintains the original file size of the image; that is, the amount of space it takes up on your hard drive. Changing the resolution
without changing the image dimensions will affect the image size.






Click to convert the image to black and white line art.



Click to produce an image using just black and white values, but using Ordered dithering to create the illusion of varying shades
of gray. This option is less expensive in terms of system requirements than the Error Diffusion method of dithering.



Click to produce an image using just black and white values, but using the Error Diffusion method of dithering to produce the
illusion of varying shades of gray. This method is more expensive in terms of system requirements than the Ordered method of
dithering.



Click to produce a black and white image using dots of various sizes. On printers that cannot print dots of different sizes, the
halftone is produced by printing different numbers of dots in a given area.



Displays the selected halftone screen. The halftone is produced by printing different numbers of dots in a given area. The
halftone screen determines the shape of that given area.



Controls the line frequency of the halftone screen.



Controls the screen angle of the halftone screen.



Displays the selected unit of measurement that is used to calculate the line frequency. Click the down arrow to choose a different
unit of measurement.



Displays the currently selected threshold value. All color values in your image that fall below the threshold will map to black, and
all values that fall above the threshold will map to white. To adjust the threshold, type in a new value, or adjust the existing one
using the scroll arrows.









Click a tab to access image conversion options.



Creates a softly blurred appearance on the image. When you smooth an image, Corel PHOTO-PAINT analyzes the color
differences around each pixel and blends the color transitions where abrupt color changes occur. Smoothing often creates a
more accurate color palette.



Provides a list of palette types that you can use to convert an image. You can choose a preset palette or choose Custom to
create your own customized color palette.



Opens the Open Palette dialog box, which lets you locate and open a custom palette to use when converting an image to the 8-
bit Paletted color mode.



Provides a list of dithering types. Dithering is the process of arranging adjacent pixels of various shades to achieve a particular
color. Choose None to disable dithering. Choose Ordered to approximate color blends using fixed dot patterns. Choose Error
Diffusion to approximate color blends by scattering pixels irregularly, making edges and colors softer. Ordered dithering type
applies more quickly than Error Diffusion but is less accurate.



Displays the number of colors you want to include in an Adaptive or Optimized palette. Additional colors will not be added if you
select more colors than are used in the image. Black and white images are the exception: a palette with 256 shades of grays is
created when the image is converted.



Specifies a target color for an Optimized conversion, which means that more colors in the specified color's range are used in the
conversion.



Enable to choose a range sensitivity color from the image in the Image Window.



Displays a target color for the paletted conversion, which means that more colors within this color's range are used in the
conversion. You can choose the range sensitivity color in two ways: open the color picker and click a color or open the color
picker and click the Other button to choose additional colors or create your own.



Resets the range sensitivity color. A default color is displayed, based on the dominant tones in the current image.



Provides a list of preset conversion options. You can add or delete settings from the Preset list box using the Add and Remove
buttons.



Saves the conversion options that you've specified in the Presets list box. You can then use these conversion options on different
images or in different Corel PHOTO-PAINT sessions.



Deletes the selected preset options from the Preset list box. These options are no longer available and cannot be retrieved.






Displays the color that you've specifed as the range sensitivity color for your Optimized conversion. More colors within this
color's range are used in the Optimized palette.



Returns the Importance and Lightness sliders to their default values.



Determines how much emphasis is placed on this color (and others related to it) in the Optimized conversion. Higher importance
values mean that more shades of this color (and those related to it) are included in the color palette —to the point where other
colors in the image are excluded.



Returns the Importance slider to its default value.



Determines the tolerance or sensitivity of the conversion process to the lightness component of the range sensitivity color.



Returns the Lightness slider to its default value.



Determines the tolerance or sensitivity of the conversion process to the green/red component of the range sensitivity color.



Returns the A (Green Red Axis) slider to its default value.



Determines the tolerance or sensitivity of the conversion process to the blue/yellow component of the range sensitivity color.



Returns the B (Blue Yellow Axis) slider to its default value.






Displays the colors in the processed palette that you are using to convert the current image.



Opens the Color Table, which lets you customize a selected color in the processed palette. You can



Opens the Save Palette As dialog box, which lets you save the processed palette that you've created for use on other images in
future Corel PHOTO-PAINT sessions. You can open the palettes that you save by clicking the Open button on the Options page
of the Convert To Paletted dialog box. Custom palettes are saved with the .CPL file extension.






Provides a list of the other images that are currently open in Corel PHOTO-PAINT. You can add these images to the column on
the right side of the Batch page to convert them to the 8-bit Paletted color mode along with the active image.



Provides a list of the images that you are converting to the 8-bit Paletted color mode. You can add and remove images from this
list using the Add and Remove buttons on the Batch page.



Adds the images that you've selected in the left column to the column on the right side of the Batch page. These images are
added to the batch of images that will be converted to the 8-bit Paletted color mode.



Adds all of the images that are currently open in Corel PHOTO-PAINT to the batch of images that will be converted to the 8-bit
Paletted color mode. After you click the Add All button, the images displayed in the left column are moved to the right column.



Removes selected images from the batch list on the right side of the Batch page.



Removes all of the images from the batch list. Only the active image remains in the list on the right side of the Batch page.



Provides a list of the images that you've included in the batch conversion. You can choose an image to preview in the Convert To
Paletted dialog box.






Displays the dynamic ink curves. The horizontal plane displays the 256 possible shades of gray in a grayscale image (0 is black;
255 is white). The vertical plane represents the intensity of an ink (from 1 to 100 per cent) that is applied to the corresponding
grayscale values.



Displays how each ink is applied along the grayscale model. This allows you to visually review the percentage of color that is
added to each grayscale pixel.



Enable to display all dynmic ink curves in the tone curve grid. The number of ink curves varies with the Duotone conversion
Type: Monotone, Duotone, Tritone, and Quadtone.



Displays the selected ink mode. Click the down arrow to choose from all available ink modes.

* Amonotone is a grayscale image that is printed with a single ink. The single ink produces all the shadows, midtones, and
highlights in the image. A monotone is like a conventional grayscale image.

* Aduotone is a grayscale image that is printed with two inks, usually a black ink and a colored ink. The black ink is applied to
shadow areas and the colored ink is applied to midtones and highlight areas. This adds a colored tint to the grayscale image.

® Atritone is a grayscale image that is printed with three inks, usually a black ink and two colored inks.
* Aquadtone is a grayscale image that is printed with four inks, usually a black ink and three colored inks.



Displays the selected ink colors. The default ink is a PANTONE Process color. To choose a different color, double-click the ink's
name to open the Color dialog box.



Displays the selected overprint ink colors and how they will appear when printed to a composite printer. To choose or create a
new color, double-click a color in the list, which opens the Select Color dialog box.



Displays how much ink is applied to each point on the ink curve. Position indicates the grayscale value of each point, whereas
value indicates the percentage of ink that is applied to the pixels at each point.



Resets the selected item to the settings that were present when you first opened the tab.



The functionality of the Load button depends on which tab of the Duotone dialog box is selected. On the General tab, the Load
button opens the Load Duotone File dialog box, where you can access duotone (.CPD) files. On the Inks tab, the Load button
opens the Load Ink File dialog box, where you can access ink (.CIK) files.



The functionality of the Save button depends on which tab of the Duotone dialog box is selected. On the General tab, the Save
button opens the Save Duotone File dialog box, where you can save the current set of ink curves. On the Inks, tab, the Save
button opens the Save Ink File dialog box, where you can save the selected ink file.



Enable this check box to view overprint areas onscreen.



Click to reset the selected ink curve to its default settings.



Resets all items in the overprints list to the settings that were present when you first opened the tab.



Displays how each ink is applied along the grayscale model. This allows you to visually review the percentage of color that is
added to each grayscale pixel.



Displays how much ink is applied to each point on the ink curve. Position indicates the grayscale value of each point, whereas
value indicates the percentage of ink that is applied to the pixels at each point.






Displays the original width of the image.



Displays the original height of the image.



Displays the width of your image to inflate to in the defined units of measurement.



Displays the height of your image to inflate to. in the defined units of measurement.



Displays the width inflation of your image as a percentage.



Displays the height inflation of your image as a percentage.



Enable to maintain the same width and height for the inflated bitmap.









Lists commands for opening an existing mask, saving the active one, and editing the color in the Select Color dialog box.
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The Color Selector lets you select a color from a bitmap. You can then use the other controls on the Bitmap Color Mask Roll-Up
to mask or show the color you select.



Specifies whether the colors are to be shown or hidden with the current mask.



The area in which you choose colors and enable them in the current mask by enabling a check box. You can disable some colors
to experiment with the current mask. To change a color, click the color preview with the right mouse button and choose Edit
Color. To adjust the tolerance, click a color preview with the left mouse button and move the Tolerance slider. The color tolerance
set for each color is displayed in the column on the right.



Adjusts the color tolerance for each color. Choose a value between 0% to 100% for each color in the mask. Increasing the
tolerance masks a broader range of the selected color.



Undoes all color masking, restoring the original bitmap.



Applies the chosen mask to the selected bitmap.









Print Options - General tab



Indicates which device driver is selected. Click the arrow to access a list of other available printer and imagesetter drivers.
If the driver you need is not listed, install it by using the usual Windows procedure.



Provides the status of the current printing device.



Provides information about the current printing device.



Provides path of the current printing device.



Opens a Windows dialog box which allows you to set printing options not controlled by Corel.



Creates a .PRN file from your print job (instead of actually printing).



Prepares the .PRN file for printing from a Macintosh computer.



Prints all pages in your document.



Displays a list of documents that you can print.



Prints only the page currently displayed.



Prints only the objects that are currently selected.



Specifies the pages, or the range of pages, to print.

A dash (-) between numbers defines a range of sequential pages (e.g., 1-5 will print pages 1 to 5).

A comma (,) between numbers defines a series of non-sequential pages (e.g., 1,5 will print pages 1 and 5 only).

Any combination of dashes and commas is supported (e.g., 1-3, 5, 7, 10-12 will print pages 1, 2, 3, 5, 7, 10, 11 and 12).

Inserting a tilde (~) between two numbers will cause those two pages plus every second page in between to print. For example,
1~6 will print pages 1, 3, 5 and 6. If you enter 2~6, pages 2, 4 and 6 will print.

The option works in conjunction with the Print Odd/Even Pages option.



Allows you to specify whether odd, even, or both odd and even pages will be printed.



Identifies the number of copies that will be printed. When printing to file, request one copy only, with no collation.



Prints one full set of the selected pages before printing the second full set (e.g., a first set of pages 1 to 10 will print, before the
second set of pages 1 to 10 will print, and so on).

If you do not enable Collate, the requested number of copies of each selected page will print before the next page will print (e.g.,
five copies of page 1 will print before five copies of page 2 will print, and so on).



Lets you select a print style (a configuration of print settings).



Saves a print style (a configuration of print settings).



Opens the print preview. You can see how your work will appear when printed and change print options from within the print
preview.



Print Options - Layout tab



Resets the position of the printed image.



Automatically scales your artwork so that it fits the printable page. Unless Maintain aspect ratio is enabled, Fit to Page will distort
your image.



Places the printed image in the position specified in the list box on the right.



Specifies the position of the printed image when the button on the left is enabled.



Scales the width of your printed artwork (not the original document) by the specified percentage.



Scales the height of your printed artwork (not the original document) by the specified percentage.



Constrains resizing and scaling so that the height and width ratio of the artwork is maintained.



Allows you to print large artwork on multiple sheets, or tiles, that can later be assembled to form the whole picture.



Allows you to set the amount the images on each tile overlap with the images on adjacent tiles.



Allows you to set the amount the images on each tile overlap with the images on adjacent tiles based on a percentage of the
page width.



Enables a limit for bleeds. The bleed limit determines how far beyond the crop marks a graphic can extend when printed.
The corresponding value identifies how far beyond the crop marks the bleed can extend.



Provides preset page layouts and allows you to store custom styles.



Provides a list of preset or saved signature layouts.



Stores the N-up format.



Provides an approximate preview of the current layout settings.



Print Options - Separations tab



Separates color artwork into its component colors, causing each component color to print out on a single sheet.
If you used a process color model (which uses four colors to simulate any color), you'll get up to four sheets per page.
If you used spot colors, one sheet per color is printed.



Allows you to print the separations in color (i.e., on a color printer). Separations are usually printed in black, with a screen to
represent shading. This option allows you to print the separations in color instead.



Specifies Hexachrome process color. Hexachrome color uses 6 inks instead of 4.



Sets Hexachrome color to use high density inks when printing solid colors.



Converts any spot colors present in your artwork to process colors. This does not affect the artwork itself, only the way it is
printed.



Prints all plates, including those that contain no image. Printing empty plates wastes film and adds to the cost of your job.
Generally, you'll want to leave this option disabled.



Causes any object that contains 95% black or more to overprint underlying objects. This is a useful option for artwork containing
a lot of black text, but it should be used with caution on artwork with a high graphics content.



Creates color trapping by assigning an outline to an object that is the same color as the object's fill, and by then having the
outline overprint underlying objects.

To be able to apply Auto-spreading to an object, it must
® not already have an outline

® be filled with a uniform fill

® not already be designated to overprint

The maximum trap value defines the amount of spread that autotrapping assigns to an object, along with the object's color. The
lighter the color, the greater the percentage of the maximum trap value. The darker the color, the smaller the percentage of the
maximum trap value.

The value for Text Above determines the minimum font size to which auto-spreading is applied. Applying auto-spreading to small
font sizes can make the text illegible.



Specifies fixed width auto-spreading. When this option is enabled, the auto-spread outline assigned to each object is always the
same width.



Allows you to adjust the advanced settings of your color separations, which includes setting halftone screens and creating color
trapping. Do not adjust these settings without first talking to your service bureau or printing shop.



Opens the Advanced Separations Setting dialog box that allows you to set advanced screening parameters such as screening
technology, screen frequency and angle per color plate, overprinting per plate, halftone dot type, etc.



Specifies which color separation(s) to print.

The list of colors shows all separations used in your artwork. You can choose to print all separations, one separation only, or any
combination of separations.



Print Options - Advanced dialog



Identifies the imagesetter and screening technology that will be used to image your job.
Proprietary screening technologies supported by Corel include AGFA Balanced screening, Linotronic RT and, HQS screening.



Identifies the resolution (in dots per inch, or "dpi*) at which the job will be printed.



Identifies the basic screen frequency (in lines per inch, or "Ipi") at which the job will be printed.

The higher the screen frequency setting, the more intense the colors and the sharper the image. The lower the screen frequency,
the lighter the colors and the less sharp the image.

A high frequency gives you fewer levels of gray; a low frequency gives you more levels of gray.
The upper limit of your screen frequency is define by the type of printing press to be used and the type of paper stock.



Shows all separations used in your artwork. Click each one to change frequency, angle, and to enable overprinting.



Allows you to specify a halftone screen for your drawing if you are printing to a PostScript device. A halftone screen is a pattern
of shapes that is used to simulate shades of colors (i.e. darker to lighter) while using the same ink. Dot, line, diamond, elliptical,
and Euclidean are only a few of the available halftone types.



Print Options - Prepress tab



Prints a negative image when enabled.



Specifies that the film emulsion faces down when enabled.
Emulsion is the coating of light-sensitive material on a piece of film.



Provide a graphical representation of the selected film options (emulsion up or down and negative or positive).



Prints the filename, current date, and time (and tile number, if applicable) at the bottom of the sheet.
If applicable, color separation information (color, screen frequency and angle, plate number) is printed at the top of the sheet.

To see the file information, you must define a working page size that is smaller than the dimensions of the actual sheet of paper
or film that is used to image the work. If not, you can request that the file information be printed within the page.



Causes the file information to print within the page. If the working page size is identical to the paper or film size, enable File Info
Within Page. Make sure the artwork is positioned so that the file information does not overlap it.



Specifies the text that is displayed in the file information.



Places page numbers on the printed sheets. To see the page numbers, you must define a working page size that is smaller than
the dimensions of the actual sheet of paper or film that is used to image the work.



Prints crop marks. These marks are used as alignment aids when trimming the printed output down to its final size.

To see the crop marks, you must define a working page size that is smaller than the dimensions of the actual sheet of paper or
film that is used to image the work.



Prints crop marks only along the outer edge of the sheet. This option is often preferable when you are printing multiple layouts
per sheet.



Prints registration marks on each sheet. These marks serve as guides for aligning color separations.

To see the registration marks, you must define a working page size that is smaller than the dimensions of the actual sheet of
paper or film that is used to image the work.



Specifies the appearance of the registration marks.



Prints a bar of the six basic colors (red, green, blue; cyan, magenta, yellow) beside your artwork. These color patches are used
to verify the quality of the printed output.

To see the calibration bar, you must define a working page size that is smaller than the dimensions of the actual sheet of paper
or film that is used to image the work.



Prints a Densitometer Scale, a bar of varying shades of gray, on each separation sheet. This is an advanced feature that allows
you to check the accuracy, quality, and consistency of the output with an instrument called a densitometer.

To see the densitometer scale, you must define a working page size that is smaller than the dimensions of the actual sheet of
paper or film that is used to image the work



Lets you customize the densitometer scale.



Print Options - PostScript tab



Specifies the PostScript level. Only enable PostScript level 2 or PostScript 3 if you are certain you will be printing on a PostScript
2 or PostScript 3 device.



Ensures that the PostScript file conforms to the Document Structuring Convention. Some prepress devices such as color
trapping software require that the PostScript file conform to DSC.



Compresses bitmaps using JPEG compression when printing them. Enabling this option can reduce the size of your print job.



Specifies the degree of JPEG compression used when printing bitmaps.



Defines bitmaps in RGB values instead of the usual CMYK values that are found in PostScript files. Use this option when you are
outputting to RGB devices (e.g., slidemakers). Also use this option when you are printing to CMY devices. It is easier for these
devices to translate from RGB to CMY than from CMYK to CMY.



Tells the service bureau's OPI server to substitute the corresponding high-resolution images for the low-resolution ones in your
file. This substitution is done before your print file is rasterized and imaged to film.



Replaces the low-resolution Desktop Color Separation placeholder with high-resolution Desktop Color Separation images in the
PostScript file. If this option is not enabled, the service bureau must replace the low-resolution files when the print file is
rasterized and imaged to film.



Identifies the basic halftone screen frequency at which your job will print.
Screen frequency is expressed as a number of lines per inch (Ipi). This value refers to the number of lines of dots (or other
shapes) that make up a halftone screen. A halftone screen is a pattern of shapes of various sizes that is used to simulate a
continuous tone image. Check with your service bureau for the optimum setting for your print job.



Downloads Type 1 fonts to the output device. Generally, this option is enabled because it is particularly beneficial when you want
to print large tracts of text that use only a few fonts. Printing is faster as each font is first downloaded, and then only referenced
by text that uses it.

If you disable this option, fonts are output as graphics (either curves or bitmaps). This may be useful if the file contains a large
number of fonts that would take longer to download, or not download at all, because of sheer size.



Converts True Type fonts to Type 1 fonts. If you enabled the Download Type 1 Fonts option, by default the Convert True Type to
Type 1 is also enabled. This ensures that True Type fonts are converted to Type 1 fonts so that they can be downloaded.

Only disable this option if your output device has difficulty interpreting the Type 1 fonts.



Allows one or more warnings to be issued if objects that are too complex and could cause printing problems are detected.



Warns you of potential banding (the appearance of discreet strips in a fill) which is caused by to few steps in a fountain fill, when
it is enabled.

This warning only applies to linear fountain fills.



Warns you if your print job contains too many spot colors. You can change the number of colors that triggers this warning in the
Special Settings list box.



Warns you if your print job contains too many fonts. You can change the number of fonts that triggers this warning in the Special
Settings list box.



Specifies the maximum allowable number of control points per curve. Reducing this number helps alleviate printing problems
caused by objects that are too complex.



Indicates the level of flatness that will be applied to curves when you print. Increasing the flatness reduces printing time and
therefore is useful when you need to produce quick proofs. Be careful however as a flatness level set too high will produce
distorted curves.



Causes Corel to automatically increase the flatness in increments of 2, as needed. Attempts to print an object will stop when the
flatness value exceeds the value set in the Set Flatness To box by 10. At this point, the printer skips the problematic object and
goes on to the next object.



Enables an analysis of your file and the various print settings you have specified, and, if necessary, automatically increases the
number of steps used to render fountain fills to avoid banding.

This option may increase print time, but it will ensure the best possible rendering of fountain fills.



Enables an analysis of your file and the various print settings you have specified. If the number of steps in a fountain fill is
greater than the number that your output device can render, the number of steps used to render the fountain fill is decreased
automatically.



Print Options - Miscellaneous tab



Ensures that colors are reproduced accurately based on the current color profiles. You can select a new color profile by clicking
the Set Profiles button.



The name of the currently selected color profile



This value reflects the number of steps that will be used to render any fountain fills in your artwork. A low value will print faster

but the transition between shades may be coarse, which causes what is known as banding. A higher value will result in a
smoother blend but longer printing times.

Fountain steps that are set in the Options dialog box only affect the way fountain fills display on your monitor. To control how the
fountain fills actually print, you must set the value for fountain steps here or in the Fountain Fill dialog box.



Prints only vector graphics unless combined with Print bitmaps or Print text.



Prints only bitmaps unless combined with Print vectors or Print text.



Prints only text unless combined with Print vectors or Print bitmaps.



Scales everything that will be printed so that it fits within the printable page of the current printer. Use this setting to proof a large
layout on your desktop printer.

This option is only intended for proofing, and should be disabled for the final output. If you wish to scale your artwork to fill the
printable page, you should use the fit to page option. Position and size measurements reflect the size of the final output, not the
size of the proof.



Prints all text in black.



Prints using the full color capabilities of the selected printing device.



Prints all colors in black.



Prints all colors in grayscale.



Prints a job information sheet with your print job. This report contains information about the application that produced the job, the
driver that was used, the print settings, the font information, and the file links.



Allows you to choose an option and assign a new setting to it.



Opens the Job Information Sheet dialog box, which allows you to specify which categories of information you want included in
the report.



Open a dialog box that lets you select color profiles.



Print Options - Info Settings



Shows the contents of the Print Job Information Sheet.



Allows you to specify what information the Print Job Information Sheet will contain.



Sends the Print Job Information Sheet to a .TXT file.



Allows you to specify the .TXT file the Print Job Information Sheet is sent to.



Sends the Print Job Information Sheet to a printer.



Allows you to specify the printer the Print Job Information Sheet is sent to.



Standard toolbar



Displays a list of available print styles.



Saves the current print options in a print style with a name that you specify.



Deletes the current print style.



Opens the Print Options dialog box.



Prints the document.



Displays a list of preset zoom settings.



Specifies full screen preview.



Close the print preview.



Pick Tool and Property Bar



Lets you select, position, and scale images in your document.



Specifies one of several preset positions for the placement of your artwork on the page



Specifies the placement of your artwork on the page. The X value indicates the distance from the left edge of the printable page.
The Y value indicates the distance from the top edge of the printable page.



Resizes your printed artwork (not the original document) according to the width and height specified.



Scales your printed artwork (not the original document) by the specified percentage.



Identifies the unit of measurement that is used when you specify the layout of your artwork.



Signature Layout tool and Property bar



Lets you specify and edit signature layouts.



Saves the present layout settings.



Deletes the selected layout.



Switches between a preview of your print job and a preview of the current signature layout or N-up format.



Specifies the number of working pages to position on the printable page.



Allows you to print on both sides of the page. When you enable this option, and you print to a non-double sided printer, Corel
automatically runs a wizard that ensures all of the pages are ordered and oriented correctly.



Allows you to specify the distance between each working page that is placed on the printable page.



Arranges the pages appropriately for perfect binding.



Arranges the pages appropriately for saddle stitching.



Arranges the pages appropriately for stacking and collating.



Selects a page to be placed on the layout sheet.



Allows you to specify whether the top of the selected page points up or down.



N-up tool and Property bar



Lets you specify and edit an N-up format.



Provides a list of preset or custom N-up formats.



Saves the present N-up format.



Deletes the selected N-up format.



Specifies the number of frames to be placed on the printable page.



Places the current working page in each frame of the printable page.



Keeps the frame size equal to the working page size.



Allows you to specify the distance between each frame that is placed on the printable page.



Automatically sets the gutters.



Allows you to set the top/left page margins.



Allows you to set the bottom/right page margins.



Makes the right margin equal to the left margin, and the bottom margin equal to the top margin.



Automatically sets the margins.



Marks Placement tool and property bar



Lets you add, remove, and position printers' marks.



Resets the position of the bounding box.



Sets the position of the bounding box. By repositioning the bounding box, you can change the position of printers' marks.



Zoom tool and property bar



Lets you magnify portions of the document.



Increases the magnification of the document.



Decreases the magnification of the document.



Displays items in drawing at their actual size.



Sets the magnification to display the selected image.



Increase or decreases the magnification to display the entire image as large as possible.



Sets the magnification to display the entire page.



Sets the magnification to display the width of the page.



Sets the magnification to display the height of the page.



Opens the Zoom dialog box



Status Bar



Displays the name of the currently selected image.



Lets you select a printing device.



Displays the name of the current printing device.



Indicates whether you're printing a composite print job or color separations.



Indicates whether you're printing a negative image and whether you're printing a mirrored imaged.



Lets you tile large images so that they are printed on several sheets of paper.



Displays information about the current tiling settings. Tiling lets you print large images on several sheets of paper.



Indicates the current mouse position.



Indicates the current range of pages to be printed.



File Menu



Saves the current print options in a print style.



Prints the current page.



View menu



Displays the image to be printed. If this option is disabled, the print preview represents the position of the image with a box.



Automatically sets the view options to best simulate the output of your printer.



Displays the image in color. This setting provides an accurate representation of color printer output.



Displays the image in grayscale. This setting provides an accurate representation of non-color printer output.



Displays a composite color image (all colors on one page).



Displays each color separation on a different page.



Displays the print preview's toolbar.



Displays the print preview's status bar.



Displays the print preview's rulers.



Displays a dotted line around the edge of the page that indicates the limit of the printable area.



Displays PostScript fills as they will be printed. When PostScript fills aren't rendered, the fills are replaced with a pattern of "PS"s.



Displays the currently selected tile.



Opens the Go To dialog box. You can use this dialog to navigate your document.



Settings Menu



Open the Print Options dialog box to the General tab.



Opens the Print Options dialog box to the Layout tab.



Opens the Print Options dialog box to the Separations tab.



Opens the Print Options dialog box to the Prepress tab.



Open the Print Options dialog box to the PostScript tab.



Open the Print Options dialog box to the Miscellaneous tab.



Opens the Print Job Information Sheet dialog box.



Opens the Duplex Printing wizard. This wizard helps you produce double-sided output using a single-sided printer.



Opens the Driver Compatibility dialog box. This dialog box contains options that let you fine-tune printer performance.



Help menu



Opens the Help.



Open the About dialog box which provides information about the application.



Zoom dialog



Sets the magnification to 200%.



Sets the magnification to 100%.



Sets the magnification to 75%.



Sets the magnification to 50%.



Sets the magnification to 25%.



Sets the magnification to a percentage that you specify.



Previews the result of the current zoom settings.



Go To dialog



Specifies the page number to go to.



Specifies the side of the page to go to.



Specifies the color separation to go to.



Displays a list of pages.



Driver compatibility



Specifies the printer to which the options in this dialog will apply.



Displays the capabilities of the printer specified in the above list box.



Sends text to the printer as graphics. Doing this can sometimes correct problems with incorrectly printed fonts.



Switches to clipping controlled by the software. Clipping is the process through which portions of a fill that should not be visible
are removed. If you encounter a problem printing non-uniform fills, switch to clipping controlled by the software.



Determine whether bitmaps are sent to non-PostScript printers all at once or in smaller blocks (below 64 KB) called chunks.
Usually, the driver tells the application which method it can or cannot handle. If you find that bitmaps do not print as expected, try
forcing bitmaps to be printed in smaller chunks.



Lets the printing device render bezier curves and paths.



Uses the specified color profile.



Sends the printed page to the driver already split into bands.

Some non-PostScript printers can't hold a full page in memory and must print the page in multiple passes, or "bands." The
default setting lets the printer driver split the page into bands before sending it to the printer. If this proves too slow, or you
encounter problems, send the page to the driver already split into bands.



Specifies a color profile.



Save Print style



Displays the present print style, or a name you have typed for a new style.



Provides a list of the present print options and allows you to change them.



Warning dialogs



Cancels the print job.



Continues printing. It is possible that part or all of the print job won't appear correctly.



IDisables this warning for the rest of this print job.



Provides information about this warning.



Skips the object that is causing the PostScript error. If you skip an object it won't appear in the final output.












Click to open the online Help about editing text.



The area of the window where you can type and edit text.



Click to scroll the window up or down.



Click to open a menu for options to select all text, change text case, find/replace text, and access the Spell Checker, Grammatik,
Thesaurus, and to access the Options dialog box.



Applies the bold character formatting to text.



Applies italic character formatting to selected text.



Applies underline character formatting to selected text.



Applies no justification to text objects.



Left justifies text objects.



Aligns text between the left and right margins of the text object.



Right justifies text objects.



Creates even margins along the left and the right sides.



Creates even margin along the left and right sides and stretches the last line to the end of the line.



Adds and removes bullets in selected paragraphs in Paragraph text.



If the button is not pressed down, click to add a drop cap to the selected paragraphs in Paragraph text. When the button is
pressed down, click to remove the existing drop cap.



Displays and hides nonprinting characters such as paragraph markers, spaces, and tabs.



Click to open the Format Text dialog box, where you can specify formatting properties such as font, size, and spacing.



Opens the Import dialog box, where you can choose the file to import into CorelDRAW.



Shows a list of all of the available/active fonts. To change the font, select a text object and choose another font from the list box.



Shows a list of font sizes. To change the font size, select a text object and choose another font from the list box or type a value in
the box.






Enable to show the Paragraph text frame outlines. Disable to hide Paragraph text frame outlines.



Opens the Symbols Docker, which provides quick access to a number of symbols and pre-drawn graphic images relating to
business, transportation, sports, and many other subjects. You can create your own symbols and add them to the symbol library.

To make more symbol fonts available, you can add them during a Custom installation of CoreIDRAW.






Top button changes the default formatting properties for Artistic text when no text object is selected. Bottom button changes the
default formatting properties for Paragraph text when no text object is selected.



Contains the list of all text styles in the document. To change a style, select a text object and choose another style from the list
box.

An asterisk that appears beside a style indicates that you've made a formatting change to an object to which the style is applied.



Decreases the indent (space between the frame and the text) in Paragraph Text.



Increases the indent (space between the frame and the text) in an indented paragraph of Paragraph Text.



Right justifies text objects.



Adds and removes bullets in selected Paragraph Text.



If the button is not pressed down, click to add a drop cap to the selected Paragraph Text. When the button is pressed down, click
to remove the existing drop cap.






Changing text properties when no object is selected changes the default properties. Enable the Artistic Text check box to change
the default properties of Artistic text. Enable the Paragraph Text check box to change the default properties of Paragraph text.



Enable to change the default formatting properties of Artistic text.



Enable to change the default formatting properties of Paragraph text.






Click to accept the settings in the dialog box and keep the dialog box open.



Click to access Help.






This section allows you to adjust the formatting properties of text.



Displays the font of the selected text. Click another font in the list box to change it.



Displays a preview of text so you can see the effect of a change before you apply the change and exit the dialog box.



Displays the font size of selected text.



Displays the style of the selected text. Options, including Normal, Italic, Bold, Bold-Italic, depend on the font. Choose another
weight from the list box to change it.



Choose another line style from the list box to change the underline line style.



Opens the Edit Underline dialog box which allows you to change the line thickness, the baseline shift (the distance of the line
from the text), and the units of measure.



Opens the Edit Strikeout dialog box which allows you to change the line thickness, the baseline shift (the distance of the line
from the text), and the units of measure.



Opens the Edit Overline dialog box which allows you to change the line thickness, the baseline shift (the distance of the line from
the text), and the units of measure.






Click this to display an overview of this dialog box.
For Help on an item, click at the top of the dialog box, and then click the item.



Specifies the width of the single thin underline.



Specifies the width of the single thick underline.



Type a value to change the line thickness.



Type a value to change the distance the line is shifted from the text.



Displays the units of measure. Choose another unit from the list box to change the units.



Specifies the width of the top underline.



Specifies the width of the bottom underline.



Specifies the width of the single underline.



Specifies the distance the underline is away from the text.



Specifies the units of measure.



Units Displays the units of measure. Choose another unit from the list box to change the units.



Displays the units of measure.



Choose another line style from the list box to change the overscore line style.



Choose another line style from the list box to change the strikethrough line style.



Choose a position from the list box. Superscript places selected text above the baseline. Subscript places selected text below
the baseline.



Choose a case from the list box. Small caps changes selected text to small capital letters. All Caps changes selected text to all
capital letters.



Adjusts the spacing between a selected series of character pairs to improve their appearance.






This section allows you to change the space between characters, words, and paragraphs.



Type a value to specify the amount of space you want between characters as a percentage of the width of the space character.



Type a value to specify the amount of space you want between words as a percentage of the width of the space character.



Type a value to specify the amount of space you want between lines.



Indicates the units of the value in the Line box.



This section allows you to adjust the amount of space before and after paragraphs.



Specifies the amount of space before a paragraph.



Specifies the amount of space after a paragraph.



This section lets you apply hyphenation to text and specify hyphenation settings.



When checked, enables automatic hyphenation. When unchecked, disables automatic hyphenation.



Opens the Hyphenation Settings dialog box, which allows you to hyphenate capitalized words, specify the minimum length of
words to be included for automatic hyphenation, and more.






Enables hyphenation of capitalized words if required.



Sets how far the end of a line must be from the right margin before hyphenation of the first word of the next line occurs.
A smaller hot zone results in more hyphens and better word spacing along the margin.



Sets the minimum length of words to be included for automatic hyphenation.



Sets the minimum number of characters (including spaces) that must appear in the Hot Zone before a hyphen.



Sets the minimum number of characters (including spaces) that must appear in the Hot Zone after a hyphen.






This section allows you to specify the alignment of the text in your drawing. For more information about a specific control in this
dialog box, right-click the control and choose What's This?



Specifies no alignment.



Specifies left alignment.



Specifies center alignment.



Specifies right alignment.



Specifies full justification.



Specifies force justification.



Available when you enable the Full Justify or Force Justify buttons. This box lets you edit the settings that determine the
maximum distance you can set between words.



Available when you enable the Full Justify or Force Justify buttons. This box lets you edit the settings that determine the
minimum distance you can set between words.



Available when you enable the Full Justify or Force Justify buttons. This box lets you edit the settings that determine the
maximum distance you can set between characters.



This section allows you to specify indent settings.



Specifies the amount of space to indent the first line in the selected paragraph(s).



Specifies the amount of space to indent the remainder of the lines in the selected paragraph(s).



Specifies the amount of space to indent text at the right margin.



This section allows you to rotate and shift selected characters relative to the baseline.



Type a value to move selected characters horizontally along the baseline.



Type a value to move selected characters vertically relative to the baseline. Positive values shift characters above the baseline.
Negative values shift characters below the baseline.



Type a value to rotate selected characters.






Click to open the online Help.



Click to set tabs at the interval specified.



Type a value to change the intervals at which tabs are applied.



Tabs column indicates the placement of tabs. Alignment column indicates the type of tab — left, right, center, decimal. Leadered
check box
—when enabled specifies leadered tab; when disabled specifies unleadered tab.



Click to add a new tab.



Click to delete a tab selected in the Tabs column.



Click to delete all set tabs.



This section allow you to set a character for a leadered tab.



Sets a character for a leadered tab.



Displays the character to use in a leadered tab.



Displays the number of the character to use in a leadered tab.



Displays the amount of space between characters in a leadered tab.



Type a value to change the spacing between characters in a trailing leadered tab. Lower values decrease the space between
characters; higher values increase the space.



Displays a preview of the trailing leader tab so you can see the effect before you apply the change.






Specifies the number of columns to create.



Allows you to specify the column width and the gutter (the space between columns).



Indicates the column number.



Indicates the width of the corresponding column.



Indicates the amount of space between the corresponding column and the next column.



When enabled, creates columns of equal widths and gutters. When disabled, creates columns of unequal widths.



Displays a preview of the columns and widths formatting before you apply the change.



Displays the width of the frame.



Displays the units of the frame width.



When enabled, keeps the frame width fixed.



When enabled, adjusts the width of the frame with changes to column widths.



Displays how text is aligned vertically. Choose a different vertical alignment option from the list box to change the vertical
alignment.






Displays the effect applied to the selected paragraph. Choose None to apply no effects. Choose Bullet or Drop Cap to apply a
bullet or a drop cap and set properties.



Displays the symbol category. Type a different value to change the symbol category.



This section lets you change the font properties of the bullet.



Choose a font from the list box to change the bullet category.



Type a value to specify the size of the bullet.



Type a value to specify the amount of space that the bullet is offset from the baseline of the selected paragraph.



When you are applying bullets to text, this section lets you specify the amount of space between the Paragraph text frame and
the bullet, as well as the amount of space between the bullet and text.

When you are applying drop cap to text, this section allows you to specify the distance between a drop cap and text.



Type a value to specify the amount of space between the Paragraph text frame and the paragraph.



When Bullet is enabled, click to create a bulleted paragraph where the text wraps around the bullet.
When Drop Cap is enabled, click to create a drop cap where the paragraph wraps around the drop cap.



When Bullet is enabled, click to create a bulleted paragraph where the text is indented from the bullet.
When Drop Cap is enabled, click to create a drop cap where the text is indented from the drop cap.



Displays the bullets from which you can choose.



Drag the box or click the arrows to view another part of the Sample box.



Specifies the number of lines to appear beside the drop cap.



Specifies the distance between the drop cap and the text.






Capitalizes the first letter of the first word.



Changes the case of text to small letters.



Capitalizes all letters.



Capitalizes the first letter of each word.



Reverses the text case. For example, changes lowercase letters to uppercase and vice versa.



Click to open the Help topic on changing case.






Artistic text fit to path options. Determines the vertical position of Artistic text on a path.
1st option (Baseline) aligns the baseline of the text with the path.

2nd option (Top) aligns the ascender line of the text with the path.

3rd option (Bottom) aligns the descender line of the text with the path.

4th option (Center) centers the text vertically on the path.

5th option (Variable) option allows you to move the text off the path by dragging with the mouse.



Artistic text fit to a closed path options. Specifies the quadrant of the object to which you want to fit Artistic text.



Enable to place the text on the other side of the path. The text is mirrored to the other side.



Opens a dialog box where you can change the amount of space between the text and the path and change the horizontal
position.



Determines the orientation of the letters on the path.
1st option (Rotate Letters) rotates individual characters to follow the contours of the path.

2nd option (Vertical Skew) vertically skews each character, creating the impression that the text is standing upright on the path.
The amount of skewing varies with the slope of the path.

3rd option (Horizontal Skew) horizontally skews each character, creating the impression that the text is turning in toward the
screen. The amount of skewing varies with the slope of the path.

4th option (Center Base) Center base centers the base of each letter on the path.



Determines the horizontal position of the text relative to the path:

1st option (Start) aligns the text with the start node of the line or curve.
2nd option (Center) centers the text on the path.

3rd option (End) aligns the text with the end point of the line or curve.






Specifies how far along the path you want to position the text.



Specifies how far above or below the path you want to position the text.



Click this to display an overview of this dialog box.
For Help on a specific item, click the question mark icon at the top of the dialog box, and then click the item.



Property Bar - Fit Text To Path



Determines the orientation of the letters on the path.
1st option (Rotate Letters) rotates individual characters to follow the contours of the path.

2nd option (Vertical Skew) vertically skews each character, creating the impression that the text is standing upright on the path.
The amount of skewing varies with the slope of the path.

3rd option (Horizontal Skew)horizontally skews each character, creating the impression that the text is turning in toward the
screen. The amount of skewing varies with the slope of the path.

4th option (Center Base) Center base centers the base of each letter on the path.



Artistic text fit to path options. Determines the vertical position of Artistic text on a path.

1st option (Baseline) aligns the baseline of the text with the path.

2nd option (Top) aligns the ascender line of the text with the path.

3rd option (Bottom) aligns the descender line of the text with the path.

4th option (Center) centers the text vertically on the path.

5th option (Variable) option allows you to move the text off the path by dragging with the mouse.



Artistic text fit to a closed path options. Specifies the quadrant of the object to which you want to fit Artistic Text.



Type the distance you want to move the text away from the path vertically.



Type the distance you want to move the text along the path horizontally.






Displays the type of text included in the statistics, e.qg., Artistic text objects, Paragraph text objects, all text in document.



Enable to show the number and names of styles used in the document.



Shows the number of text objects, lines, words, characters, and styles (if the Show Style Statistics check box is enabled) in the
document.






Places selected text above the baseline.



Places selected text below the baseline.



Changes selected text to all capital letters.



Changes selected text to small capital letters.



Changes the vertical alignment of the text to top alignment.



Changes the vertical alignment of the text to center alignment.



Changes the vertical alignment of the text to bottom alignment.



Changes the vertical alignment of the text to full alignment.



Sets paragraph line spacing to single spacing.



Sets paragraph line spacing to 1.5 line spacing.



Sets paragraph line spacing to double spacing.



Moves the text cursor up one paragraph.



Moves the text cursor down one paragraph.



Moves the text cursor up one frame.



Moves the text cursor down one frame.



Moves the text cursor to the beginning of the frame.



Moves the text cursor to the end of the frame.



Moves the text cursor to the beginning of the text.



Moves the text cursor to the end of the text.






Selects the paragraph above the text cursor.



Selects the paragraph below the text cursor.



Selects the frame above the text cursor.



Selects the frame below the text cursor.



Selects the text between the text cursor and the beginning of the line.



Selects the text between the text cursor and the end of the line.



Selects the text between the text cursor and the beginning of the frame.



Selects the text between the text cursor and the end of the frame.



Selects the text between the text cursor and the beginning of the text.



Increases the spacing between two consecutive characters.



Decreases the spacing between two consecutive characters.



Deletes the word to the left of the cursor.



Deletes the word to the right of the cursor.



Adjusts the horizontal space between text characters. Type a value as a percentage of point size.



Adjusts the vertical space between text characters. Type a value as a percentage of point size.



Sets the angle of rotation for text characters. Positive values rotate counterclockwise; negative values rotate clockwise.



Increases the font size by 1 point.



Decreases the font size by 1 point.



Increases the font size to the next size displayed in the Font Size List list box.



Decreases the font size to the previous size displayed in the Font Size List list box.



Sets vertical and horizontal spacing of paragraph text.



Type a value to specify the amount of space you want between characters as a percentage of the width of the Space character.






The Symbols Docker provides quick access to a number of symbols and pre-drawn graphic images relating to business,
transportation, sports, and many other subjects. You can create your own symbols and add them to the symbol library.

To make more symbol fonts available, you can add them during a Custom installation of CoreIDRAW.



Use this list box to select a symbol library. When you choose a symbol library, a sample of its symbols appear in the Docker's
Preview box.



Interactive Preview box that displays the symbols available for the symbol font currently selected in the list box above it. You can
drag a symbol from this box to the Drawing Page to place it in your drawing. The symbols are displayed in order according to
their index numbers. Index numbers are listed in the Symbol And Clipart Libraries catalog.



Use this box if you want to choose a symbol by its index number. When you type the index nhumber, the corresponding symbol
appears highlighted. Index numbers are listed in the Symbol And Clipart Libraries catalog.



Use this box to specify the symbol size. You can specify a value between 0.01 and 30.00 inches.



Enable this check box to create a pattern from the current symbol. You can use the Tile Options button to set the pattern's
attributes.



Click this button to open the Tile Options dialog box. This dialog box provides controls you can use to adjust the attributes of the
tiled object.



Drag the box or click the arrows to view another part of the Preview box.






Use this box to specify the horizontal dimension to be taken up by the tiled object. You can specify a value between 0.01 and
30.00 inches.



Use this box to specify the vertical dimension to be taken up by the tiled object. You can specify a value between 0.01 and 30.00
inches.



Enable this check box if you want to make the horizontal and vertical dimensions the same for the tiled object. If you enable this
option, you only have to set the horizontal or vertical dimension; the other will automatically change to maintain proportion.









Displays the style of the selected text. Options, including Normal, Italic, Bold, Bold-italic, depend on the font. Choose another
weight from the list box to change it.



Specifies the frames to which the changes are applied. Selected Frames Only applies the changes to the text in the frames that
you have selected; Selected and Subsequent Frames applies the changes to the text in the frames you have selected and all
subsequent linked frames; or All Frames applies the changes to all text frames in your drawing.



Click this button to lock the properties of the page. The next time you open this dialog box, these changes will be maintained. If
the lock is enabled when you select text with different properties, the default text properties will still be displayed.



Click to apply the options specified.









Type a value in the X box to move the Viewport horizontally relative to the horizontal ruler coordinate. Type a value in the Y box
to move the Viewport vertically relative to the vertical ruler coordinate.



Type a value in the top box to size the Viewport horizontally. Type a value in the bottom box to size the Viewport vertically.



Type a value in the top box to scale the Viewport by a percentage horizontally. Type a value in the bottom box to scale the
Viewport by a percentage vertically.



Click to maintain the ratio of width to length as you size or scale the Viewport. Type a value in one box and the other box updates
automatically to maintain the proportions.



Type a value to specify how far the extrusion recedes.



Provides a choice of predesigned bevels for the front face of the extruded 3D text.



Provides a choice of predesigned bevels for the back face of the extruded 3D text.



Type a value to specify a width for the bevel.



Type a value to specify a height for the bevel.



Provides controls that let you simulate light sources to create a shading effect.



Provides controls that lets you apply Ambient light. Ambient light is the equivalent of environmental light.



Provides a choice of predesigned texture fills.



Opens the Render Settings dialog box which allows you to specify the size and resolution of your image.






Projects a simulated light toward the text. You can position the Point light by dragging the light in the Preview box to the right of
this button. Move the Brightness slider to adjust the intensity of the Point light.



Removes Point lights. Choose the Point light from the Preview box to the right of this button, and click this button.



Enable this check box to use the Brightness slider and Brightness box — which let you adjust the intensity of the selected Point
light.



Opens the Color dialog box which lets you choose the color you want to apply to the text.



Lets you set the amount of light emanating from the selected Point light. Numbers near 0 make extruded surfaces appear darker;
numbers near 100 make extruded surfaces appear lighter. You can also set the intensity by typing a value in the box beside the
slider.



Confirms the Point light settings you specified and applies them to the text.



Shows a graphical representation of the Point light settings. You can alter the position of the light by dragging it.






Shows the basic colors available. To define a custom color, click the basic color closest to it, and click the Define Custom Colors
button.



Displays any custom colors you have defined. To change the settings for a custom color, click a custom color box, and specify a
different color.



Click to define a custom color. To define a custom color, click in the color matrix, or specify the hue, saturation, and luminosity, or
define the red, green, and blue values in the boxes provided.



Click anywhere in the matrix to define a custom color. Use the slider to adjust the color's attributes. The result of your choice is
displayed in the Color Solid box.



Adjusts the amount of white and black in the color.



Displays the custom color.



Type a value to specify a hue for the custom color. You can see the effect of changing this value in the color matrix. The values in
the Red, Green, and Blue boxes also change.



Type a value to specify a saturation level for the custom color. You can see the effect of changing this value in the color matrix.
The values in the Red, Green, and Blue boxes also change.



Type a value to specify the level of brightness for the custom color. You can see the effect of changing this value in the color
matrix. The values in the Red, Green, and Blue boxes also change.



Type a value to specify the amount of red in the custom color. You can see the effect of changing this value in the color matrix.
The values in the Hue, Saturation, and Luminosity boxes also change.



Type a value to specify the amount of green in the custom color. You can see the effect of changing this value in the color matrix.
The values in the Hue, Saturation, and Luminosity boxes also change.



Type a value to specify the amount of blue in the custom color. You can see the effect of changing this value in the color matrix.
The values in the Hue, Saturation, and Luminosity boxes also change.



Adds the custom color to the Custom Colors palette.






Lets you set the amount of light emanating from the light source. Numbers near 0 make extruded surfaces appear darker;
numbers near 100 make extruded surfaces appear lighter. You can also set the intensity by typing a value in the box beside the
slider.



Shows a graphical representation of the Ambient light settings. The circle represents the 3D text object.



Confirms the Ambient light settings you specified and applies them to the text.






Type a value to specify the width of the rendered image.



Type a value to specify the height of the rendered image.



Type a value to specify the resolution of the rendered image.



Displays the unit of measure.



Enable this check box to maintain the ratio of width to length. Type a value in one box and the other box updates automatically to
maintain the proportions.



Click this button to return the object's original size settings.



Displays the object's original size.



Displays the size of the object as if the specified settings were applied.



Displays the render qualities which determine the resolution of the final two-dimensional image and the time it takes to render an
image. Choose another quality from the list box to change it.






Type a value to rotate the text around the z-axis.



Type a value to rotate the text around the x-axis.



Type a value to rotate the object around the y-axis.






Move the slider to change the zoom level in the 3D Viewport. Higher values increase the zoom level; lower values decrease it.
You can also set the zoom level by typing a value in the Zoom Interactive box.



Type a value to change the zoom level in the 3D Viewport. Higher values increase the zoom level; lower values decrease it. You
can also set the zoom level by moving the Zoom Interactive slider.



Lets you choose from a list of predefined zoom levels.



Click to apply a wide angle lens.



Click this button to apply a normal lens.



Click this button to apply a telephoto lens.



Click this button to zoom in incrementally.



Click this button to zoom out incrementally.



Fits the 3D text object in the Viewport.






Move the slider to move the camera toward or away from the 3D text object. Positive values move the camera toward the text;
negative values move the camera away from it. You can also set the walk level by typing a value in the Walk Interactive box.



Type a value to move the camera toward or away from the 3D text object. Positive values move the camera toward the text;
negative values move the camera away from it. You can also set the walk level by moving the Walk Interactive slider.



Lets you choose from a list of predefined walk levels.



Click this move the camera toward the 3D text object incrementally.






Allows you to rotate the camera around the x-axis.



Allows you to rotate the camera around the y-axis.



Allows you to rotate the camera around the z-axis.



This slider works in combination with the Camera Revolve buttons. Move the slider to rotate the text object along an axis. You
can also type a value in the Camera Rotation box.






Click to ignore the word that the Spell Checker flags as a misspelled word.



Click to remove the Ignore All command. The Spell Checker will flag misspelled words.



A suggested alternative for spelling. Click a suggestion to replace the underlined word with it.



Enable this command to have text in overlapping text frames flow around the selected object.



Case Click to capitalize the first letter of the first word.



Click to changes the case of text to small letters.



Click to capitalize all letters.



Click to capitalize the first letter of each word.



Click to reverse the text case. For example, changes lowercase letters to uppercase and vice versa.






This column displays the name of the missing font.



This column displays the name of font that will be used as a substitute for the missing font.



This column reflects the status of the substitution. You can use the substitute font to replace the missing font permanently or
temporarily. Enable the Temporary or Permanent button to change the status of the substitution.



Displays the results of the font matching.



Enable this button to install the missing font.



Enable this to use the Panose substitute to replace the font.



Displays the fonts available for substitution. To change fonts, choose another from the list.



Enable this button to use the substitute font to replace the missing font for this session.



Enable this button to use the substitute font to always replace the missing font.









Color Dialog and Roll-Up



Displays a color viewer that lets you select colors from different visual representations of the visible spectrum. Hold down the
button to choose from several different color viewers.



Click this button to display a mixing area which you can use to mix and select colors. Hold down the button to choose from
various types of mixing area.



Click this button to use a fixed color palette. Palettes are listed in the Type list box. You may want to use the palettes if you are
working with spot or process color systems by DIC, DuPont, FOCOLTONE, PANTONE, TOYO, or TRUMATCH. By using these
palettes along with a color reference book, you can be reasonably certain of how the colors will look when printed.



Displays the custom color palettes. Custom palettes are editable and can include any type of color.



The content of this list box changes depending on the color selection button you have enabled at the top of the dialog box. When
using the Color Viewer or the Mixing Area, the box lists the color models you can use to select colors. When you enable either of
the palettes buttons, the box lists the various palettes that you can display in the dialog box.



Lists the various palettes that you can display.



Displays or hides the right side of this dialog box.



Changes the reference color (the current color in the application) to the currently selected color in this dialog box.



Shows the color of the selected object or the currently selected color in the application. A dot in the corner of the color indicates
that the color is a spot color.



Shows how the color of the selected object or the currently selected color in the application will appear when printed. A dot in the
corner of the color indicates that the color is a spot color.



Indicates that the color at the top-left of the color preview is not printable.



Indicates that the color at the bottom-left of the color preview is not printable.



Displays the current and new colors.



Shows the color that is currently selected in this dialog box. A dot in the corner of the color indicates that the color is a spot color.



Shows how the color that is currently selected in this dialog box will appear when printed. Click this color to make it the currently
selected color. A dot in the corner of the color indicates that the color is a spot color.



Displays options for displaying and working with colors.



Adds the current color to the end of the color palette being displayed in the on-screen color palette.



Displays a color component value for the currently selected color. The letter next to the box identifies the component name, i.e.,
C for cyan when using the CMYK model, R for red when using the RGB model, and so on. For colors in the custom palette, the
components correspond to the color model or color matching palette through which the color was edited.



Displays the nhame of the current color. You can specify a new name for a custom color here or type the name of an existing color
to display that color.



Lets you select a color by clicking. Drag the slider on the right and position the square in the color selection area to select a
color.



Mixers



Click to choose a color to use in the Color Blender. The color you choose here will blend with the three other colors chosen in the
blend if you click the Auto-Blend button.



Displays the blended colors. Select colors to blend in the color pickers at each corner of this box.



Lets you mix the current color with colors in the mixing area. You can choose brush attributes such as size and edge type by
clicking the options button.



Selects a color from the mixing area.



Specifies the degree of blending between the current color and the colors in the mixing area. A higher percentage makes the
current color more transparent.



Lets you mix and select colors.



Color Harmonies



Lets you select colors that look good together. Color harmonies work by superimposing a shape over a color wheel. As you move
one corner of the shape around the wheel the other corners also move. The colors at each corner are always complimentary,
contrasting, or harmonious, depending on the shape you select.



Displays a grid of colors derived from the position of the black and white circles on the above color wheel.



Lets you select the shape that is superimposed on the color wheel. Different shapes produce different relationships between the
colors that are displayed in the grid below the color wheel.



Changes the appearance of the colors in the color grid below the color wheel.



Changes the number of colors displayed in the color grid below the color wheel.



Fixed Palettes



Displays the PANTONE® Spot Colors palette. Since spot colors correspond to solid inks and are not CMYK-based, each unique
color applied to an object results in an additional color separation plate.



Displays the PANTONE® Hexachrome colors which are based on the CMYK color model but adds two additional inks for a total
of six inks and a broader range of colors.



Displays the palette that uses colors available through the PANTONE® Process Color system, which is based on the CMYK
color model. The first 2,000 colors are two-color combinations; the remainder are three-color and four-color combinations. Colors
are based on CMYK, and therefore do not add additional color separation plates.



Displays an independent palette (not based on a color-matching system or your image) which provides 256 colors uniformly
spread between red, green, and blue.



Displays the color palette which originates from the FOLCOLTONE color matching system that provides a range of spot colors
built with the process colors, cyan, magenta, yellow, and black (CMYK).



Displays the palette that uses the TRUMATCH® color matching system which is based on the CMYK color model and, therefore,
colors do not add additional color separation plates. Colors are organized by hue (red to violet), saturation (deep to pastel), and
brightness (adding or removing black). Colors can be displayed by name or swatch using the Show Color Names command

found in the flyout menu .



Displays the 8-bit palette of 256 colors used by the web browser, Netscape Navigator(TM). By only using colors found on this
palette, you ensure that your image colors will display clearly on systems using this browser.



Displays the 8-bit palette of 256 colors used by the web browser, Microsoft® Internet Explorer. By using only colors on this
palette, you ensure that your image colors will display clearly on systems using this browser.



Offers colors that are available through the DuPont® Spectramaster solid color library. This library was developed to provide a
paint color selection and matching tool for industrial coatings and colorants. Colors are based on Lab and are converted to RGB
for display and CMYK for printing.



Displays the palette of colors that are available through the TOYO COLOR FINDER system. The range of colors offered here
includes those created using TOYO process inks and those that are reproduced using TOYO standard inks.



Displays the palette of colors that are available through the DIC Color Guide, DIC Color Guide Part I, and DIC Traditional Colors
of Japan. Colors in these palettes are created by mixing DIC brand inks.



Displays a color palette that is based on the Lab color model. Colors defined using this model have three components: lightness
(L*), green to red chromaticity (a*), and blue to yellow chromaticity (b*).



Custom palettes



Displays the contents of the current color palette. You can display or hide the names of the colors by clicking the options button.



Displays the current user-defined inks. User defined inks are spot colors.



Specifies a tint for the currently selected spot color. A tint lets you make a spot color lighter.



Connection dialog



Specifies the serial port to which the color measurement device is connected.



Open the Calibrate dialog box.



Color Roll-up



Lets you select a color from the current image.



Applies the current color as the outline.



Applies the current color as the fill.



Click the color model list box to choose from color models and other color selection methods such as Palette and Color Blender.



Palette Editor



Controls



Opens an existing color palette.



Creates a new color palette.



Saves the current color palette.



Saves the current color palette with a name that you specify.



Shows a list of the currently loaded color palettes. Select the palette you want to edit.



Shows the colors in the current custom palette. Use the scroll bar on the right to display the colors of the palette that are not
visible. Select colors from this grid to modify them.



Replaces the selected color on the right with the selected color on the left.



Add the selected color or colors on the left to the current palette. Select a color from the current palette to position the new color
or colors before that color.



Removes the selected color or colors from the current color palette.



Searches the current color palette for the color that is closest to the selected color on the left.



Lets you sort the colors in the current color palette.



Returns the color palette to its state when you last saved it.



Shows the name and color values of the currently selected color.



Open the Duotone dialog box.



Color Management



Color corrects the colors on the monitor based on the monitor's color profile.



Color corrects the colors on the monitor so that they accurately reflect printer output.



Selects the printer type to use to simulate color on your monitor.



Highlights colors that can't be printed using the selected warning color.



Specifies the warning color for colors that can't be printed.



Specifies the transparency of the selected warning color. Making the warning color transparent lets you view the image even
when the colors are outside of the printer's color gamut.



General



Produces a separate printing plate for each FOCOLTONE color. When you print your work each FOCOLTONE color will require
a separate ink.



Produces a separate printing plate for each TOYO color. When you print your work each TOYO color will require a separate ink.



Produces a separate printing plate for each DIC color. When you print your work each DIC color will require a separate ink.



Determines whether CMYK values range from 0 to 100 (percentages) or O to 255. When displaying values as percentages, 100
is equivalent to 255.



Handles spot colors as CMYK colors when printing to a composite printer.



Simulates the output of a separations printer on a composite printer. This is useful for proofing your work.



Automatic color matching uses the most appropriate gamut mapping method for each object.

The lllustration method shifts only those colors which are outside of the printer's gamut. This ensures that colors within the
printer's gamut will retain the color characteristics you defined. This method is suited to vector illustrations.

Photographic gamut mapping shifts all colors in the image toward the color space of the active printer. This maintains the

relationships between colors, resulting in smooth transitions. For this reason, this method is suited to bitmap photographic
images.



Profiles



Lists all preset monitor profiles.



Lists all preset scanner profiles.



Lists all preset composite printer profiles.



Lists all preset separations printer profiles.



Lists the manufacturers of the device for which you need a color profile.



Lists the model of the device for which you need a color profile.



Opens the Corel Color Profile wizard.



PostScript Options



Specifies the shape of the dots in the halftone screen.



Specifies the screen frequency of the halftone screen.



Specifies the screen angle of the halftone screen.



Using PostScript options with spot colors

Commercial printing presses are unable to produce true shading but can create the illusion of shading by printing images made
up of tiny dots. The size of the dots determines the different levels of shading (i.e., the bigger the dots, the darker the shade). A
halftone screen is necessary to convert images with true shading into images made up of tiny dots.

Originally, a halftone screen was an opaque screen with thousands of tiny holes. An image with shading was photographed
through this screen using special photographic paper or film. The resulting image would consist entirely of dots. This image could
then be used to create printing plates.

Now, however, you can create halftone images without using screens or cameras. To ensure that your bitmaps print correctly,
you must correctly set the halftone screen frequency and bitmap resolution. You can set halftone screen settings for individual
spot colors.

Halftone screen frequency

The halftone screen frequency determines the number of dots used to create the image. The screen frequency is measured in
lines per inch (Ipi). This measurement refers to the number of rows of dots per inch.

When you choose a screen frequency, remember that the higher the screen frequency, the sharper the image. However, there
are limits to screen frequency which are determined by the type of printing press on which you are printing, and the type of paper
you are using. In general, a screen frequency of 85 Ipi works on newsprint, and a frequency of 100 Ipi works on bond and glossy
paper. If possible, consult your service bureau or printing shop to find out the screen frequency you should use.

Screen angle

Because each halftone screen consists of a regular pattern of shapes, it creates a pattern on the printed image. When the
separations are combined, the patterns created by each separate halftone screen interact. This interaction can create an
undesirable effect, called a moiré pattern.

Moiré patterns are eliminated by changing the screen angle of each color separation. If you were using an actual screen and a
camera, you would rotate the screen 15 degrees for each separation by hand. However, since you are using software to create
halftone screens, you have to change certain print options to change the screen angle.

When you print color separations, the screen angles are set automatically. If you change these settings incorrectly, your image
might not print properly.

Halftone type

The halftone type refers to the type of dot that is being used to create the halftone. Typically, a halftone screen consists of rows
of evenly spaced round, or diamond-shaped dots. However, it is possible to use halftone screens that have dots that are shaped
differently. In fact, halftone screens can even use straight lines instead of dots to create an image. You can experiment with
different halftone types to create interesting effects.



Palettes Docker window



The Palettes Docker window lets you browse the palettes on your computer and load them into the on-screen Color Palette.



Displays a list of the palettes stored on your computer.



Opens the Open Palette dialog box, which lets you browse your computer for palettes and open them.



X-Rite



Closes the dialog box.



Begins the calibration process.



Shows the progress of the calibration process.



Hold the color measurement device over the target on the reflection standard. When the device has finished taking a reading,
this number should match the X value.



Hold the color measurement device over the target on the reflection standard. When the device has finished taking a reading,
this number should match the Y value.



Hold the color measurement device over the target on the reflection standard. When the device has finished taking a reading,
this number should match the Z value.












"Tabs" that display pages containing sets of related controls. From left to right, Basic Settings page, Acceleration page, Colors
page, and Miscellaneous Options page.






Click this button if you want to set the appearance of a blend by defining the number of intermediate shapes between the objects
being blended.



Lets you set an exact spacing between the intermediate objects in a blend. This option is available only for blends that are
attached to a path.



Lets you set the number of intermediate shapes you want between the start and end objects in a blend. If you set higher
numbers, the shapes will be closer together.



Lets you rotate the intermediate objects in a blend as they progress from the start object to the end object. Negative values
rotate the objects clockwise.



Enable the check box to rotate a blend's intermediate objects around a point halfway between the start and end objects' centers
of rotation. This creates an arc shape. Disable the check box to rotate the objects around their own centers of rotation. The
amount of rotation is equal to the value set in the Rotate box.



Enable this check box to stretch the selected blend over the path to which it's attached.



Enable this check box to rotate the selected blend's intermediate objects so that they match the shape of the path to which
they're attached.






Controls the acceleration of objects in the selected blend. Move the slider to the right to have objects get closer together as they
approach the end object. Move the slider to the left to have objects get further apart as they approach the end object.



Controls the acceleration of fill and outline colors in the selected blend. Move the slider to the right to have colors move more
quickly through the spectrum as they approach the end object. Move the slider to the left to have colors move more slowly
through the spectrum as they approach the end object.



Enable this check box if you want to accelerate the change in size between the start and end objects (at the rate set using the
Accelerate Objects slider).



Enable this check box if you want to accelerate fills/outlines and objects at the same rate. The Accelerate Fills/Outlines slider will
automatically reflect any change in position of the Accelerate Objects slider.






Blends start and end objects' colors by following a direct path through the spectrum. This path progresses from the start object's
color to the end object's color.



Blends the start and end objects' colors by following a clockwise path through the spectrum. This path progresses from the start
object's color to the end object's color.



Blends the start and end objects' colors by following a counterclockwise path through the spectrum. This path progresses from
the start object's color to the end object's color.



Shows the path the color progression will take through the spectrum as it moves from the original object's fill color to the last
blended object's fill color. This path is indicated with a black line.






Displays a special mouse pointer that allows you to choose which nodes you want CorelDRAW to treat as the start and end
objects’ first nodes. By mapping nodes, you can change the way the objects are blended.



Displays a special pointer that lets you split a blend at an intermediate object. This creates a compound blend composed of two
component blends. The object at which you split the original blend becomes the start object in one component blend and the end
object in the other.



Recombines split blends. Hold down CTRL and select the component blend you want to fuse. If the start object can be fused, the
Fuse Start button becomes available. If the start object is shared by three or more blend groups, a special pointer appears. Use
this pointer to select an intermediate object that is at least one object removed from the end object with which you want to fuse.



Recombines split blends. Hold down CTRL and select the component blend you want to fuse. If the end object can be fused, the
Fuse End button becomes available. If the end object is shared by three or more blend groups, a special pointer appears. Use
this pointer to select an intermediate object that is at least one object removed from the end object with which you want to fuse.



Displays a menu that provides commands that let you show the start object in a blend or assign a new start object to a blend.



Displays a special mouse pointer that you can use to choose a new start object for the selected blend. When you select a new
start object, CorelDRAW automatically re-routes the blend.



Highlights the start object in the selected blend.



Displays a menu containing commands that let you show the end object in a blend or assign a new end object to a blend.



Displays a special mouse pointer that you can use to choose a new end object for the selected blend. When you select a new
end object, CorelDRAW automatically re-routes the blend.



Highlights the end object in the selected blend.



Displays a menu containing commands that let you show and edit the selected blend's blend path.



Displays a special mouse pointer that you can use to choose a new path for the selected blend. When you select a new path,
CorelDRAW automatically re-routes the blend.



Highlights the path to which the selected blend is attached.



Separates the selected blend from the path along which it's blended. If you want, you can edit this path and re-attach the blend
or attach the blend to a new path.



Applies all current settings (in the Blend Roll-Up) to the selected objects or blend.






Click the top button if you want to set the appearance of a blend by defining the number of intermediate shapes or "steps"
between the start and end objects. Click the bottom button (only available for a blend attached to a path) if you want to specify
an exact spacing between the intermediate objects.



If you chose the number of steps option to create the selected blend, you can use the top button to specify how many steps you
want between the blend's start and end objects. If you chose the fixed spacing option (only available for a blend attached to a
path), you can use the bottom box to specify the space you want between the intermediate objects in the selected blend.



Lets you rotate the intermediate objects in the selected blend as they progress from the start object to the end object. Negative
values rotate these objects clockwise.



Click this button to rotate the selected blend's intermediate objects around a point halfway between the start and end objects’
centers of rotation. This creates an arc shape. Click the button again to rotate the objects around their own centers of rotation.
The amount of rotation is equal to the value set in the Rotate box.



Click this button if you want to accelerate the change in size between the start and end objects (at the rate set using the Blend
Object Acceleration slider).



Click this button if you want to accelerate fills/outlines and objects at the same rate. The Blend Color Acceleration slider will
automatically reflect any change in position of the Blend Object Acceleration slider.



Displays a set of controls that let you map the nodes in a blend, split a blend, or fuse a split blend.









"Tabs" that display pages containing sets of related controls. From left to right, Basic Settings page, Colors page.






The controls in this section let you determine the method with which concentric shapes are applied to the selected object in your
drawing.



Creates concentric shapes inside the selected object that get progressively smaller until they reach its center. Use the Offset
control to specify the spacing between the shapes.



Creates concentric shapes inside the selected object that get progressively smaller as they approach its center. You can specify
the number of shapes created with the Steps control and the spacing between them with the Offset control.



Creates concentric shapes outside the selected object that get progressively larger as they move away from it. You can specify
the number of shapes created with the Steps control and the spacing between them with the Offset control.



Use this box to specify the distance you want between contour shapes. The units used are those specified for the horizontal ruler
on the Rulers page in the Options dialog box.



Use this box to specify the number of contour shapes you want created. If the Inside option is selected, the Offset value takes
precedence over the Steps value. If the Offset value is set too high, for example, CoreIDRAW may reach the center of the object
before it can create the number of steps specified. If you select the To Center option, CorelDRAW automatically places as many
contour shapes as possible given the offset value.






Creates a color progression that passes through the color spectrum in a straight line from the original object's fill color to the last
contour shape's fill color.



Creates a color progression that passes through the color spectrum in a clockwise path from the original object's fill color to the
last contour shape's fill color.



Creates a color progression that passes through the color spectrum in a counterclockwise path from the original object's fill color
to the last contour shape's fill color.



Shows the path the color progression will take through the spectrum as it moves from the original object's fill color to the last
contour shape's fill color. This path is indicated with a black line.



Lets you assign an outline color to the last contour shape. When you apply your settings, the new object will display a
progression between the original object's outline color and the last contour shape's outline color.



Lets you assign a fill color to the last contour shape. When you apply your settings, the new object will display a progression
between the original object's fill color and the last contour shape's fill color.



Available only when the original object uses a fountain fill, this color picker allows you to choose the start color in the fountain fill
that will be applied to the last contour shape. Use the color picker below this to choose the fountain fill's end color.



Available only when the original object uses a fountain fill, this color picker allows you to choose the end color in the fountain fill
that will be applied to the last contour shape. Use the color picker above this one to choose the fountain fill's start color.



Applies the current contour settings to the selected object.






Use this box to specify the number of contour shapes you want created. If the Inside button is enabled, the Offset value takes
precedence over the Steps value. If the Offset value is set too high, for example, CoreIDRAW may reach the center of the object
before it can create the number of steps specified. If you enable the To Center button, CoreIDRAW automatically places as many
contour shapes as possible given the offset value.



Lets you assign a fill color to the last contour shape. When you apply your settings, the new object will display a progression
between the original object's fill color and the last contour shape's fill color. If the original object uses a fountain fill, this color
picker sets the start color in the fountain fill that is applied to the last contour shape. Use the End Fountain Fill Color picker to set
the end color.



Available only when the original object uses a fountain fill, this color picker allows you to choose the end color in the fountain fill
that will be applied to the last contour shape. Use the Fill Color picker this one to choose the fountain fill's start color.









Lets you distort the selected object either by pushing the object's nodes away from the center of the distortion or by pulling the
object's nodes toward the center of the distortion. You can distort the object using the Push And Pull distortion controls in the
Drawing Window or on the Property Bar.



Type an amplitude value to determine the amount of Push or Pull distortion you want to apply to the selected object. You can
type values from -200 to 200. Values in the -200 to -1 range apply a Pull distortion, while values in the 1 to 200 range apply a

Push distortion. As the values approach the outer limits of the range, a more pronounced Push or Pull distortion is applied to the
object.



Lets you apply a Zipper distortion to the selected object. You can apply a basic Zipper distortion using the controls in the Drawing
Window or a more advanced Zipper distortion using the controls on the Property Bar.



Type an amplitude value to determine the amount of Zipper distortion you want to apply to the selected object. You can type
values from 0 to 100. High values produce a more pronounced Zipper distortion.



Type a frequency value to determine the number of zipper points per segment you want to apply to the selected object. You can
type values from 0 to 100. High values produce a greater zipper frequency.



Lets you randomize the existing Zipper distortion for the selected object. Random Zipper distortion is applied when this button
appears pressed.



Lets you smooth the points of the existing Zipper distortion for the selected object. Smooth Zipper distortion is applied when this
button appears pressed.



Lets you emphasize the existing Zipper distortion in a specific area of the selected object. Local Distortion mode is enabled when
this button appears pressed. After you enable Local Distortion mode, drag the diamond-shaped reposition handle in the Drawing
Window to localize the distortion effect.



Lets you apply a Twister distortion to the selected object. You can apply a Twister distortion using the controls in the Drawing
Window or the controls on the Property Bar.



Lets you twist the selected object in a clockwise direction. Clockwise Rotation mode is enabled when this button appears
pressed.



Lets you twist the selected object in a counterclockwise direction. Counterclockwise Rotation mode is enabled when this button
appears pressed.



Displays the number of complete 360-degree rotations that are applied to the selected object. Complete rotations are measured
from the Horizontal Line Of Origin. You can type a value in this box to increase the amount of rotation applied to the object in
360-degree steps. This control offers coarse rotation adjustment and works in conjunction with the Additional Degrees control.



Displays the number of additional degrees of rotation, beyond the Horizontal Line Of Origin, that are applied to the selected
object. You can type a value between 0 and 359 in this box to increase the amount of rotation applied to the object. This control
offers fine rotation adjustment and works in conjunction with the Complete Rotations control.



Lets you add a new distortion to an object with an existing distortion. For example, you can click this button and add a Zipper
distortion to an object with a Twister distortion.



Lets you position a selected object's distortion effect at the exact center of the object.



Converts objects to curve objects.









Adds a rectangular envelope to the selected object. By dragging the envelope's nodes, you can reshape it in the manner set
using the four Editing Mode buttons (found under the Add Preset button). When you click the Apply button, CoreIDRAW reshapes
the selected object based on the shape of the envelope.



Displays a selection of pre-shaped envelopes. Click the envelope you want, then apply it to the selected object. You can also edit
the envelope before applying it to the object.



Enables Straight Line envelope editing mode. Using this mode, you can drag an envelope node horizontally or vertically to
change the envelope's shape but maintain its straight lines.



Enables Single Arc envelope editing mode. Using this editing mode, you can drag an envelope handle horizontally or vertically to
add a single-arc curve to the shape of the envelope.



Enables Double Arc envelope editing mode. Using this editing mode, you can drag an envelope handle horizontally or vertically
to add a double-arc curve to the shape of the envelope.



Enables Unconstrained envelope editing mode. Using this mode, you can drag an envelope handle in any direction to make the
envelope any shape you want. In this mode, handles move freely and have control points. You can use these control points to
make precise adjustments to the shape of the envelope. You can also marquee select multiple handles with the Shape tool and
move them as a unit.



Determines the mapping mode —that is, the way CorelDRAW fits the object to the envelope. You can choose Original,
Horizontal, Vertical, or Putty mode for shapes and Artistic text. If you're working with Paragraph text, the Envelope Roll-Up
automatically reverts to Text mode. See the online Help for a detailed description of each of these mapping modes.



Enable this check box to keep CorelIDRAW from converting the selected object's straight lines to curves when you apply the
envelope.



Allows you to create an envelope based on the shape of any object and apply it to the selected object. When you click this
button, a special mouse pointer appears. Use this pointer to click the object from which you want to create the envelope. The
envelope you create is automatically applied to the object that is currently selected.



Reverses any changes to the envelope since it was last applied. If you added a new envelope without applying it, clicking Reset
Envelope removes it.



Applies the envelope (with its editing mode and mapping settings) to the selected object.






Lets you add additional nodes to the selected envelope. Adding envelope nodes allows you to make minute adjustments to give
the envelope a more complex shape. To add envelope nodes, you must use Unconstrained envelope editing mode.



Lets you delete the selected node from an envelope. Deleting nodes from an envelope simplifies the envelope's shape. To delete
envelope nodes, you must use Unconstrained envelope editing mode.



Lets you change the selected envelope segment from a curve segment to a straight segment. By changing the segment's type,
you change the way the envelope reacts when it's edited. To change the envelope segment type, you must use Unconstrained
envelope editing mode.



Lets you change the selected envelope segment from a straight segment to a curve segment. By changing the segment's type,
you change the way the envelope reacts when it's edited. To change the envelope segment type, you must use Unconstrained
envelope editing mode.



Lets you change the selected envelope node to a Cusp node. By changing a node's type, you change the way the envelope
segments on either side pass through the node. This changes the shape of the envelope, which in turn changes the effect it has
on the object. To change an envelope node type, you must use Unconstrained envelope editing mode.



Lets you change the selected envelope node to a Smooth node. By changing a node's type, you change the way the envelope
segments on either side pass through the node. This changes the shape of the envelope, which in turn changes the effect it has
on the object. To change an envelope node type, you must use Unconstrained envelope editing mode.



Lets you change the selected envelope node to a Symmetrical node. By changing a node's type, you change the way the
envelope segments on either side pass through the node. This changes the shape of the envelope, which in turn changes the
effect it has on the object. To change an envelope node type, you must use Unconstrained envelope editing mode.



Adds a rectangular envelope to the selected object. By dragging the envelope's nodes, you can reshape it in the manner set
using the four envelope editing mode buttons — Straight Line, Single Arc, Double Arc, and Unconstrained. CoreDRAW
automatically reshapes the selected object based on the shape of the envelope.



Displays a selection of pre-shaped envelopes. Click the envelope you want to apply to the selected object.



Determines the mapping mode —that is, the way CorelDRAW fits the object to the envelope. You can choose Original,
Horizontal, Vertical, or Putty mode for shapes and Artistic text. See the online Help for a detailed description of each of these
mapping modes.



Lets you remove envelopes one at a time, starting with the one you applied most recently, from the selected object. If you clear
all envelopes, you're left with the original object. Before you clear an envelope, you have to remove any effects that were applied
to the object after you applied the envelope.












"Tabs" that display pages containing sets of related controls. From left to right, Vanishing Point Page, 3D Rotation Page, Lighting
Page, Fill Color Page, and Bevels Page.






Displays the effect that the selected extrusion type would have on an object (in this case, a rectangle).



Lets you choose which type of extrusion you want to apply to the selected object.



Lets you set the attributes of the extrusion's vanishing point. Using this list box, you can choose to lock the vanishing point to the
object or page, copy the vanishing point from another extrusion, or share another extrusion's vanishing point.



Lets you specify how far a perspective extrusion recedes from or approaches the vanishing point. As you increase the depth, a
front extrusion moves away from the vanishing point, while a back extrusion moves towards the vanishing point. The value you
set must be between 1 and 99.



Switches the display of the Vanishing Point Page between controls that let you choose the Extrusion type and depth and controls
that let you position the vanishing point precisely.



Provides controls that let you set the horizontal and vertical coordinates of the extrusion's vanishing point relative to the page
origin or the center of the selected object (depending on which of the Measured From options you select).



Lets you set the horizontal position of the extrusion's vanishing point relative to the page origin or the center of the selected
object (depending on which of the Measured From options you select).



Lets you set the vertical position of the extrusion's vanishing point relative to the page origin or the center of the selected object
(depending on which of the Measured From options you select).



Provides controls that let you indicate whether you want to define the extrusion's vanishing point relative to the page origin or the
center of the selected object.



Enable this button if you want to position the vanishing point relative to the 0,0 points on the rulers.



Enable this button if you want to position the vanishing point relative to the center of the selected object.






Tool for rotating the selected object. Click and drag the Corel logo to rotate it. As you rotate the logo, a dotted wireframe
depiction of the object appears in the Drawing Window to show what effect the current rotation would have if you applied it.



Click this button to cancel the current rotation and return the object to its previously applied position.



Displays a second method of setting the rotation of the selected object. You can choose to rotate the object by setting specific
values or by dragging with the mouse.



Lets you specify a precise amount of vertical rotation. You can set values from -360 to 360.



Lets you specify a precise amount of horizontal rotation. You can set values from -360 to 360.



Lets you specify a precise amount of clockwise or counterclockwise rotation. To rotate the object counterclockwise, set a positive
value. To rotate the object clockwise, set a negative value.






Allows you to position light sources in three-dimensional space around the selected extrusion. When you add a light source, it
appears as a numbered circle on the wireframe box shown here. You can drag this circle to place it at any point where two of the
box's lines meet. The currently selected light source appears black, while other light sources are colored according to their
intensity: dark gray for low intensity, white for high intensity. The extrusion is represented by a gray sphere inside this box.



Projects a simulated light toward the selected extrusion. You can position the light source by dragging circle 1 in the preview box
to the right of this button. Move the Intensity slider to adjust the intensity of the light source. To remove the light source, click this
button a second time.



Projects a simulated light toward the selected extrusion. You can position the light source by dragging circle 2 in the preview box
to the right of this button. Move the Intensity slider to adjust the intensity of the light source. To remove the light source, click this
button a second time.



Projects a simulated light toward the selected extrusion. You can position the light source by dragging circle 3 in the preview box
to the right of this button. Move the Intensity slider to adjust the intensity of the light source. To remove the light source, click this
button a second time.



Lets you set the amount of light emanating from the selected light source (displayed as the black circle in the preview box above
this slider). Numbers near 0 make extruded surfaces appear darker; numbers near 100 make extruded surfaces appear lighter.
You can also set the intensity by typing a value in the box beside the slider.



Enable this check box to ensure best results when you add light sources to an extruded object. Full color range combines light
and dark shades (brightness and saturation) precisely, creating a more realistic extrusion. If you disable this check box,
CorelDRAW uses a more basic shading process.






The controls in this section let you set color properties for the extruded surfaces of the selected object.



Enable this option to apply the current fill of the control object to all of its extruded surfaces. Use this option for uniform fills,
fountain fills, two-color and full-color patterns, textures, and bitmaps.



Enable this option (available only when you enable the Use Object Fill option) if you want to fill the entire extrusion with a pattern,
texture, or bitmap. When this check box is disabled, CoreIDRAW applies a copy of the texture, pattern, or bitmap to each of the
extruded surfaces.



Enable this option to apply a different color to the extruded surfaces of the control object. You can specify the color you want with
the Using color picker. CoreDRAW applies the color you choose to the extruded surfaces only.



Use this color picker (available only when you enable the Solid Fill option) to choose a fill color for the extruded surfaces. Click
the button to display a color palette, then click the color you want.



Enable this option to blend two colors along the length of the extruded surfaces. The result is similar to that of a linear fountain
fill. You can use the From and To color pickers (visible when you enable this option) to choose the colors for the blend.



Use this color picker (available only when you enable the Shade fill option) to choose the shade color from which you want the
extruded surfaces to fade.



Use this button (available only when you enable the Shade fill option) to choose the shade color to which you want the extruded
surfaces to fade.



Enable this check box if you want to apply the current fill settings to the selected object's beveled surfaces as well as its extruded
surfaces (if it has any). Disable this check box if you want to apply a specific fill to beveled surfaces.






Enable this check box if you want to apply beveled surfaces to the selected object.



Enable this check box if you want to apply beveled surfaces only —no extruded surfaces
—to the selected object. Disable this check box if you want to apply both beveled and extruded surfaces to the selected object.



Shows a graphical representation of the current bevel depth and bevel angle settings. You can alter these settings by typing new
values in the Bevel Depth and Bevel Angle boxes or by dragging the small white square in this preview box. If you drag this
square, the Bevel Depth and Bevel Angle boxes automatically reflect your changes.



Lets you set the depth of the beveled surfaces.



Lets you set the angle of the beveled surfaces.



Puts the selected extrusion in "edit mode." If you want to edit the extrusion using the Extrude Roll-Up, you must click this button
first. You'll know an extrusion is in edit mode if its vanishing point marker (indicated with an X) is displayed in the Drawing
Window.



Confirms the extrude and bevel settings you specified and applies them to the selected object.






Lets you set the position of the extrusion's vanishing point relative to the page origin. The X value represents the horizontal
distance from the origin; the Y value represents the vertical distance from the origin.



Enable this button if you want to position the vanishing point relative to the 0,0 points on the rulers. The button is enabled when it
appears pressed.



Enable this button if you want to position the vanishing point relative to the center of the selected object. The button is enabled
when it appears pressed.



Lets you set rotation values for the selected object. Boxes 1 and 2 let you specify a precise amount of vertical and horizontal
rotation. You can set values from -360 to 360. Box 3 lets you specify a precise amount of clockwise or counterclockwise rotation.
To rotate the object counterclockwise, set a positive value. To rotate the object clockwise, set a negative value.



Resets all Extrude Rotation values to O for the selected object.



Enable this button to access additional Property Bar controls that let you set color properties for the extruded surfaces of the
selected object. This button is enabled when it appears pressed.



Click this button to apply the current fill of the control object to all of its extruded surfaces. Use this option for uniform fills,
fountain fills, two-color and full-color patterns, textures, and bitmaps.



Click this button to apply a different color to the extruded surfaces of the control object. You can specify the color you want with
the Solid/Shade From Extrude Color picker. CoreIDRAW applies the color you choose to the extruded surfaces only.



Click this button to blend two colors along the length of the extruded surfaces. The result is similar to that of a linear fountain fill.
You can use the Solid/Shade From Extrude Color and Shade To Extrude Color pickers (visible when you enable this option) to
choose the colors for the blend.



If the extrusion uses a solid fill, use this color picker to choose the color you want to apply to the extruded surfaces. If the
extrusion uses a shade fill, use this color picker to choose the color from which you want the extruded surfaces to fade.



Use this color picker (available only if the selected extrusion uses a shade fill) to choose the color to which you want the
extruded surfaces to fade.



Enable this button to have beveled surfaces use the same fill as the extruded surfaces.



Use this color picker to apply a specific fill color to the selected object's beveled surfaces. This color picker appears only when
you disable the Use Extrude Fill For Bevel button.



Enable this button (available only when you enable the Use Object Fill button) if you want to fill the entire extrusion with a
pattern, texture, or bitmap. When this button is disabled, CoreIDRAW applies a copy of the texture, pattern, or bitmap to each of
the extruded surfaces. This button is enabled when it appears pressed.



Enable this button to access additional Property Bar controls that let you set bevel properties for the selected control object. This
button is enabled when it appears pressed.



Enable this button if you want to apply beveled surfaces to the selected object.



Enable this button if you want to apply beveled surfaces only —no extruded surfaces
—to the selected object. Disable this button if you want to apply both beveled and extruded surfaces to the selected object. This
button is enabled when it appears pressed.



Enable this button to access additional Property Bar controls that let you set lighting properties for the extruded surfaces of the
selected object. This button is enabled when it appears pressed.



Allows you to position light sources in three-dimensional space around the selected extrusion. When you add a light source, it
appears as a numbered circle on the wireframe box shown here. You can drag this circle to place it at any point where two of the
box's lines meet. The currently selected light source appears black, while other light sources are colored according to their
intensity: dark gray for low intensity, white for high intensity. The extrusion is represented by a gray sphere inside this box.

The Intensity slider lets you set the amount of light emanating from the selected light source. Numbers near 0 make extruded
surfaces appear darker; numbers near 100 make extruded surfaces appear lighter. You can also set the intensity by typing a
value in the box beside the slider.



Enable this button to project a simulated light toward the selected extrusion. You can position the light source in the Extrude
Lighting preview box by dragging circle 1. Move the Intensity slider to adjust the intensity of the light source. To remove the light
source, disable this button. This button is enabled when it appears pressed.



Enable this button to project a simulated light toward the selected extrusion. You can position the light source in the Extrude
Lighting preview box by dragging circle 2. Move the Intensity slider to adjust the intensity of the light source. To remove the light
source, disable this button. This button is enabled when it appears pressed.



Enable this button to project a simulated light toward the selected extrusion. You can position the light source in the Extrude
Lighting preview box by dragging circle 3. Move the Intensity slider to adjust the intensity of the light source. To remove the light
source, disable this button. This button is enabled when it appears pressed.



Enable this button to ensure best results when you add light sources to an extruded object. Full color range combines light and
dark shades (brightness and saturation) precisely, creating a more realistic extrusion. If you disable this button, CoreDRAW uses
a more basic shading process. This button is enabled when it appears pressed.









Provides a preview of the lens selected in the Lens Type list box.



Lets you choose from the eleven lens effects and the No Lens Effect option. The controls displayed in the roll-up vary according
to the lens you select. Choose the No Lens Effect option to remove a lens effect from the selected object.



Lets you specify the rate by which the current lens will brighten the colors of the objects under it. You can specify a Brighten rate
between -100% and 100%. At 100%, the colors approach white. At 0%, the lens has no effect. At -100%, the colors approach
black.



Lets you specify the rate by which the color of the Color Add lens mixes with colors under it. You can specify a Color Add rate
between 0% and 100%, where 100% results in maximum color mixing.



Lets you choose the color of the Color Add lens. Click the color picker to display a palette, then select the color you want. If you
place a Color Add lens over an object filled with white, the lens retains its settings; however, the lens color is not displayed.



Lets you specify the strength of the Color Limit lens. You can specify any value between 0 and 100%. The value you enter here
controls the rate by which the lens filters out all colors under the lens except the one you specify in the Color box. For example, if
you place a green lens over an object, the lens filters out all colors except green within the lens area. A rate of 100% allows only

green to show through, while lower settings allow other colors to show through.



Lets you choose the color of the Color Limit lens. Click the color picker to display a palette, then select the color you want.



Lets you select the type of Custom Color Map lens you want. You can choose from Direct Palette, Reverse Rainbow, and
Forward Rainbow. These options control the direction in which the lens passes through the spectrum as it displays colors
between the start and end colors you specify.



Lets you choose the color that starts the color range you want to display using the Custom Color Map lens. Click this color picker
to display a palette, then select the color you want. The appearance of colors behind the lens depends on the color at the end of
the range (set using the To color picker) and the type of Custom Color Map lens you choose.



Switches the colors displayed on the From and To color pickers.



Lets you choose the color that ends the color range you want to display using the Custom Color Map lens. Click this color picker
to display a palette, then select the color you want. The appearance of colors behind the lens depends on the color at the start of
the range (set using the From color picker) and the type of Custom Color Map lens you choose.



Lets you specify the percentage by which you want the Fish Eye lens to distort and magnify the objects under it. You can specify
values between -1000 and 1000.



Lets you rotate the palette to determine where color mapping begins. You can choose a value between 0 and 100%. A value of 0
or 100% causes mapping to begin at the start of the palette (white), and move to the right (through cyan, blue, etc.). A value of
50% causes mapping to begin halfway through the palette (red) and move to the right and then back to the start of the palette.



Lets you specify the factor by which the lens will magnify the objects under it. You can specify magnification factors from 1 to
100.



Lets you select a color for the Tinted Grayscale lens. Click this color picker to display a palette, then select the color you want.
Colors under the lens are mapped from the lens color to an equivalent tonal color of the lens. For example, a blue lens over a
light colored object creates light blue, while the same lens over a dark colored object creates dark blue.



Lets you set the transparency rate of the lens. As you increase the rate value, the object becomes more transparent. At 1%, the
lens is almost completely opaque, while at 100%, the lens is completely transparent.



Lets you select a color for the Transparency lens. Click this color picker to display a palette, then select the color you want. The
color you choose overrides the color of any objects under the lens. You can increase or decrease the transparency rate of the
lens using the Rate box.



Enable this check box if you want to display the outlines of objects behind the lens using a specific color. You can use the Outline
color picker to choose a color. If you disable this check box, all outlines displayed through the lens will appear transparent.



Lets you choose a color for all outlines displayed through the lens. You must have the Outline check box enabled to have this
color appear. If you disable the Outline check box, outlines behind the lens will appear transparent.



Enable this check box if you want to display the fills of objects behind the lens using a specific color. You can use the Fill color
picker to choose a color. If you disable this check box, all fills displayed through the lens will appear transparent.



Lets you choose a color for all fills displayed through the lens. You must have the Fill check box enabled to have this color
appear. If you disable the Fill check box, fills behind the lens will appear transparent.



Creates a duplicate of the area to which you apply a lens and freezes this duplicate inside the lens. This allows you to move the
lens without changing its contents. The duplicate and the lens are grouped.



Enable this check box if you want to view and/or edit the current lens's viewpoint —the center of the area being displayed
through the lens. When you enable the check box, the Edit button appears. If you click this button, CoreIDRAW displays the
viewpoint in the Drawing Window (indicated by an X). In addition, the Lens Roll-Up changes to display a set of controls that allow
you to position the viewpoint at an exact coordinate. You can use these boxes to position the viewpoint or use the Pick tool to

drag the viewpoint right in the Drawing Window.



Displays a set of controls that allow you to position the selected lens's viewpoint at an exact coordinate. Also displays a viewpoint
marker (indicated by an X) in the Drawing Window. If you want, you can move the viewpoint by dragging this marker with the
Pick tool.



Lets you set the horizontal position of the lens's viewpoint relative to the ruler origin.



Lets you set the vertical position of the lens's viewpoint relative to the ruler origin.



Click this button to indicate that you've finished positioning the viewpoint and want to see the basic controls for the selected lens
type. Don't forget to click Apply to save your changes.



Enable this check box if you want the lens effect to be displayed only where the lens covers other objects. Disable this check box
if you want to display the lens effect even where it covers empty spaces in your drawing.



Applies the current lens settings to the selected object(s).


















Type values in these boxes to position the drop shadow along the horizontal and vertical axes in relation to the selected object.



Lets you type a value between 0 and 100 to define the selected object's drop shadow feathering properties. Low values create a
more subtle feathering effect, while high values create a more pronounced feathering effect.



Lets you type a value between 0 and 100 to define the opacity of the selected object's drop shadow. Low values produce a less
opaque drop shadow, while high values produce a more opaque drop shadow.



Lets you choose a direction in which to feather the selected object's drop shadow. You can choose to feather the drop shadow
toward the inside from the shadow's edges, to the outside of the shadow's edges, or the average of the two directions.



Lets you choose an edge style to apply to the selected object's drop shadow.



Lets you choose a color to apply to the selected object's drop shadow.












If you want more control over the pattern transparency, click the Edit Transparency button to access the Pattern dialog box.



Displays the types of transparencies available.









To change the opacity used for the beginning of the transparency, move the Starting Transparency slider. Lower values (less
than 20) produce a more opaque transparency. Higher values (over 80) produce a more transparent transparency.












Enable this button to apply a linear fountain transparency to the selected object in your drawing. The button is enabled when it
appears pressed. A transparency that shows a smooth graduation between two transparencies in a straight line.



Enable this button to apply a radial fountain transparency to the selected object in your drawing. The button is enabled when it
appears pressed. A transparency that shows a smooth graduation from one transparency to another in a radial fashion. The two
transparency handles on either end of the transparency arrow represent the radius of the transparency. The outer handle can be
used to change the outer transparency and alter the size of the circle, the inner one to move the circle and alter the center

transparency level.



Enable this button to apply a conical fountain transparency to the selected object in your drawing. The button is enabled when it
appears pressed. A transparency that shows a smooth graduation in a circular path that radiates from the center of the object. It
starts at the first transparency, reaches the second half way around the circle, and returns to the original level at the start

position.



Enable this button to apply a square fountain transparency to the selected object in your drawing. The button is enabled when it
appears pressed. A transparency that shows a smooth graduation in a series of concentric squares that radiate from the center
of the object outwards.



Move this slider to determine the opacity of the transparency. Lower values (less than 20) produce a more opaque effect. Higher
values (over 80) produce a more transparent effect.



The Angle (top box) changes the slant of linear, conical, and square fountain transparencies. Changing the angle of gradation
effects the appearance of the fountain transparency. Positive values rotate the transparency counter-clockwise; negative values
rotate it clockwise. Radial fountain transparencies, however, progress in a series of concentric circles, so you cannot change
their angle.

The Edge Pad (bottom box) determines how long the beginning and ending colors remain as solid colors before they start
blending with the next color in the fountain transparency. Higher values allow the colors to remain solid longer before blending,
causing the colors to spread more quickly. Lower values result in a smooth transformation between the two colors. The maximum
setting is 45%. The edge pad option is not available for conical transparencies.









Creates a two-color bitmap pattern, which only includes the two colors that you assign.



Creates a full-color bitmap pattern, which is a regular color picture (like you might get with an electronic photograph).



Creates a vector pattern, which is a pattern composed of lines and fills, instead of dots of color like a bitmap. These pictures are
smoother and more complex than bitmap images and are generally easier to manipulate.



Displays a preview of the fill with the current parameters. Click the color picker, then choose a pattern from the list that appears.



To change the opacity used for the end of the transparency, move the Ending Transparency slider. Lower values (less than 20)
produce a more opaque transparency. Higher values (over 80) produce a more transparent transparency.












Shows the current texture library. Click in this field to get a drop-down list of available texture libraries, then choose the name of
the texture you want.









Displays a list of Merge Modes. Merge modes determine how the color of a transparency is combined with the color of objects
that appear below the transparency. Merge modes are available for fountain, pattern, and texture transparencies. The effect is
dependent upon the colors that are contained within the transparency and the object. CoreIDRAW offers 19 different merge
modes for you to experiment with.



Fixes the current contents of a lens. You can then move the lens without changing what's displayed through it. Changes you
make to the objects seen through the lens have no effect on the lens contents.



Remove an object's transparency so that objects behind the transparency show through.












Menu items



Repeats the last effect filter applied to the current image, and retains the same settings (the filter's dialog box won't reopen). If
you haven't used a filter since you opened Corel PHOTO-PAINT, this command is grayed out.



Opens the Undo Or Checkpoint dialog box, which lets you increase the number of Undo levels, checkpoint the image in its
current state, or continue without changing the number of Undo levels or checkpointing the image. Enable the Increase Undo
Levels To button to make the Undo command available for all the objects included in the Repeat command. The last effect filter
applied to the active image is repeated on all visible objects, and retains the same settings (the filter's dialog box won't reopen).
If you haven't used a filter since you opened Corel PHOTO-PAINT, this command is not available.



If one or more objects are selected, the Undo Or Checkpoint dialog box opens, which lets you increase the number of Undo
levels, checkpoint the image in its current state, or continue without changing the number of Undo levels or checkpointing the
image. Enable the Increase Undo Levels To button to make the Undo command available for all the objects included in the
Repeat command. The last effect filter applied to the active image is repeated on all selected objects, and retains the same
settings (the filter's dialog box won't reopen). If you haven't used a filter since you opened Corel PHOTO-PAINT, this command is
not available.



Lets you ignore the active object when you choose the Repeat, Last Effect To All Visible, or the Repeat, Last Effect To All
Selected command.



Opens the Band Pass dialog box, which allows you to adjust the balance of sharp and smooth areas in your image.



Opens the Displace dialog box, which allows you to alter your image using a displacement map (you can use any bitmap image
as a displacement map). The Displace filter evaluates the color value of pixels in both images and then shifts the active image
according to the values of the displacement map.



Opens the Edge Detect dialog box, which finds the edges of elements in your image, then converts them to lines on a
background of a single color.



Opens the Offset dialog box, which allows you to change the position of your image on its background.



Opens the Pixelate dialog box, which allows you to break up your image into square, rectangular, or concentric arc cells.



Opens the Puzzle dialog box, which allows you to break down your image into puzzle-like pieces or blocks that resemble a
jigsaw puzzle.



Opens the Ripple dialog box, which allows you to create vertical or horizontal rippled waves throughout your image.



Opens the Shear dialog box, which allows you to distort an image along a path that you define using a shear curve.



Opens the Swirl dialog box, which allows you to create a swirling vortex of distortion on your image. You can select the direction
and angle of the distortion.



Opens the Tile dialog box, which allows you to reproduce your image as a series of tiles on a grid.



Opens the Trace Contour dialog box, which allows you to trace image edges.



Opens the User Defined dialog box, which allows you to design your own effect filter using a convolution matrix.



Opens the Wet Paint dialog box, which allows you to create the illusion that your image is a painting that is still wet and dripping.



Opens the Wind dialog box, which allows you to smear your image in a specific direction to create the effect of wind blowing
across your image.



Opens the Whirlpool dialog box, which allows you to apply a pattern of fluid streamlines over your image.



Opens the 3D Rotate dialog box, which allows you to rotate your image as if it were one side of a three-dimensional box.



Opens the Boss dialog box, which allows you to create a raised area on your image based on the edges of a masked selection.



Opens the Emboss dialog box, which allows you to transform your image into a relief.



Opens the Glass dialog box, which allows you to make your image appear as if a three-dimensional, semi-transparent glass
object has been placed over it.



Opens the Map To Object dialog box, which allows you to wrap your image around a sphere or cylinder.



Opens the Mesh Warp dialog box, which allows you to distort your image by manipulating the panels of a grid.



Opens the Page Curl dialog box, which allows you to create the impression that a corner of your image has rolled in on itself.



Opens the Perspective dialog box, which allows you to create the sense of three-dimensional depth, as if your image were on a
flat plane receding into the distance.



Opens the Pinch/Punch dialog box, which allows you to warp your image by either "pinching" your image away from you or
"punching" it toward you.



Opens the Zig Zag dialog box, which allows you to distort an image by bending the image lines that run from the center of the
image to its edge.



Opens the Blur Control dialog box, which gives you access to five blur filters at the same time.



Opens the Noise Control dialog box, which gives you access to nine noise filters at the same time.



Opens the Sharpness Control dialog box, which gives you access to five sharpen filters at the same time.



Opens the Canvas dialog box, which allows you to add various textures to your image.



Opens the Glass Block dialog box, which allows you to create the effect of viewing your image through thick glass blocks.



Opens the Impressionist dialog box, which allows you to convert your image to impressionist style brushstrokes.



Opens the Smoked Glass dialog box, which allows you to apply a transparent, colored tint over your image.



Opens the Vignette dialog box, which allows you to frame your image in a variety of ways.



Opens the Directional Smooth dialog box, which allows you to smooth edges and surfaces to give them anti-aliased edges
without distorting your image.



Opens the Gaussian Blur dialog box, which allows you to produce a hazy effect. The image is blurred according to a gaussian
distribution.



Opens the Jaggy Despeckle dialog box, which allows you to create a soft, blurred effect with minimal distortion.



Opens the Low Pass dialog box, which allows you to remove sharp edges and detail from an image and leaves smooth gradients
and low frequency detail.



Opens the Motion Blur dialog box, which allows you to create the illusion of motion in your image.



Opens the Radial Blur dialog box, which allows you to create a blurring effect that radiates from a point you set.



Opens the Smooth dialog box, which allows you to tone down differences in adjacent pixels while smoothing the overall image or
selected area.



Opens the Soften dialog box, which allows you to smooth and tone down harsh edges with only minimal loss of image detail.



Opens the Bit Planes dialog box, which allows you to reduce your image to basic RGB color components and emphasize tonal
changes.



Opens the Halftone dialog box, which allows you to give your image the appearance of a color halftone.



Opens the Psychedelic dialog box, which allows you to change the colors in your image into bright, psychedelic colors.



Opens the Solarize dialog box, which allows you to transform colors . The effect depends on the relative amount of each color
component.



Opens the Add Noise dialog box, which allows you to add random pixels with different types of distribution.



Opens the Diffuse dialog box, which allows you to spread out the pixels of your image to create the effect of an out-of-focus lens.



Opens the Dust and Scratch dialog box, which allows you to reduce image noise. Use this filter with a mask selection to repair
dust and scratch damage.



Opens the Maximum dialog box, which allows you to brighten pixel values based on the maximum pixel value of neighboring
pixels.



Opens the Median dialog box, which allows you to remove noise and detail by sorting the colors of adjacent pixels in your image.



Opens the Minimum dialog box, which allows you to darken an image by adjusting pixel values based on the minimum pixel
value of neighboring pixels.



Opens the Remove Moire dialog box, which allows you to remove undesired wave patterns created by conflicting halftone dot
patterns.



Opens the Remove Noise dialog box, which allows you to soften your image and reduce the speckled effect that can occur
during the scanning or video-capturing process.



Opens the 3D Stereo Noise dialog box, which allows you to create a stereogram (three-dimensional image) out of line art and
simple images that have well-defined edges.



Opens the Lens Flare dialog box, which allows you to produce rings of light on your image that simulate the flare that appears on
a photograph when the camera is aimed toward a direct bright light.



Opens the Lighting Effects dialog box, which allows you to add light sources to your image.



Opens the Adaptive Unsharp dialog box, which allows you to sharpen edge detail by statistical analysis of the values of
neighboring pixels.



Opens the Directional Sharpen dialog box, which analyzes neighboring pixels to determine the direction in which to apply the
greatest amount of sharpening.



Opens the Find Edges dialog box, which allows you to detect the outlines of forms in your image and convert the outlines to soft
or solid lines.



Opens the High Pass dialog box, which allows you to remove low-frequency detail and shading.



Opens the Sharpen dialog box, which allows you to accentuate the edges in your image by finding the edges and increasing the
contrast between adjacent pixels.



Opens the Unsharp Mask dialog box, which allows you to accentuate edge detail and focus blurred areas in your image.



Common controls



Toggles between the on-screen preview and a preview within the dialog box.



Enables the single, large Result Window Preview mode, or disables the on-screen preview.



Click Preview to view how your image would look if you applied the effect using the current settings.



Click to have the Result window automatically update to reflect any changes you make to settings in the dialog box.



Click to open a menu, which allows you to access effects filters. The filters displayed in the menu vary depending on the dialog
box from which you access them.



Click to reset all controls in the dialog box to their default settings.



Displays how your image looks before you apply the effect.



Displays how your image would look if you applied the effect using the current settings. Click Preview to update the Result
window, or click the lock button to have the Result window update continuously.



Enable to display Original and Result windows.



2D Effects



Band Pass



Move the slider to adjust the size of the inner band radius. This band specifies the low-frequency components of an image.



Move the slider to adjust the size of the outer band radius. This band specifies the high-frequency detail of an image.



Move the Inner Band slider to adjust the weighting of the inner band. To eliminate smooth areas, set the inner band weighting to
0.



Move the Middle Band slider to adjust the weighting of the middle band. To eliminate intermediate areas, set the middle band
weighting to 0.



Move the Outer Band slider to adjust the weighting of the outer band. To eliminate sharp areas, set the outer band weighting to
0.



Displays a graphic representation of the bands, which represents the frequency response of your image. To adjust the size of the
bands, move the Inner Radius and Outer Radius sliders.



Displace



Click to tile the displacement map over your image.



Click to stretch the displacement map to cover the original image.



Click to stretch the edges of your image to fill in areas left empty by the displacement process.



Click to use the opposite edge of your image to fill in areas left empty by the displacement process.



Move the slider to shift your image horizontally from left to right.



Move the slider to shift your image vertically from top to bottom.



Displays the selected displacement map.



Displays the nhame of the selected displacement map.



Click to open the Load Displacement Map Files dialog box, which allows you to load an image to use as a displacement map.



Edge Detect



Click to apply a white fill to all areas of your image that are not part of the outlined image.



Click to apply a black fill to all areas of your image that are not part of the outlined image.



Click to apply the color you choose to all areas of your image that are not part of the outlined image.



Click the down arrow, and click a color from the color picker to choose a color. Click the Others button to create or select a
custom color.



Click to ignore the empty areas and leave them unfilled.



Use to select a color from the image.



Move the slider to set the intensity of the effect.



Offset



Move the slider to adjust the amount of horizontal shifting.



Move the slider to adjust the amount of vertical shifting.



Enable this check box to set the horizontal and vertical shift values in relation to the size of the object. With a vertical shift value
of 50, your image will shift along the vertical plane a distance equal to exactly half the vertical size of the image.



Click to use the opposite edge of the image to fill the empty areas.



Click to stretch the edges of the image to fill in empty areas.



Click to fill the empty areas with the color you choose.



Pixelate



Click to break up your image into square blocks.



Click to break up your image into rectangular blocks.



Click to break up your image into concentric arcs.



Move the slider to adjust the width of the blocks. In circular mode, width is the arc-width of each block (in degrees).



Move the slider to adjust the height of the blocks. In circular mode, height is the difference in radius between the block's inner
and outer curves.



Move the slider to adjust the opacity of the effect.



Puzzle



Click to fill in empty areas with black.



Click to fill in empty areas with white.



Click to fill in empty areas with the original image.



Click to fill in empty areas with a negative of the original image.



Enable this check box to force the height and width of the blocks to be the same.



Move the slider to adjust the width of the puzzle blocks.



Move the slider to adjust the height of the puzzle blocks.



Move the slider to adjust the amount of shifting that occurs.



Ripple



Click to apply the effect of a ripple created by one wave on the image.



Click to apply a ripple effect of two identical waves perpendicular to each other.



Click to apply a ripple effect of two waves perpendicular to each other, with one wave having twice the amplitude of the other.



Enable this check box to apply distortion to the ripple.



Move the slider to adjust the distance between each wave cycle. Larger values create greater distances between each wave and
result in a smaller number of waves.



Move the slider to adjust the amount of displacement the wave creates. The greater the number, the greater the wave
displacement.



Move the slider to adjust the direction of the ripple effect.



Shear



Move the slider to adjust the degree to which your image conforms to the curve. Set the value at 100 per cent to have the image
conform completely to the curve.



Click to use the opposite edge of the image to fill empty areas.



Click to stretch the edges of the image to fill empty areas.



Click to fill empty areas with the color you choose.



Click to load saved shear maps.



Displays the name of the selected Shear map.



Click to open the Save Shear Map Files dialog box, which allows you to save shear maps in the Shearmap directory as .SHR
files.



Displays the current Shear map. Drag to reshape the response curve.



Displays the selected editing style. To use a different editing style, click the down arrow and choose a style from the list.



Click to display the response curve from left to right.



Click to display the response curve from top to bottom.



Click to smooth the response curve when you are using Freehand editing style. Each time you click, the response curve is
smoothed slightly more.



Swirl



Click to swirl your image in a clockwise direction.



Click to swirl your image in a counterclockwise direction.



Move the slider to adjust the number of whole rotations that occur.



Move the slider to adjust the number of partial rotations. For example, if you set the Whole Rotations value to 1, and the
Additional Degrees value to 90, your image will be rotated 450 degrees, or 1.25 times.



Displays the filter's settings as you change them.



Enable to set the center point. Click this button, then click where you want to place the center point. Disable to access the Hand
and Zoom tools.



Tile



Move the slider to adjust the number of times the image appears along the horizontal axis.



Move the slider to adjust the number of times the image appears along the vertical axis.



Enable this check box to force an identical number of horizontal and vertical tiles. When this option is enabled, moving one slider
also moves the other.



Trace Contour



Move the slider to set the brightness threshold that is used for outlining.



Click to trace the areas of your image where the brightness levels of the pixels fall below the value you have set using the Level
slider.



Click to trace the areas of your image where the brightness levels of the pixels exceed the value you have set using the Level
slider.



User Defined



Enable this check box to ensure that color values remain within the range of 0 to 255.



Type a divisor value. After Corel PHOTO-PAINT multiplies each matrix value by the brightness value of the corresponding pixel,
it adds the products together, and divides the sum by the value you type in the Divisor box. The divisor scales the resulting pixel
values to the correct range.



Type an offset value. This is the value that will be added to the final pixel values just before the effect is applied.



Type a description or name for the User Defined filter.



Click to open the Load User Defined Filter Files dialog box.



Click to open the Save User Defined Filter Files dialog box.



Type values into the Filter Values matrix. The matrix represents one pixel of the image and its surrounding pixels. Corel PHOTO-
PAINT multiplies each matrix value by the brightness value of the corresponding pixel in the image, adds the products together,
divides the sum by the divisor value, adds the offset value, and then applies the result to the pixel that is being evaluated.



Enable this check box to keep the values entered in the matrix symmetrical. For example, if you enter a value in the top left box
with this check box enabled, that same value will appear in the other three corner boxes.



Wet Paint



Move the slider to adjust the size of the paint drip.



Move the slider to adjust the range of colors that drip. Negative values cause the dark colors to drip; positive values cause the
light colors to drip.



Wind



Displays the angle from which the wind approaches the image. To change the wind's direction, type an angle in the box, or click
a location on the edge of the dial.



Whirlpool



Move the slider to adjust the spacing between swirls.



Move the slider to adjust the smear length.



Move the slider to adjust the amount of twisting in each swirl.



Move the slider to adjust the amount of detail in the streaks.



Enable this check box to allow the filter to warp your image. Disable it to maintain the shapes of the elements in your image.



Displays the currently used Whirlpool style. To use another, click the down arrow and choose one from the list.



Click to save the currently used style.



Click to delete the currently used Whirlpool style.



3D Effects



3D Rotate



Displays a preview of the rotated image.



Enable this check box to ensure that all parts of your image remain within the Image Window.



Displays a three-dimensional box that you manipulate to change the perspective of your image. The shaded plane of the box
represents the image. Move the vertical and horizontal sliders to rotate and position the three-dimensional model.



Move the slider to rotate the image horizontally.



Move the slider to rotate the image vertically.



Click to have the preview automatically update to reflect any changes you make to settings in the dialog box.



The Boss



Displays the selected preset style. To use a different style, click the down arrow and choose a style from the list.



Click to open the Save Preset dialog box, which allows you to save the current settings as a preset style.



Click to delete the current style.



Move the slider to adjust the width of the bevel.



Move the slider to adjust the smoothness of the bevel.



Move the slider to control the height of the bevel.



Move the slider to set the intensity of the light source.



Move the slider to adjust the amount of fading at the edge of the light shaft. A lower value results in a concentrated light source
(like a flashlight), whereas a higher value results in a softer, larger light source (like a ceiling light).



Displays the angle at which the light hits the bevel. To change the angle, click a location on the edge of the dial, or type a value
into the box.



Displays the angle at which the light bounces off the bevel. To change the angle, click a location on the edge of the dial, or type a
value into the box.



Displays the current edge style of the bevel. To use another edge style, click the down arrow and choose a style from the list.

® Gaussian: The drop-off has an S shape; it starts and ends with a round, gradual slope that is steep in between.
* Flat: The drop-off is a straight diagonal line that runs between the top and bottom edges of the bevel.
® Mesa: The drop-off is a curve that begins abruptly and ends with a rounded gradual slope.



Emboss



Click to create a relief using the original image colors.



Click to create a relief using gray as the embossing color. This produces an overall gray image with moderate, embossed
highlights.



Click to create a relief using black as the embossing color. This produces an overall black image with high-contrast, embossed
highlights.



Click to create a relief using the color you choose.



Move the slider to adjust the depth of the ridges and crevices in the relief.



Move the slider to adjust the amount of background color the relief will contain.



Displays the current angle at which the light is hitting the relief. Type a new value or adjust the existing value using the scroll
arrows.



Glass



Displays the selected preset glass style. To use a different style, click the down arrow and choose a style from the list.



Move the slider to adjust the amount of refraction. To adjust the angle at which the light bounces off the bevel, type a value in the
Angle box, or click a point on the edge of the Angle dial.



Move the slider to control the opacity of the sheet of glass.



Displays the current glass color. To use another color, click the down arrow and choose a color from the list.



Map To Object



Click to have your image appear to wrap around a sphere.



Click to have your image appear to wrap around a horizontal cylinder.



Click to have your image appear to wrap around a vertical cylinder.



Move the slider to adjust the direction and amount of wrapping. Negative percentage values wrap the image toward the back
(convex); positive percentage values wrap the image toward the front (concave).



Provides a list of preset quality levels that you can use when applying the filter.



Mesh Warp



Displays your image with the grid over it. Drag the nodes that intersect gridlines to distort your image.



Move the slider to adjust the number of gridlines. The more gridlines there are, the more control you have while you manipulate
your image.



Displays the current Mesh Warp style. If you have previously saved Mesh Warp styles, they appear in this list. To use a different
style, click the down arrow and choose a new style from the list.



Click to open the Save Meshwarp Files dialog box.



Click to delete the current Mesh Warp style.



Page Curl



Click if you want the page curl on the top left corner of the image.



Click if you want the page curl on the top right corner of the image.



Click if you want the page curl on the bottom left corner of the image.



Click if you want the page curl on the bottom right corner of the image.



Click to have the page curl begin along the top or bottom edge of your image. You can set the location of the curl by clicking one
of the buttons on the left.



Click to have the page curl begin along the left or right edge of your image. You can set the location of the curl by clicking one of
the buttons on the left.



Move the slider to adjust the width of the page curl. Increase the value to extend the page curl along the horizontal edge of the
image.



Move the slider to adjust the height of the page curl. Increase the value to extend the page curl along the vertical edge of the
image.



Displays the current curl color. To choose another color, click the down arrow, and click a color from the color picker.



Use to select a color for the curl from the image.



Displays the current background color. To choose another color, click the down arrow, and click a color from the color picker.



Use to select a color for the background from the image.



Click to make the curl completely opaque.



Click to change the transparency of the curl.



Perspective



Displays your image. To preview the current Perspective settings, click Preview or the Auto-Preview button.



Enable this check box to ensure that all parts of your image remain visible in the Image Window.



Click to enable the Perspective editing mode, which allows you to move two nodes at the same time in opposite directions,
providing the illusion of distance and perspective.



Click to enable the Shear editing mode, which allows you to skew the image by moving two nodes simultaneously.



Displays a two-dimensional model of your image that has nodes in each corner. Drag the nodes to manipulate the perspective of
the image.



Pinch/Punch



Move the slider to adjust the pinch or punch effect. Positive values apply a pinch effect, whereas negative values apply a punch
effect.



Zig Zag



Click to use distortion waves that resemble pond ripples.



Click to use distortion waves that extend outward from a central point and phase out toward the edges of your image. This
creates an effect that looks like the surface of a pond after you've thrown in a small stone.



Click to use distortion waves that extend from the center of your image. This creates an effect that looks like the surface of a
pond after you've thrown in a large stone. You can control whether the waves phase out toward the edges of the image by
moving the Damping slider.



Move the slider to adjust the number of distortion waves. The maximum number of waves that can be produced depends on the
dimensions of your image. If you choose a number of waves that causes the Result window to not display the effect, the number
is too high. This will occur mostly when you work with images that have small dimensions.



Move the slider to set the intensity of the distortion.



Move the slider to the right to make the distortion waves phase out toward the edges of your image. Move the slider to the left to
make the waves extend toward the edges.



Adjust



Blur Control



Click to undo the last adjustment made to the sharpness of the image. The Preview window is updated.



Click to toggle between viewing the Original and Result windows side-by-side and viewing a single, larger Result window.



Type the angle you want to use for the Motion Blur effect. You can also set the direction by clicking a position on the edge of the
dial.



Click a position on the edge of the dial to set the direction of the Motion Blur effect. You can also set the direction by dragging the
indicator on the dial or by typing a value in the box to the left.



Move the slider to set the intensity of the effects.



Displays how your image would look if you applied the Gaussian Blur filter. The Gaussian Blur filter produces a hazy effect,
slightly blurring the image. This filter can improve the quality of images that have sharp edges. Click to apply the effect.



Displays how your image would look if you applied the Motion Blur filter. The Motion Blur filter creates the illusion of movement in
your image. You select the direction of the motion by entering an angle value in the box or by dragging the light source on the
dial. Click to apply the effect.



Displays how your image would look if you applied the Smooth filter. The Smooth filter tones down the differences between
adjacent pixels with only a small loss of detail. Click to apply the effect.



Displays how your image would look if you applied the Directional Smooth filter. The Directional Smooth filter analyzes the
values of similarly colored pixels to determine the direction in which to apply the greatest amount of smoothing. Click to apply the
effect.



Displays how your image would look if you applied the Soften filter. The Soften filter smoothes and tones down harshness
without loss of image detail. Click to apply the effect.



Noise Control



Move the slider to set the intensity of each effect.



Move the slider to adjust the density of the noise added by each effect.



Displays how your image would look if you applied the More Spike filter. The More Spike filter uses colors that are distributed
around a narrow curve, producing a thin, light-colored grain. Click to apply the effect.



Displays how your image would look if you applied the More Gaussian filter. The More Gaussian filter prioritizes colors along a
Gaussian curve. This produces more light and dark pixels than the More Uniform filter. Click to apply the effect.



Displays how your image would look if you applied the More Uniform filter. The More Uniform filter adds colors randomly to
produce an overall granular appearance. Click to apply the effect.



Displays how your image would look if you applied the Diffuse filter. The Diffuse filter scatters colors to create a smooth
appearance. Click to apply the effect.



Displays how your image would look if you applied the Minimum filter. The Minimum filter darkens an image. Click to apply the
effect.



Displays how your image would look if you applied the Median filter. The Median filter removes noise from scanned images that
have a grainy appearance. Click to apply the effect.



Displays how your image would look if you applied the Maximum filter. The Maximum filter lightens an image without washing out
image detail. Click to apply the effect.



Displays how your image would look if you applied the Jaggy Despeckle filter. The Jaggy Despeckle filter scatters colors in your
image to create a soft, blurred effect with minimal distortion. It is most effective for removing the jagged edges that appear in line
art or high-contrast images. Click to apply the effect.



Displays how your image would look if you applied the Remove Noise filter. The Remove Noise filter softens the edges and
reduces the speckled effect that can occur during scanning. Click to apply the effect.



Sharpen Control



Move the slider to adjust how large a value change must occur to any given pixel before the effect is applied.



Displays how your image would look if you applied the Unsharp Mask filter. The Unsharp Mask filter accentuates edge detail and
sharpens smooth areas. Click to apply the effect.



Displays how your image would look if you applied the Adaptive Unsharp filter. The Adaptive Unsharp filter accentuates edge
detail without affecting the rest of the image. Click to apply the effect.



Displays how your image would look if you applied the Sharpen filter. The Sharpen filter sharpens the overall focus of your
image. Click to apply the effect.



Displays how your image would look if you applied the Directional Sharpen filter. The Directional Sharpen filter analyzes similarly
colored pixels to determine the direction in which to apply the greatest amount of sharpening. Click to apply the effect.



Displays how your image would look if you applied the Find Edges filter. The Find Edges filter sharpens the outlines of your
image. Click to apply the effect.



Artistic Effects



Canvas



Move the slider to adjust the transparency of the effect.



Move the slider to adjust the embossing of the effect. Embossing gives the canvas a raised, relief effect.



Move the slider to adjust the horizontal offset of the canvas map.



Move the slider to adjust the vertical offset of the canvas map.



Click to enable the Offset slider so that you can adjust rows of tiles.



Click to enable the Offset slider so that you can adjust columns of tiles.



Click to disable tiling of the canvas map. This stretches the canvas map to fit your image.



Move the slider to adjust the offset of the canvas map tiles. Click either the Rows or Columns button (to the left) to determine
whether you offset the tiles in a horizontal or vertical fashion.



Displays the current canvas map.



Displays the name of the selected canvas map.



Click to open the Load Canvas Map Files dialog box.



Glass Block



Move the slider to adjust the width of the glass blocks.



Move the slider to adjust the height of the glass blocks.



Enable this check box to force the width and height of the glass blocks to be the same. When this option is enabled, moving one
slider also moves the other slider.



Impressionist



Move the slider to determine the amount of pixel displacement that occurs along the horizontal axis.



Move the slider to determine the amount of pixel displacement that occurs along the vertical axis.



Enable this check box to force the horizontal and vertical pixel displacement values to be the same. When this option is enabled,
moving one slider also moves the other slider.



Smoked Glass



Move the slider to adjust the opacity of the tint.



Move the slider to adjust the amount of blurring (blurring produces distortion that mimics how your image would appear if you
viewed it through glass).



Click the down arrow, and click a color from the color picker. To choose from a larger selection of colors, click Others, which
opens the Select Color dialog box.



Vignette



Click to use black as the frame color.



Click to use white as the frame color.



Click the down arrow, and click a color from the color picker for the frame color. To choose from a larger selection of colors, click
Others, which opens the Select Color dialog box.



Click to use an oval fame.



Click to use a circular frame.



Click to create a rectangular frame.



Click to create a square frame.



Move the slider to adjust the size of the frame.



Move the slider to adjust the fade rate between the image and the frame.



Blur Effects



Jaggy Despeckle



Move the slider to adjust the number of neighboring pixels evaluated, or type a value in the box.



Enable this check box to force the width and height values to be the same. When this is enabled, moving one slider will also
move the other.



Low Pass



Move the slider to set the intensity of the effect. Move the slider to the right to reduce harsh transitions between shadows and
highlights.



Move the slider to adjust the number of pixels that are successively selected and evaluated when you apply the effect.



Motion Blur



Move the slider to determine the intensity of the effect.



Type an angle value in the box to set the direction of blurring.



Click the edge of the dial to set the direction of blurring.



Click to have the blurring ignore the pixels that fall outside the image.



Click to have the blurring start with the paper color.



Click to have the blurring start with the colors at the edge of the image.



Radial Blur



Use to set the center point. Click this button, then click where you want to place the center point. Disable to access the Hand and
Zoom tools.



Move the slider to adjust the range of the effect.



Click to make your image appear to spin around the center point.



Click to blur your image outward from a center point. The center point is protected from change, and the effect becomes more
prevalent as you move away from the center point.



Click to apply a high-quality level, but at a slightly slower speed.



Click to apply a low-quality level, but at a faster speed.



Color Transform Effects



Bit Planes



Move the slider to adjust the sensitivity of the effect on the red
plane. Higher values produce coarser changes. At the highest
settings your image will show large, flat areas where the image is
brightest and darkest. At the lowest settings, your image will show
the finest levels of tone variation.



Move the slider to adjust the sensitivity of the effect on the green plane. Higher values result in coarser changes. At the highest
settings the image will show large, flat areas where the image is brightest and darkest. At the lowest settings, the image will
show the finest levels of tone variation.



Move the slider to adjust the sensitivity of the effect on the blue plane. Higher values result in coarser changes. At the highest
settings the image will show large, flat areas where the image is brightest and darkest. At the lowest settings, the image will
show the finest levels of tone variation.



Enable this check box to force the values of the red, green, and blue color planes to be the same. When this option is enabled,
moving one slider will move the other two sliders at the same time.



Move the slider to adjust the sensitivity of the effect on the gray plane. Higher values result in coarser changes. At the highest
settings the image will show large, flat areas where the image is brightest and darkest. At the lowest settings, the image will
show the finest levels of tone variation.



Halftone



Move the slider to set the angle of the cyan color screen. The angle of the screen determines how the color mixes with the other
screens. You can adjust the screen angles to produce a wider range of colors.



Move the slider to set the angle of the magenta color screen. The angle of the screen determines how the color mixes with the
other screens. You can adjust the screen angles to produce a wider range of colors.



Move the slider to set the angle of the yellow color screen. The angle of the screen determines how the color mixes with the
other screens. You can adjust the screen angles to produce a wider range of colors.



Move the slider to set the angle of the black color screen. The angle of the screen determines how the color mixes with the other
screens. You can adjust the screen angles to produce a wider range of colors.



Noise Effects



Add Noise



Move the slider to set the density of the noise (random pixels) you are adding.



Enable this check box to apply randomly colored noise to the image.



Click to apply noise along a Gaussian distribution curve. Most of the colors that are added using this setting will resemble the
original colors.



Click to apply noise using the Spike method. This produces a thin, light-colored grain.



Click to apply noise using the Uniform method. This results in an overall granular appearance.



Dust And Scratch



Move the slider to determine how large a change in value must occur to any pixel before the effect is applied.



Move the slider to set the range of the effect. Move the slider to the right to increase the number of pixels that are successively
selected and evaluated when you apply the effect.



Remove Moire



Type an output dpi value in the box to set the resolution of the image after the filter is applied.



Displays the image's original resolution.



Remove Noise



Enable this check box to have Corel PHOTO-PAINT automatically calculate the noise reduction level that is required to improve
image quality.



Move the slider to set the brightness level at which pixels are considered noise.



Render Effects



3D Stereo



Move the slider to adjust the depth of the stereogram image.



Enable this check box to show two dots that help you focus on the stereogram image. Adjust your focus so that the two dots
become three, and then move your gaze up to the image.



Lens Flare



Click to have the preview window automatically update to reflect any changes you make to settings in the dialog box.



Click to create a lens flare effect that mimics focal lengths between 50 mm (standard lens, normal perspective) and 300 mm
(telephoto/zoom lenses, magnified perspective).



Click to create a lens flare effect that mimics a moderate wide-angle lens.



Click to create a lens flare effect that mimics a moderate telephoto/zoom lens.



Move the slider to determine the intensity of the light. The effect of the brightness setting varies with different lens types.



Displays the color of the flash. To change the color, click the down arrow and click a color on the color picker. To choose from a
larger selection of colors, click Others, which opens the Select Color dialog box.



Displays a preview of your image with the current settings applied to it.



Lighting Effects



Click to add a light source.



Click to delete the selected light source from the Preview window. To select a light source, click it in the Preview window.



Click to view the light source(s) in the Preview window.



Type the horizontal coordinate for the position of the light source. You can also move the light source by dragging it in the
Preview window.



Type the vertical coordinate for the position of the light source. You can also move the light source by clicking and dragging it in
the Preview window.



Lists all available preset lighting styles. Match different preset light styles with preset light types to find the lighting effect you
need. To use another light style, click the down arrow and choose a style from the list.



Click to open the Save Preset dialog box, which allows you to save your settings as a preset lighting style.



Click to open the Preset dialog box, which allows you to delete the current lighting style from the Styles list box.



Lists the two available types of light sources.



Click to apply the Spotlight light source type.



Click to apply the Directional light source type.



Click to turn the light source on.



Displays the color of the light source. To change the color, click the down arrow and click a color on the color picker. To choose
from a larger selection of colors, click Other, which opens the Select Color dialog box.



Move the slider to adjust the brightness of the light(s).



Move the slider to adjust light cone size settings. A low setting produces a narrow, more intense point of light (like a flashlight). A
higher setting produces a wide, diffused ray of light that illuminates a much larger area (like a ceiling lamp). The range is from 1
to 180 degrees.



Move the slider to adjust the amount of fading at the edge of the light shaft. A lower value provides a softer transition between lit
and unlit areas.



Type an angle value in the box to set the direction of the light source.



Click the edge of the dial to set the direction of the light source.



Click to apply the Omni preset light source type.



Move the slider to adjust the amount of white the light sources contain.



Move the slider to set the intensity of the ambient light. Positive values add light; negative values subtract light.



Click to turn the ambient light on.



Displays the color of the ambient light . To change the color, click the down arrow and click a color on the color picker. To choose
from a larger selection of colors, click Other, which opens the Select Color dialog box.



Move the slider to adjust the brightness of the image.



Displays the channel in which you are creating a texture. To work in another channel, click the down arrow and choose a channel
from the list. If you don't want to use a texture, choose None.



Move the slider to adjust the amount of texture on the surface of your image. A higher value results in more raised surfaces for
the light to bounce off of.



Move the slider to adjust the contrast of the texture. A setting of O uses all 256 grayscale values, whereas a setting of 100 uses
just the values 0 and 255 (black and white).



Sharpen Effects



Find Edges



Click to create a smooth, blurred outline.



Click to create a sharp, crisp outline.



High Pass



Move the slider to set the intensity of the effect. Move the slider to the right to remove more shadow detail.



Sharpen



Move the slider to determine the amount of edge sharpening.



Move the slider to determine how great a change in value must occur to any pixel before the effect is applied.



Fancy Effects



Alchemy



Click one of the tabs to set controls for the Alchemy effect.



Displays the name of the current brush.



Displays six different brush types. Click the brush type you want to use.



Click to apply the brushstrokes without a specific or repeating pattern.



Click to apply the brushstrokes so that they overlap brushstrokes that are below and to the right. Most of the top and left sides of
the brushstrokes won't be visible.



Click to apply the brushstrokes so that the brightest portion of the stroke is always visible.



Displays the current brush shape.



Click to open the Load Brush dialog box, which allows you to load a brush type. Corel PHOTO-PAINT comes with many preset
brushes, and you can load any grayscale .BMP file as a brush. The grayscale .BMP works like a mask: white sections are

affected by change, black sections are protected from change, and gray areas are affected in varying degrees according to their
brightness values.



Click to set the seed value randomly. The Alchemy filter uses the seed value as the basis for its calculations for applying
brushstrokes. Use the Randomize button when you are mostly satisfied with the effect but would like to change the application of
the brushstrokes. For example, if the brushstrokes are smearing a face, randomizing the seed value will place the brushstrokes
at different locations and correct the problem.



Displays the current seed value, which the Alchemy filter uses as the basis for its calculations for applying brushstrokes. Click
the Randomize button to set the seed value randomly.



Move the slider to control the amount of horizontal variation in the brushstrokes.



Move the slider to control the amount of vertical variation in the brushstrokes.



Move the slider to control the density of the brushstrokes.



Displays the number of strokes.



Displays the selected preset style. Each style is a unique combination of different settings, which you can use as is or customize
using the controls in the dialog box. To use another style, click the down arrow and choose a style from the list.



Saves the current style. If you haven't previously saved the style, the Save As dialog box opens, which allows you to assign a
name to the style.



Click to open the Save As dialog box, which allows you to save a customized style and add it to the Style list box.



Click to delete the current custom style from the Style list box. You can't delete the preset styles that come with Corel PHOTO-
PAINT.



Click to base each brushstroke on the color of the pixel that falls in the center of the brushstroke.



Click to base all brushstrokes on the color displayed below.



Displays the current brush color. To use a different color, click the down arrow and click a color on the color picker. Click Others
to open the Select Color dialog box.



Click to apply the brushstrokes to your image.



Click to apply the brushstrokes to a solid colored background.



Displays the current background color. To use a different color, click the down arrow and click a color on the color picker. Click
Others to open the Select Color dialog box.



Move the slider to control the amount of hue variation each brushstroke contains.



Move the slider to control the amount of saturation variation each brushstroke contains.



Move the slider to control the amount of brightness variation each brushstroke contains.



The function of this slider changes depending on the pattern you have chosen in the Vary Brush Size list box.

Size: Move the slider to adjust the size of the brushstrokes.

Center: Move the slider to adjust the size of the brushstrokes toward the center of the radial pattern.
Top: Move the slider to adjust the size of the brushstrokes along the top of the vertical plane.

Left: Move the slider to adjust the size of the brushstrokes along the left side of the horizontal plane.
Warm: Move the slider to adjust the size of the warm brushstrokes.

Unsaturated: Move the slider to adjust the size of the unsaturated brushstrokes.

Dark: Move the slider to adjust the size of the dark brushstrokes.



Move the slider to adjust the amount of variation in the size of the brushstrokes.



Displays the current pattern that is being used to vary the size of the brushstrokes. To use another pattern, click the down arrow
and choose a pattern from the list. The Adjust sliders change to reflect the pattern you choose.



Displays the brush variation.



Opens the Center dialog box, which allows you to select a center point if you have chosen By Radial Distance as the Vary Brush
Size setting. The center point determines the point at which the brushstrokes change in size. Click the location you want to use
as the center point.



Displays a cross hair where the center point is located.



Indicates the distance in pixels of the center point from the left edge of your image.



Indicates the distance in pixels of the center point from the top edge of your image.



The function of this slider changes depending on the pattern you have chosen in the Vary Brush Angle list box.

Angle: Move the slider to adjust the angle of the brushstrokes.

Center: Move the slider to adjust the angle of the brushstrokes toward the center of the radial pattern.
Top: Move the slider to adjust the angle of the brushstrokes along the top of the vertical plane.

Left: Move the slider to adjust the angle of the brushstrokes along the left side of the horizontal plane.
Warm: Move the slider to adjust the angle of the warm brushstrokes.

Unsaturated: Move the slider to adjust the angle of the unsaturated brushstrokes.

Dark: Move the slider to adjust the angle of the dark brushstrokes.



Move the slider to adjust the amount of variation in the angle of the brushstrokes.



Displays the current pattern that is being used to vary the angle of the brushstrokes. To use another pattern, click the down arrow
and choose a pattern from the list. The Adjust sliders change to reflect the pattern you choose.



Displays the angle variation.



Opens the Center dialog box, which allows you to select a center point if you have chosen By Radial Distance as the Vary Brush
Angle setting. Click the location you want to use as the center point.



The function of this slider changes depending on the pattern you have chosen in the Vary Brush Transparency list box.

Angle: Move the slider to adjust the transparency of the brushstrokes.

Center: Move the slider to adjust the transparency of the brushstrokes toward the center of the radial pattern.
Top: Move the slider to adjust the transparency of the brushstrokes along the top of the vertical plane.

Left: Move the slider to adjust the transparency of the brushstrokes along the left side of the horizontal plane.
Warm: Move the slider to adjust the transparency of the warm brushstrokes.

Unsaturated: Move the slider to adjust the transparency of the unsaturated brushstrokes.

Dark: Move the slider to adjust the transparency of the dark brushstrokes.



Move the slider to adjust the amount of variation in the transparency of the brushstrokes.



Displays the current pattern that is being used to vary the transparency of the brushstrokes. To use another pattern, click the
down arrow and choose a pattern from the list. The Adjust sliders change to reflect the pattern you choose.



Displays the transparency variation.



Opens the Center dialog box, which allows you to select a center point if you have chosen By Radial Distance as the Vary Brush
Transparency setting. The center point determines the point at which the brushstrokes change in size. Click the location you
want to use as the center point.



Displays how your image would look if you applied the effect using the current settings.



Terrazzo



Displays the source image and the area that is used to create the kaleidoscopic pattern. To use a different area of the image,
drag the enclosed area to its new location. To resize the enclosed area, drag the node on its corner.



Click to open the Symmetry dialog box, which contains all the patterns you can use to create a kaleidoscopic pattern from your
image.



Displays how the base tile would look if you applied the current settings.



Displays the dimensions of the tile.



Displays how your image would look if you applied the Terrazzo effect using the current settings.



Click to open the Save Tile dialog box, which allows you to save the tile for use as a pattern or canvas.



Displays the different symmetry patterns you can use as the basis of your kaleidoscopic pattern. Click one to select it.



Displays the filename of the image you are using to create the kaleidoscopic pattern. To use another image, click the down arrow
and choose New Image. You can then load any image to use as the source image.



Move the slider to adjust the fade rate between tiles. At a setting of 0, the boundaries between tiles are stark. At a setting of 100,
the tiles fade into each other.



Enable this check box to view the feather boundary in the Original window. The feather boundary indicates the area over which
one tile fades into the next.



Displays the current merge mode, which determines the way the effect is combined with the pixels that already exist in your
image. To use another merge mode, click the down arrow and choose a mode from the list.



Move the slider to adjust the opacity of the effect.



Enable this check box if you want the Result window to reflect changes as you make them. Disable to update the Result window
each time you release the mouse button.



Displays the number of undo levels that must be increased to make the Undo command available for all objects included in the
Repeat operation.



Click to increase the undo levels to the specified number.



Click to checkpoint the image at its current state.



Click to repeat the effect without increasing the undo levels or checkpointing the image.



special overview help topic for Undo Or Checkpoint dialog box



Undo Or Checkpoint dialog box

Once you have applied an effect filter to your image, you can choose one of the Repeat commands (Effects menu) to reapply the
most recently used filter. The settings you chose for the filter are retained, and the filter's dialog box does not reopen.

If you choose either the Last Effect To All Visible or the Last Effect To All Selected command from the Repeat flyout, the Undo Or
Checkpoint dialog box opens. In this dialog box, you can choose to increase the number of Undo levels, checkpoint the image in
its current state, or continue without changing the number of Undo levels or checkpointing the image. Enabling the Increase
Undo Levels To button makes the Undo command available for all the objects included in the Repeat command.












Displays the fill name and color swatch of the selected object.



Displays the outline name and color swatch of the selected object.



Displays the width, height and position details of the selected object.






Displays the current fountain fill type. Choose one of the four fountain fill types from this list box. Linear shows a progression of
colors in a straight line. Radial shows a progression of colors in a series of concentric circles that radiates from the center of the
object outwards. Conical shows a progression of colors in a circular path that radiates from the center of the object. Square
shows a progression of colors in a series of concentric squares that radiate from the center of the object outwards.



Alters the appearance of a radial, conical, or square fountain fill, so that the center point doesn't appear in the center of the
object. Negative values shift the center to the left, positive values shift the center to the right.



Alters the appearance of a radial, conical, or square fountain fill, so that the center point doesn't appear in the center of the
object. Negative values shift the center down, positive values shift the center up.



Changes the angle of linear, conical, and square fountain fills. Changing the angle of gradation effects the slant of the fountain
fill. Positive values rotate the fill counterclockwise; negative values rotate it clockwise. Radial fountain fills, however, progress in
a series of concentric circles, so you cannot change their angle.



Changes the appearance of fountain fills, both on screen and when printed. Increasing the number of bands used to display the
fountain fill will provide a smoother blend, but results in increased printing times. Decreasing this value will result in faster
printing, but the transition between shades may be coarse, which causes an effect known as banding.

When the Steps box is locked, the fill prints with the number of steps specified in the Print Options dialog box and displays with
the number of steps specified in the Options dialog box.



Locks and unlocks the Steps box. The Steps box is unlocked when the button appears pressed.



Determines how long the beginning and ending colors remain as solid colors before they start blending with the next color in the
fountain fill. Higher values allow the colors to remain solid longer before blending, causing the colors to spread more quickly.
Lower values result in a smooth transformation between the two colors. The maximum setting is 45%. The Edge Pad option is
not available for conical fills.



Displays a thumbnail image of the selected fountain fill. You can change the fill's orientation by dragging the pointer in the
preview box. Hold down the CTRL key while dragging to constrain the angle of the arrow to 15 degree intervals.



These controls let you modify the intermediate colors of your fill. Enable Two Color to make the fill a blend of two colors that you
select. Enable Custom to create a fountain fill that includes more colors.

When you enable Custom, the color blend preview ribbon and the color palette are displayed. Above the preview ribbon you see
two small square markers which represent the start and end colors of the custom fill. Double-click anywhere between these
markers, or anywhere in the color blend preview ribbon, to place an intermediate marker shown as a small triangle. To choose a
color for the fill, click the marker, or click the color blend preview ribbon at the location of a marker, and click the color you want in
the color palette on the right. When you click a marker or the color blend, the Current color button displays the corresponding
color. Drag the markers to adjust the location of colors in your fill.



Displays controls to set the starting and ending colors of your fill, and the path that the colors follow across the Color Wheel.



Displays controls that let you customize your fountain fill by adding intermediate colors. You can add up to 99 intermediate colors
to your custom fountain fill. You can also specify where you want the intermediate colors to appear.



Shows the position of the selected intermediate color, indicated with a color marker. You can change a marker's position by
adjusting the value displayed in this box.



Opens a Color Palette from which you can assign an intermediate color for the selected marker. Click the Others button to create
or select a custom color.



Changes the intermediate color for the selected marker. Click the color you want, or use the scroll bars to see more of the Color
Palette.



Previews your custom fountain fill. You can add, remove, or edit color markers by clicking just above the preview ribbon. You can
add up to 99 intermediate colors to your fountain fill.



Indicate the positions of intermediate colors in a custom fountain fill. Each triangle marks a peak of color in your fountain fill. Add
a new marker by double-clicking a blank spot above the preview ribbon; reposition it by dragging along the preview ribbon;
change its color by clicking a color from the Color Palette; delete it by double-clicking.



Determines the intermediate fill colors, according to hue and saturation changes along a straight line, beginning at the From
color and continuing across the Color Wheel to the To color.



Determines the intermediate fill colors, according to hue and saturation changes, using a counterclockwise path around the Color
Wheel.



Determines the intermediate fill colors, according to hue and saturation changes, using a clockwise path around the Color
Wheel.



Opens a Color Palette from which you can choose a color for the start of the fountain fill's color progression. Click the Others
button to create or select a custom color.



Opens a Color Palette from which you can choose a color for the end of the fountain fill's color progression. Click the Others
button to create or select a custom color.



Shows the color path that determines your intermediate fill colors.



An imaginary line that appears between two colors in a fountain fill. The value of the mid-point represents the position of the mid-
point in relation to two fountain fill colors. By adjusting this value, you can set the point at which two colors in a fountain fill
converge.



Displays a list of pregenerated fountain fills. Save a modified fountain fill by typing a name in this field and clicking the Add
button.



Saves the current custom fountain fill. If you have created the fill from scratch, you must first type a name in the Presets field.
New patterns are added to the pattern list and placed in alphabetical order.



Deletes the selected custom fountain fill from the Presets list.



Opens the PostScript Options dialog box, where you can adjust the halftone screen settings for spot colors.






Creates a two-color pattern, which only includes the two colors that you assign.



Creates a full-color pattern, which is a pattern composed of lines and fills, instead of dots of color like a bitmap. These pictures
are smoother and more complex than bitmap images and are generally easier to manipulate.



Creates a bitmap pattern, which is a regular color picture (like you might get with an electronic photograph).



Displays a thumbnail image of the currently selected pattern.



Displays a list of colors you can apply to the background of the pattern. Use the scroll bars to see other colors in the list. When
you find the one you want, click on it. To close the box without making a selection, press the ESC key.



Displays a list of colors you can apply to the foreground of the pattern. Use the scroll bars to see other colors in the list. When
you find the one you want, click on it. To close the box without making a selection, press the ESC key.



Opens the Two-Color Pattern Editor, where you can create your own two-color patterns.



Specifies a custom pattern tile width from .10 of an inch to 15 inches.



Specifies a custom pattern tile size.



Specifies a custom pattern tile height from .10 of an inch to 15 inches.



Opens the Import dialog box, where you can import a graphic to use as your pattern.



Permanently removes the current pattern from the pattern list.



Changes the resolution of the Edit Grid to 16 x 16 squares. You lose all pattern edits when you change resolutions.



Changes the resolution of the Edit Grid to 32 x 32 squares. You lose all pattern edits when you change resolutions.



Changes the resolution of the Edit Grid to 64 x 64 squares. You lose all pattern edits when you change resolutions.



Changes the pen size to 1 grid square.



Changes the pen size to a 2 x 2 square.



Changes the pen size to a 4 x 4 square.



Changes the pen size to an 8 x 8 square.



Specifies the placement of the first tile relative to the upper left corner of the object's highlighting box. Increasing the value
moves the pattern right; decreasing the value moves the pattern left.



Specifies the placement of the first tile.



Specifies the placement of the first tile relative to the upper left corner of the object's highlighting box. Increasing the value in the
Y box moves the pattern down; decreasing the value moves the pattern up.



Shifts alternating rows or columns by the amount specified.



The percentage of the tile size for the row.



The percentage of the tile size for the column.



When enabled, the pattern fill will rotate and skew with the object.



Rotates the pattern fill in a clockwise or counterclockwise direction.



Specifies the transformation of the pattern.



Skews the pattern fill.






Creates a Two-Color, or vector, pattern from the image you select.



Creates a Full-Color, or vector, pattern from the image you select.



These controls let you change the resolution of the two-color bitmap pattern you are creating.



Creates a low-resolution, two-color bitmap pattern.



Creates a medium-resolution, two-color bitmap pattern.



Creates a high-resolution, two-color bitmap pattern.






Shows the current texture library. Click in this field to get a drop-down list of available texture libraries.



Opens the Save Texture As dialog box, where you can add a new texture to one of your libraries, or overwrite an existing texture
with the current one.

You cannot overwrite textures in the Style Library, but you can modify them and then save the modified textures in other libraries.



Deletes the selected texture. You can delete textures from any Library except the Styles library.



Shows a list of the textures in the current texture library. Click on the texture you want, or use the scrollbars to see the entire list.



Displays a preview of the texture with the current parameters. Click the Preview button to update the preview after making
changes to the texture parameters.



Updates the texture preview to reflect any changes to the texture parameters.

If you have not made any changes, the Preview button varies the selected texture by randomly changing all unlocked
parameters. Click a parameter's Lock icon to lock or unlock it.



Opens the Texture Options dialog box, where you can set the resolution and maximum tile width of your texture fill.



Lists parameters for the current texture. Changing one or more of these parameters alters the appearance of the texture.

To see the effect of your changes to the texture parameters, click the Preview button. If you have not made any changes since
the last time you updated the preview, clicking the Preview button randomizes all unlocked parameters. Click a parameter's Lock

icon to lock or unlock it.



Each texture can have up to eleven numeric parameters that control different aspects of the texture generation. To change a
numeric parameter, enter a value in the text box.



Each texture can have up to eleven color parameters that control the different shades used to create the texture. To change a
color, click on the color button and select a new one from the pop-up palette. Click the More button to create a color or to choose
it by name.



Locks and unlocks the texture parameters.

If you have not made changes to any parameters, clicking the Preview button varies the selected texture by randomly changing
all unlocked parameters. Locked parameters are not randomized when you click the Preview button.



Sets the resolution at which your pattern will print.



Sets the maximum width of your pattern at full resolution. Larger tile widths take more memory to draw.



Displays the amount of memory your bitmap will use at its maximum tile width. Reduce the Maximum Tile Width value to
conserve memory.



Returns the texture options to their default settings.



Opens the Tiling dialog box, where you can set the tile size, origin and transformation values.



Click this to display an overview of this dialog box.

For Help on an item, click at the top of the dialog box, and then click the item.






Lists the available PostScript textures by name. Click a PostScript texture, or use the scroll bars to see the entire list.



Displays the name of the current PostScript texture. Enable Preview fill to preview the texture, and click Refresh to regenerate
the texture after changing the parameters.



Regenerates the PostScript texture preview with the current parameters.



Previews the PostScript texture. Click Refresh to regenerate the texture after changing the parameters.



Each texture can have up to five numeric parameters that control different aspects of the texture generation. To change a
numeric parameter, enter a value in the text box.









Displays the types of fills available.



A number of preset outline widths are available from this list box.



If you want more control over the fill, click the Edit Fill button to access a dialog box that contains more advanced controls.



Click the color picker, then click a color for the start of the fill's color progression or select a pattern . Click the Others button to
create or choose a custom color.



Click the color picker then select a color for the end of the fill's color progression.






Choose a color model from this list box. Color models are essentially colors that have been arranged into charts. You can use
these charts to choose or identify colors for your image. Color models use mathematical representations of a color space to
provide a standard against which we can measure color. There are nine available color models in CoreIDRAW.



The color component fields show the numeric values of the selected color. Components change for each color model and palette
selected. For colors in the custom palette, the components correspond to the color model or color matching palette through
which the color was edited.



Opens the Color Roll-Up, which is used to mix and match colors. The Roll-Up shows color swatches , the numeric values for
each component of the active color, the name of the active color (if a name has been defined for the color), and more.






A type of fountain fill that shows a progression of colors in a straight line. You can apply custom or built-in linear fills that use a
direct progression from one color to another or a cascade of different colors.



A type of fountain fill that shows a progression of colors in a series of concentric circles that radiates from the center of the object
outwards. You can apply custom or built-in radial fills that use a direct progression from one color to another or a cascade of
different colors.



A type of fountain fill that shows a progression of colors in a circular path that radiates from the center of the object. You can
apply custom or built-in conical fills that use a direct progression from one color to another or a cascade of different colors.



A type of fountain fill that shows a progression of colors in a series of concentric squares that radiate from the center of the
object outwards. You can apply custom or built-in square fills that use a direct progression from one color to another or a
cascade of different colors.



Move the slider to adjust the fountain fill's mid-point, the line between two colors in a fountain fill. The value of the mid-point
represents the position of the mid-point in relation to two fountain fill colors. By adjusting this value, you can set the point at
which two colors in a fountain fill converge.

You can also adjust the mid-point by typing a specific value in the Mid-Point box. You can specify a value from 1 to 99.



The Angle (top box) changes the slant of linear, conical, and square fountain fills. Changing the angle of gradation effects the
appearance of the fountain fill. Positive values rotate the fill counterclockwise; negative values rotate it clockwise. Radial fountain
fills, however, progress in a series of concentric circles, so you cannot change their angle.

The Edge Pad (bottom box) determines how long the beginning and ending colors remain as solid colors before they start
blending with the next color in the fountain fill. Higher values allow the colors to remain solid longer before blending, causing the
colors to spread more quickly. Lower values result in a smooth transformation between the two colors. The maximum setting is
45%. The edge pad option is not available for conical fills.






Displays a list of colors you can apply to the foreground or background of the pattern. Use the scroll bars to see other colors in
the list. When you find the one you want, click on it. To close the box without making a selection, press the ESC key.



Sets the tile size to 0.25 x 0.25 inches, or to 25%.



Sets the tile size to 0.50 x 0.50 inches, or to 50%.



Sets the tile size to 1.00 x 1.00 inches, or to 100%.



Specifies a custom pattern tile width (top box) and height (bottom) from .10 of an inch to 15 inches.



When enabled, the pattern fill will rotate and skew with the object.



Opens the Create Pattern dialog box, which lets you create your own two-color and full-color pattern fills. Newly-created patterns
are added to those accessed through the pattern fill icons in the Fill Tool flyout.






Shows the current texture library. Click in this field to get a drop-down list of available texture libraries, then choose the name of
the texture you want.



Click this button to regenerate the texture fill, creating a totally new look.



Opens the Texture Options dialog box, which allows you to adjust the resolution of the bitmap used, and adjust the tile width and
bitmap size.






Shows the current PostScript texture library. Click in this field to get a drop-down list of available texture libraries, then choose
the name of the texture you want.






Special Fill Roll-Up

The Special Fill Roll-Up is a quick way to apply complicated fills to your objects. You can use the Roll-Up to apply a single fill, or
leave it on screen to rapidly fill a group of objects. You can apply one of three different types of fills using the Special Fill Roll-Up:

Fountain Fills

Fountain fills display a progression between two colors following a linear, radial, conical, or square path. You can use the
CorelDRAW preset fountain fills to simulate the appearance of neon tubes, metal cylinders, and a variety of other real-life
objects.

Texture fills

Texture fills are fractally generated pictures that you can use to give your object the appearance of natural materials. You can
select from a series of pregenerated textures, or generate your own variations.

Pattern Fills

Pattern fills are pregenerated, symmetrical images that easily lend themselves to tiling. You can import bitmaps or vector
graphics for use as pattern fills, or you can create simple two-color bitmap patterns. The effect you create is similar to the one
you create by applying wallpaper to a wall. There are three types of pattern fills: two-color bitmap pattern, full-color bitmap
pattern, and vector pattern.

* Atwo-color bitmap pattern is a very simple picture composed of only "on" and "off" pixels. There are no colors in the bitmap
except for the two you define in the Two-Color Bitmap Pattern dialog box.

* Abitmap pattern is a regular color picture such as you might get with an electronic photograph.

* Afull-color pattern is a picture composed of lines and fills instead of just dots of color like a bitmap. These pictures are
smoother and more complex than bitmap images, and are generally easier to manipulate.

For more information

* For information about a specific control in this Roll-Up, right-click the control and choose What's This?.

* For more information on applying fills to objects, see "Filling objects."



Common



Prompts you to choose an existing object, and displays that object's fill attributes in the Fill Roll-up. You can then easily apply the
same fill to other objects.



Opens a dialog box where you can further refine your fill properties.



Applies your fill to the selected objects. If no objects are selected, you can define the default fill for new objects.



Displays controls for choosing and editing fountain fills.



Displays controls for choosing and editing pattern fills. There are three different types of pattern fills: two-color, full-color, and
bitmap fills.



Displays controls for choosing texture fills.



Fountain fill



Opens a flyout from which you can choose a new foreground color.



Opens a flyout from which you can choose a new background color.






Displays a thumbnail image of the selected pattern fill.






Displays a thumbnail image of the selected texture fill.






Object Properties Docker window

Allows you to change an object's properties, such as its shape, various text attributes as well as fill and outline attributes. Also
allows you to change the attributes and behavior of all the Fill, Outline, and Polygon tools. The list box at the top of the Docker is
used to choose the tool; the properties displayed change according to the tool selected in the list.

For more information
* For more information about a specific control in this Docker, right-click the control and choose What's This?

* For more information about filling and outlining objects, see "Eilling and outlining objects."






Applies the changes of all the Properties Pages to the selected object.



Applies the changes of the current Properties Page to the selected object.



Locks the settings on the Rectangle page so that they will not change when you click another object created with the Rectangle
tool.



Locks the settings on the Ellipse page so that they will not change when you click another object created with the Ellipse tool.






Displays the number of objects in the current selection.



Displays the layer on which the selected object is located.



Displays a brief description of the selected object. For individual objects created in CoreIDRAW, it shows the shape of the object
or, in the case of text objects, the type of text and the font used. For grouped objects. it shows the number of objects found in the
group. For OLE objects, it shows the type of object.



Makes paragraph text flow around objects. This option appears only when an object is selected.



Allows you to flow text around objects.



Determines the distance that appears around objects that text is flowed around.






Displays the width of the area enclosed by the selection handles



Displays the height of the area enclosed by the selection handles.



Shows the horizontal and vertical coordinates of the selection's center point location, relative to the rulers.



Shows the horizontal and vertical coordinates of the selection's center of rotation, relative to the rulers. The default location of the
center of rotation is the center of the selection. The coordinates shown here are different from the selection's center point only if
the center of rotation has been moved manually from its default location.






Opens the Uniform Fill dialog box where you can select a specific color.



Displays controls for choosing uniform color fills.



Displays controls for choosing two-color bitmap, full-color pattern, or Bitmap pattern fills to your objects.



Displays controls for choosing PostScript texture fills.



Removes the fill from the current object, leaving it transparent.



Displays the current color.



Displays a type of fountain fill that shows a progression of colors in a straight line. You can apply custom or built-in linear fills that
use a direct progression from one color to another or a cascade of different colors.



Displays a type of fountain fill that shows a progression of colors in a circular path that radiates from the center of the object. You
can apply custom or built-in conical fills that use a direct progression from one color to another or a cascade of different colors.



Displays a type of fountain fill that shows a progression of colors in a series of concentric circles that radiates from the center of
the object outwards. You can apply custom or built-in radial fills that use a direct progression from one color to another or a
cascade of different colors.



Displays a type of fountain fill that shows a progression of colors in a series of concentric squares that radiate from the center of
the object outwards. You can apply custom or built-in square fills that use a direct progression from one color to another or a
cascade of different colors.



Displays a thumbnail image of the selected fill.



Creates a bitmap pattern, which is a regular color picture (like you might get with an electronic photograph).






Displays the units you are using to measure the line width. Click in this field to display a list of units. The width value is
automatically converted when you change units.



Displays a palette of outline colors. Use the scroll bars to see other colors in the list, then click the one you want.



Removes the outline from the current object. If the button appears pressed, the object will have no outline.



Specifies whether the outline is placed behind or in front of the object's fill. When placed behind, only half the outline's thickness
will be visible. This option is particularly useful for outlined text.



Specifies whether the outline thickness and nib orientation remain the same or change in proportion to the object. If enabled, the
outline thickness increases when the object is enlarged (by scaling or stretching) and decreases when the object is made
smaller. If the object is rotated, the nib shape also changes accordingly.



Opens a box with a selection of arrowheads you can apply to the start of an open path. Use the scroll bars to see other
arrowheads in the list. Click the one you want. To close the box without making a selection, press the ESC key.



Opens a flyout which displays a selection of dashed and dotted line styles to choose from. Press the ESC key to exit without
making a selection.



Opens a box with a selection of arrowheads you can apply to the end of an open path. Use the scroll bars to see other
arrowheads in the list. Click the one you want. To close the box without making a selection, press the ESC key.



Opens the Outline Pen dialog box, which allows you to set and apply Outline Pen attributes such as color, width, style, nib
shape, and arrowheads.



Applies your changes to the selected objects.






Round all the corners of a rectangle (or square) at the same time. A rectangle has a node at each corner. When you round the
corners of a rectangle CorelDRAW splits each corner node in two and draws an arc between each of these two new nodes. You
can control the size of this arc by moving any of the corner nodes. Whenever you change one corner, the other three corners
also change.






Sets the Ellipse tool to draw full ellipses and circles.



Sets the Ellipse tool to draw pie shapes.



Sets the Ellipse tool to draw arcs.



Type the angle at which you want the arc or pie objects to begin. Not valid when drawing ellipses.



Type the angle at which you want the arc or pie objects to end. Not valid when drawing ellipses.



Draws the pies and arcs in the clockwise direction. The beginning and ending points of pies and arcs are determined by the
angles specified in the Starting and Ending angles boxes.



Draws the pies and arcs in the counterclockwise direction. The beginning and ending points of pies and arcs are determined by
the angles specified in the Starting and Ending angles boxes.






Type the number of points to use to draw polygons, stars and polygons as stars.



Specifies the sharpness level of stars and polygons as stars.



Sets the Polygon tool to draw polygons.



Sets the Polygon tool to draw stars.



Locks the settings on the Polygon page so that they will not change when you click another object created with the Polygon tool.



Displays a thumbnail image of the selected polygon.






When checked, enables you to change the default graphic attributes.






Displays the type of OLE object that is selected.



Displays the location of OLE object that is selected.



Displays the size of OLE object that is selected.






Displays the size of the bitmap that is selected (in pixels).



Displays the color mode of the bitmap that is selected. Color mode refers to the number and kind of colors that make up a bitmap
image (e.g., Black-and-White, Grayscale, etc.).



Displays the resolution of the bitmap that is selected (in dots per inch).



Displays the path name of the externally linked bitmap.






Displays the number of nodes on the selected curve.



Displays the subpaths of nodes on the selected curve.



Displays the coordinates of the first node on the selected curve.



Displays the coordinates of the last node on the selected curve.



The selected curve is open.



The selected curve is closed.



Enable this check box to close the selected curve.



Dimension Page



Displays the type of dimension line.



Displays the size or angle of a dimension line.






Copies the outline pen attributes from one object to another.



Copies the outline color attributes from one object to another.



Copies the fill attributes from one object to another.



Copies the text attributes from one text object to another.



Confirms your selections and changes the mouse pointer to a large horizontal arrow. Use this arrow to select the object from
which you want to copy the selected attributes.



Disregards your selections and closes the dialog box.






Lets you choose which properties (for example, fill and outline) you want to save with the selected style. To include a specific
property, enable the check box beside it.






Displays the current thickness of the outline. To change the width, click the arrow buttons.



Click the scroll bars to change the width of the selected line or outline.



Opens a flyout which displays a selection of dashed and dotted line styles to choose from. Press the ESC key to exit without
making a selection.



Displays a palette of outline colors. Use the scroll bars to see other colors in the list, then click the one you want.



Opens the Outline Pen dialog box, where you can access all of the available Outline Pen controls.



Applies your choices to the selected objects. If no objects are selected, you can define the default outline for new objects.



Prompts you to choose an existing object, and displays that object's outline attributes in the Roll-Up. You can then easily apply
the same outline to other objects.






Displays a palette of outline colors. Use the scroll bars to see other colors in the list, then click the one you want.



Displays the current thickness of the outline. To change the width, enter a new value or click the arrow buttons.



Opens a flyout which displays a selection of dashed and dotted line styles to choose from. Press the ESC key to exit without
making a selection.



Setting the corner shape can greatly affect the appearance of lines and curves, especially if the object has a particularly thick line
weight or the object is particularly small.



Draws mitered (pointed) corners.



Draws rounded corners.



Draws blunted corners that give corners a squared-off look.



Setting Line Caps determines the shape of the end of the line.



The line has squared-off (truncated) ends that are perpendicular to the path. The cap does not extend beyond the end of the
path.



The line ends in a semicircular cap. The diameter of the cap is equal to the width of the line and causes the line to be slightly
longer.



The line has square ends that extend half of the line width beyond the end of the line.



Provides options for applying line-ending shapes to the beginning and ends of lines.



Opens a menu of options that you can apply to the start of the line. None removes the current arrowhead from your line. Swap
moves the arrowhead to the other end of the line. Edit opens the Edit Arrowhead dialog box, where you can change the size,
placement, and general shape of the arrowhead. Delete removes the current arrowhead.



Opens a menu of options that you can apply to the end of the line. None removes the current arrowhead from your line. Swap
moves the arrowhead to the other end of the line. Edit opens the Edit Arrowhead dialog box, where you can change the size,
placement, and general shape of the arrowhead. Delete removes the current arrowhead.



Center in X centers the arrowhead horizontally on the line. The letter X refers to the horizontal axis.



Center in Y centers the arrowhead vertically on the line. The letter Y refers to the vertical axis.



Reflect in X flips the arrowhead horizontally on the line. The letter X refers to the horizontal axis.



Reflect in Y flips the arrowhead vertically on the line. The letter Y refers to the vertical axis.



Enable the 4X Zoom check box to get a closer view of the arrowhead.



This Preview window displays a magnified, editable image of your arrowhead. You can edit the arrowhead using the following
controls:

The nodes marked in red move the arrowhead without changing its size or shape.



Provides options for changing the nib shape and angle to create calligraphic effects.



Type a value in the Stretch box to determine the effect that you want. Lower values create a more pronounced calligraphic effect.
Specifically, lowering the value makes a square nib, rectangular and a round nib, oval.



Displays the units you are using to stretch the nib's shape.



Type a value in the Angle box to change the angle of the nib in relation to the drawing surface, creating a calligraphy effect.



Displays the units you are using to change the angle of the nib in relation to the drawing surface.



Previews the shape and orientation of the nib, showing the effects of varying Angle and Stretch. You can also change the shape
of the nib by dragging in the preview box.



Resets the Angle value to 0.0 degrees and the Stretch value to 100%.



Opens the Edit Line Style dialog box, where you can modify the points in a line.



Opens a flyout which displays a selection of dashed and dotted line styles to choose from. Press the ESC key to exit without
making a selection.






Color styles make it easy to incorporate color design changes in one simple step. You can also use color styles to create a series
of two or more similar solid colors linked together to form a "parent-child" relationship. The link between parent and child colors is
based on a common hue. You create the different shades by adjusting levels of saturation and brightness. The resulting style is a
family of similar colors.



The New Color Style button opens the New Color Style dialog box, which allows you to create a parent color. Parent colors are
used to create a series of two or more similar solid colors linked together to form a "parent-child" relationship. The link between

parent and child colors is based on a common hue. You create the different shades by adjusting levels of saturation and
brightness. The resulting style is a family of similar colors.



Lists and displays a graphical representation of the Color Styles for the current graphic. The tree structure lists the parent color
and all child colors appear below the parent color. Click the + sign to expand the tree to display



The New Child Color button opens the Create a New Child Color dialog box, which allows you to create a child color. The link
between parent and child colors is based on a common hue. You create the different shades by adjusting levels of saturation and
brightness for the child colors.



You can choose a child color by typing values in the appropriate boxes.



Displays the value assigned to the hue of the child color.



You can choose a child color by typing values in the appropriate boxes.



Displays the hue of the child color name linked to the parent color name



Displays the parent color swatch and name.



Displays the colors available based on the parent color selected. You can modify the color by clicking and dragging the small
square that appears inside the preview window.



Type a name for the color style that defines the parent color.



Type a name in the Color Name box to assign a name to the child color. If a name is not entered, a default name is assigned
(e.g., Child1 of Red).



Displays the child color swatch and name.



Displays the parent and previews the new color child color.



The Edit Color Style button opens the Edit Color Style dialog box, which allows you to change the color of a parent or child color.
When you change a parent color, the child colors that are linked to the parent also change —not just in the Color Styles Roll-Up,
but in your drawing as well.



The Create Shades button opens the Create Shades dialog box, which allows you to create child colors automatically, based on
the hue of the parent color. You can automatically create up to 20 children colors.



Lighter Shades creates child colors that are lighter than the parent.



Darker Shades creates child colors that are darker than the parent.



Light and Darker Shades creates an equal number of light and dark colors.



Indicates the parent color for which shades will be created.



Displays the current parent color name.



The Create box indicates the number of child colors that you want to create. You can automatically create up to 20 child colors.



The Shade Similarity slider allows you to determine how similar the shade of the child colors will be, relative to the parent color.
Higher values (moving the slider to the right), create shades that are very similar; lower values (moving the slider to the left),
create shades that are less similar.



The Auto Create Color Styles button opens the Automatically Create Color Styles dialog box, which converts all of your drawing
colors into color styles . It is important to note that the Auto-Create feature will change the fill and outline colors in your document
since child color styles have the same hue as their parents.



The Parent Creation Index slider determines the number of parent colors created. Moving the slider to the right creates only a
few parent colors; moving the slider to the left creates many parent colors. Try experimenting with different slider values in your
drawing until you achieve the desired result.



The Parent Creation Index slider determines the number of parent colors created. Moving the slider to the right creates only a
few parent colors; moving the slider to the left creates many parent colors. Try experimenting with different slider values in your
drawing until you achieve the desired result.



The Parent Creation Index slider determines the number of parent colors created. Moving the slider to the right creates only a
few parent colors; moving the slider to the left creates many parent colors. Try experimenting with different slider values in your
drawing until you achieve the desired result.



The Parent Creation Index slider determines the number of parent colors created. Moving the slider to the right creates only a
few parent colors; moving the slider to the left creates many parent colors. Try experimenting with different slider values in your
drawing until you achieve the desired result.



Use Fill Colors allows you to create color styles based on the fill colors used in the current drawing.



Use Outline Colors allows you to create color styles based on the outline colors used in the current drawing.



Automatically Link Similar Colors Together links similar colors together under their appropriate parent colors based on hue
tolerance.



Convert Child Palette Colors To CMYK, when enabled, converts colors from a specific color-matching system to CMYK so that
they can be grouped into appropriate parent-child groups automatically. When disabled, all colors added from specific color
models in the drawing are made into separate parent colors.

Colors are only converted to CMYK if their hue is different from the parent color. If the color already has the same hue as the
parent, the color is not converted. Once you have converted colors to CMYK, they cannot be converted back to their original
format.



Click to display a preview the creation of automatic color styles.






Open dialog box



Displays a thumbnail of the currently selected file if the check box below is enabled. If the file is not a graphics file, the Preview
window appears with an X through it.



Enable the check box to view a thumbnail of the selected file. If the file is not a graphics file, the Preview window appears with an
X through it.



Click the down arrow to display a list of the different methods you can use for opening files. You can load the whole image, crop
the image as it opens, resample the image as it opens, or load only a section of the image.



Click to view file information such as image size, file format, keywords, and notes.



Displays the image's dimensions and color mode.



Displays the image's dimensions and color mode.



Displays the image's file format.



Displays the image's file format.



Displays any notes that are associated with the selected file.



Displays any notes that are associated with the selected file.



Enable this check box to suppress the filter's dialog box. The filter's default settings will be used.



Enable this check box to maintain layers and pages when importing files.



Enable this check box to link the bitmap externally instead of saving it in the image file. This saves disk space and allows the
image to be loaded and edited faster.



Enable this check box when importing TIFF (or CT) files to link a low resolution place holder image to a high resolution file.
These TIFF (or CT) images become known as OPI images. When your service bureau receives your print file, the OPI server
substitutes the high-resolution images for the low-resolution images. If there are no OPI images in your file, the Maintain OPI

Links option will not be available at print time.



Enable this check box to check for a watermark when importing files. This option alerts you when an image is encoded with a
Digimarc watermark. The presence of a Digimarc watermark indicates that there is a copyright claim on the file. The watermarks
provide a mechanism for you to contact the creator about the image or one like it.



Crop Image dialog box



These controls allow you to define and perfect the cropping area.



Displays the path, flename, and extension of the image.



Displays the image with a cropping box around it. Click and drag the nodes to perfect the size of the cropping box. Use the Hand
tool to move the cropping box to a different part of the image.



Displays the height of the cropping box. To change the height, type in a value or adjust the existing one using the scroll arrows.



Defines the height of the cropping box. To adjust the height of the cropping box, type in a value or adjust the existing one using
the scroll arrows.



Defines the width of the cropping box. To adjust the width, type in a value or adjust the existing one using the scroll arrows.



Displays the width of the cropping box. To change the width, type in a value or adjust the existing one using the scroll arrows.



July 7, 97 The following CS topics in the Crop Image dialog need to be rewritten. Compile without this rtf and figure out which IDs
correspond to which Ul items.



Displays the amount on top of the image area to be cropped off.



Displays the amount on top of the image area to be cropped off.



Displays the amount of the area on the left side of the image to be cropped off.



Displays the amount of the area on the left side of the image to be cropped off.



Click to select the entire image.



Displays the unit of measurement used to calculate the size and position of the cropping box. To use another, click the down
arrow and choose one from the list.



Displays the unit of measurement used to calculate the size and position of the cropping box. To use another, click the down
arrow and choose one from the list.



Displays the size of the new, cropped image.



Displays the size of the new, cropped image.



Resample dialog box



Displays the path, flename, and extension of the image.



Displays the width of the image using the unit of measurement selected in the units box. You can adjust the width using either of
two methods: you can type in a new value or use the scroll arrows to adjust the current value in the number box, or you can type
in a value in the Percentage box. The change is reflected in both boxes.



Displays the width of the image using the unit of measurement selected in the units box. You can adjust the width using either of
two methods: you can type in a new value or use the scroll arrows to adjust the current value in the number box, or you can type
in a value in the Percentage box. The change is reflected in both boxes.



Displays the height of the image using the unit of measurement selected in the units box. You can adjust the height using either
of two methods: you can type in a new value or use the scroll arrows to adjust the current value in the number box, or you can
type in a value in the Percentage box. The change is reflected in both boxes.



Displays the height of the image using the unit of measurement selected in the units box. You can adjust the height using either
of two methods: you can type in a new value or use the scroll arrows to adjust the current value in the number box, or you can
type in a value in the Percentage box. The change is reflected in both boxes.



Displays the current width of the image as a percentage of its original width.



Displays the current height of the image as a percentage of its original height.



Displays the current width of the image as a percentage of its original width.



Displays the current height of the image as a percentage of its original height.



Displays the image's current width.



Displays the image's current height.



Displays the unit of measurement used to calculate image height and width.



Displays the unit of measurement used to calculate image height and width.



Displays the horizontal resolution of the image in pixels, or dots per inch (dpi). To change the resolution, type in a new value, or
use the scroll arrows to adjust the existing value. Ensure the Identical Values control is enabled if you wish to keep the horizontal
and vertical resolutions identical.



Displays the vertical resolution of the image in pixels, or dots per inch (dpi). To change the resolution, type in a new value, or use
the scroll arrows to adjust the existing value. Ensure the Identical Values control is enabled if you wish to keep the horizontal and
vertical resolutions identical.



Displays the horizontal resolution of the image in pixels, or dots per inch (dpi). To change the resolution, type in a new value, or
use the scroll arrows to adjust the existing value. Ensure the Identical Values control is enabled if you wish to keep the horizontal
and vertical resolutions identical.



Displays the vertical resolution of the image in pixels, or dots per inch (dpi). To change the resolution, type in a new value, or use
the scroll arrows to adjust the existing value. Ensure the Identical Values control is enabled if you wish to keep the horizontal and
vertical resolutions identical.



Displays the horizontal resolution of the image in pixels, or dots per inch (dpi). To change the resolution, type in a new value, or
use the scroll arrows to adjust the existing value. Ensure the Identical Values control is enabled if you wish to keep the horizontal
and vertical resolutions identical.



Displays the vertical resolution of the image in pixels, or dots per inch (dpi). To change the resolution, type in a new value, or use
the scroll arrows to adjust the existing value. Ensure the Identical Values control is enabled if you wish to keep the horizontal and
vertical resolutions identical.



Displays the original vertical resolution of the image in pixels, or dots per inch (dpi).



Enable this check box to force the horizontal and vertical resolution values to be identical. When you enter a value in one box,
the other changes automatically.



Displays the original file size of the image in bytes.



Displays the size the file will be after resampling.



Displays the original file size of the image in bytes.



Displays the size the file will be after resampling.



These controls allow you to change the resolution of your image.



Enable to maintain equal horizontal and vertical values. When this check box is enabled, when you enter a value in one box, the
other will change automatically.



Bitmap dialog box



This group of controls allows you to change color characteristics of your image.



Displays the selected color mode. The number of bits a color mode uses determines both the horsepower it requires from your
system as well as the number of colors or shades it is capable of producing. One bit can either be on or off, so 1-bit color is
capable of creating just two colors: 0 (off) is black, and 1 (on) is white. To use another color mode, click the down arrow and
choose one from the list.

® black and white = 1-bit

® 256 shades of gray = 8-bit
® 16 colors = 4-bit

® paletted color = 8-bit

® 16 million colors = 24-bit
® CMYK = 32-hit



Enable this check box to use image dithering. Dithering is a method of enhancing the color in images that use 16 or 256 colors or
shades of gray.



Enable this check box to use a color profile when exporting the image.



This group of controls allows you to change the dimensions of your image.



Displays the image's export dimensions. To use another dimension, click the down arrow and choose one from the list. If you
don't select a size, the original file dimensions are used.



Displays the width of the file in pixels. To change the file width, type in a new value, or use the scroll arrows to adjust the existing
one.



Displays the height of the file in pixels. To change the file height, type in a new value, or use the scroll arrows to adjust the
existing one.



Displays the width of the file in pixels. To change the file width, type in a new value, or use the scroll arrows to adjust the existing
one.



Displays the height of the file in pixels. To change the file height, type in a new value, or use the scroll arrows to adjust the
existing one.



This group of controls allows you to change the resolution of your image.



Displays the resolution of the file. To use another resolution, click the down arrow and choose one from the list, or type new
values in the Horizontal and Vertical boxes below.



Displays the vertical resolution of the file. To use another, type a new value in the box, or use the scroll arrows to adjust the
existing one.



Displays the horizontal resolution of the file. To use another, type a new value in the box, or use the scroll arrows to adjust the
existing one.



Displays the horizontal resolution of the file. To use another, type a new value in the box, or use the scroll arrows to adjust the
existing one.



Displays the horizontal resolution of the file. To use another, type a new value in the box, or use the scroll arrows to adjust the
existing one.



Displays the vertical resolution of the file. To use another, type a new value in the box, or use the scroll arrows to adjust the
existing one.



Displays the vertical resolution of the file. To use another, type a new value in the box, or use the scroll arrows to adjust the
existing one.



Enable to maintain equal horizontal and vertical values. When this check box is enabled, when you enter a value in one box, the
other will change automatically.



This group of controls allows you to select a method of anti-aliasing for your image. Anti-aliasing removes jagged edges from
bitmap images by adding intermediate colors or shades of gray, thereby smoothing the transition between colors.



Click if you don't want to use anti-aliasing. Anti-aliasing removes jagged edges from bitmap images by adding intermediate colors
or shades of gray, thereby smoothing the transition between colors.



Click to use the Normal method of anti-aliasing. Anti-aliasing removes jagged edges from bitmap images by adding intermediate
colors or shades of gray, thereby smoothing the transition between colors. The Normal option works well for images composed of
straight lines — curves and text are excluded from the process.



Click to use the Super-sampling method of anti-aliasing. Anti-aliasing removes jagged edges from bitmap images by adding
intermediate colors or shades of gray, thereby smoothing the transition between colors. The Super-sampling option anti-aliases
both curves and text, but is more memory intensive than the Normal option.



Displays the estimated size of the file before it is compressed. Compressed files will be smaller than the displayed value.



Displays the estimated size of the file before it is compressed. Compressed files will be smaller than the displayed value.



Selects the number of fountain steps used when exporting the image.



Selects the number of fountain steps used when exporting the image.



Enable this check box to mask an area outside of the current selected objects.



Enable this check box to maintain the aspect ratio between the height and the width of the image. When this check box is
enabled, the dimensions will automatically change to reflect the original image size.



Resets the bitmap properties to their default settings.



Save dialog box



Displays the compression type that will be used when you save the file. To use another type of compression, click the down
arrow and choose one from the list.



Enable this check box to save only selected objects.



Enable this check box to suppress the filter's dialog box. The filter's default settings will be used.



Allows you to add notes that will be saved with the file.



Allows you to add notes that will be saved with the file.



Type in any keywords you want to associate with the file. You can use keywords to search for files on your system. You can type
single words, phrases, or combinations of both. Separate keywords with commas.



Type in any keywords you want to associate with the file. You can use keywords to search for files on your system. You can type
single words, phrases, or combinations of both. Separate keywords with commas.



Enable this check box to embed fonts in the file. Use this option if you aren't sure what fonts are available on other systems or
output devices you will be using with this file.



Click to open the Advanced Settings dialog box.



Displays the version of the Corel application you are running.



Displays the version of the Corel application you are running.



Displays the file size of the file's thumbnail. To change the file size, click the down arrow and choose a size from the list.



Displays the file size of the file's thumbnail. To change the file size, click the down arrow and choose a size from the list.



Displays the selected compression type. To use another, click the down arrow and choose one from the list.



Click to save the image.



Click to close the dialogue box without saving any changes you've made.



File Types dialog box, Associate tab



Displays the name of the Corel application you are running.



Lists all the file extensions you can associate with the Corel application you are running. To associate a file extension with the
application, enable its check box.



Provides a description of the selected filter.



Provides a description of the selected filter.



Resets the Associate page properties to their default settings.



File Types dialog box, Filters tab



Lists the available filter types. Double-click a filter type to open a list of available filters. To add a filter to the active filters list,
select it and click Add.



Lists the active filters. To add a filter to the active filters list, select it in the window to the left and click Add.



Lists the active filters. To add a filter to the active filters list, select it in the window to the left and click Add.



Use to add a filter to the list of active filters. Select the file in the window to the left, and click Add.



Use to remove a filter from the list of active filters. Select a file in the list, and click Remove.



Use the Move Up and Move Down buttons to rearrange filters in the active filters list. Select the filter you want to move, then click
Move Up or Move Down until it is positioned in the list as you wish.



Provides a description of the selected filter.



Resets the file format properties to their original default settings.















Click this button if you want to start a new search.



Click this button if you want to load a preset search or one you've saved before.



Click this button if you want to find objects that have properties matching those of the selected object.






Select the tab with the properties you would like to find.



Enable this check box if you want to find objects that have specific fills, outlines, and/or special effects. Use the controls on the
Fills, Outlines, and Special Effects pages to set your search criteria.



Enable this check box if you want to find objects that use specific names or styles.



Enable the check box next to the object type you would like to find.



Enable the check box next to the fill attributes you would like to find.



Enable the check box next to the outline attributes you would like to find.



Enable the check box next to the special effects you would like to find.






Displays the categories of objects you have selected.






Shows the list of objects and properties you have chosen to find.



Opens a dialog box that allows you to save the current search for future use.






Finds and selects the previously selected occurrence of the object or properties specified using the Find And Replace wizard.



Finds and selects the next occurrence of the object or properties specified using the Find And Replace wizard.



Finds and selects all occurrences of the object or properties specified using the Find And Replace wizard.



Opens the Find And Replace wizard so that you can change your search criteria.















Click this button to go back to the previous topic.



Click this button to close this wizard.



Click this button to move ahead to the next topic.



Displays each category of object for which you are searching, along with the specific properties you have specified.



Opens a dialog box that lets you adjust the criteria of your special effects search.






Enable this check box to search for curves with a specific number of nodes.



Displays the selected search criteria. To use a different search criteria, click the down arrow and choose one from the list.



Displays the number of nodes that corresponds to the search criteria. To search for a different number of nodes, type a number
in the box or use the scroll arrows to adjust the existing number.






Displays the shape of the polygon or star you are searching for, based on the options you set.



Displays the search criteria used to find rectangles with a specific corner roundness. To use a different search criteria, click the
down arrow and choose one from the list.



Specifies the replacement font size for the text that is found.



Enable this check box to search for rectangles of a specific width.



Displays the width of the rectangle. To search for a rectangle that is a different width, type a width in the box or use the scroll
arrows to adjust the existing value.



Displays the unit of measurement used to determine the rectangle's width. To use a different unit of measurement, click the down
arrow and choose one from the list.



Enable this check box to search for rectangles of a specific height.



Displays the height of the rectangle. To search for a rectangle that is a different height, type a height in the box or use the scroll
arrows to adjust the existing value.



Displays the unit of measurement used to determine the rectangle's height. To use a different unit of measurement, click the
down arrow and choose one from the list.



Click this button to clear your changes to the original settings on this dialog box.






Enable this check box to search for a specific type of ellipse.



Click to search for full ellipses and circles.



Click to search for pie shapes.



Click to search for arcs.



Enable this check box to search for pie shapes or arcs with specific starting or ending angles.



Displays the selected starting angle of the pie or arc. To change the starting angle, type a value in the boxs or adjust the existing
value using the scroll arrows.



Displays the units of starting angle of the pie or arc.



Displays the selected ending angle. To change the ending angle, type a value in the box or adjust the existing value using the
scroll arrows.



Displays the units of endingt angle of the pie or arc.



Click to search for pie shapes or arcs drawn in a clockwise direction.



Click to search for pie shapes or arcs drawn in a counterclockwise direction.



Enable this check box to search for ellipses of a specific width.



Displays the width of the ellipse. To change the width, type a new value in the box or adjust the existing value using the scroll
arrows.



Displays the unit of measurement used to determine the width of the ellipse. To use a different unit of measurement, click the
down arrow and choose one from the list.



Enable this check box to search for ellipses of a specific height.



Displays the height of the ellipse. To change the height, type a new value in the box or adjust the existing value using the scroll
arrows.



Displays the unit of measurement used to determine the height of the ellipse. To use a different unit of measurement, click the
down arrow and choose one from the list.



Specific Polygon dialog



Enable this check box to search for polygons or stars with a specific number of points.



Displays the number of points. To change the number of points, type a value in the box or adjust the existing value using the
scroll arrows.



Enable to search for stars with a specific sharpness level. Move the slider to adjust the sharpness level.



Displays the sharpness level of stars. To change the sharpness level, type a value in the box or adjust the existing one using the
slider.



Enable this check box to search specifically for polygons or a stars.



Click to search for a polygon.



Click to search for a star.



Click to search for a star that's based on a polygon.



Enable this check box to search for a polygon or star of a specific width.



Displays the width of the polygon or star. To change the height, type a new value in the box or adjust the existing value using the
scroll arrows.



Displays the unit of measurement used to determine the width of the polygon or star. To use a different unit of measurement,
click the down arrow and choose one from the list.



Enable this check box to search for a polygon or star of a specific height.



Displays the height of the polygon or star. To change the height, type a new value in the box or adjust the existing value using
the scroll arrows.



Displays the unit of measurement used to determine the height of the polygon or star. To use a different unit of measurement,
click the down arrow and choose one from the list.



Displays the shape of the polygon or star you are searching for based on the options you set.






Enable this check box to search for specific strings of text. Type the string you want to search for in the box to the right.



Enable this check box to search for the text string using the same combinations of uppercase and lowercase text you typed.



Enable this check box to search for text in a specific font.



Displays the selected font. To choose a different font, click the down arrow and choose a font from the list.



Enable this check box to search for text that is a specific font size.



Displays the selected font size. To change the font size, click the down arrow and choose a font size from the list.



Displays the unit of measurement used to determine font size. To use a different unit of measurement, click the down arrow and
choose one from the list.



Enable this check box to search for text with specific attributes, such as bold or italics.



Displays the selected text attribute. To change the attribute, click the down arrow and choose one from the list.



Enable this check box to search for text of a specific alignment style.



Displays the selected alignment style. To change the alignment style, click the down arrow and choose one from the list.



Enable this check box to search for text with a specific underline style.



Displays the selected underline style. To change the underline style, click the down arrow and choose one from the list.



Enable this check box to search for text with a specific overline style.



Displays the selected overline style. To change the overline style, click the down arrow and choose one from the list.



Enable this check box to search for text with a specific strikeout style.



Displays the selected strikeout style. To change the strikeout style, click the down arrow and choose one from the list.



Enable this check box to search for normal, subscript or superscript text.



Displays the selected placement style. To change the style, click the down arrow and choose one from the list.



Enable this check box to search for text that have a specific text effect applied.



Displays the selected text effect. To choose another text effect, click the down arrow and choose one from the list.






Enable this check box to search for the text string using the same combinations of upper and lower case text you typed.



Enable this check box to search for text that has a specific text effect applied.



xt on a Path






Enable this check box if you want to specify the size of the dimension line you want to find.



Lets you specify how exact the match must be between the search angle and a dimension line's angle for that dimension line to
be found.



Specifies how exact the match must be between the search size and a dimension line's size for that dimension line to be found.



Lets you specify the size of the dimension line you want to find.



Specifies the units for the dimension line size.



Enable this check box if you want to specify the style of the dimension line to find.



Lets you specify the dimension line style you want to find.



Enable this check box if you want to specify the precision of the dimension line you want to find. Precision refers to the number
of decimal places in the dimension line's measurement.



Lets you set the precision of the dimension line you want to find.



Enable this check box if you want to specify the prefix of the dimension line you want to find. The prefix is text that appears
before the measurement.



Lets you specify the dimension line prefix you want to find.



Enable this check box if you want to specify the suffix of the dimension line you want to find. The suffix is text that appears after
the measurement.



Lets you specify the dimension line suffix you want to find.






Enable this check box if you want to specify the angle of the dimension line you want to find.



Lets you specify the angle of the dimension line you want to find.



Lets you specify the units for the dimension line angle you want to find.



Enable dimension line attributes to specify the precision of the dimension line you want to find.



Lets you specify the dimension line suffix you want to find.






Enables you to specify the text of the callout you want to find.



Enable this check box if you want to specify the text of the callout you want to find.



Lets you specify the text of the callout you want to find.



Specifies that only text that has the same case as that specified above should be found.












Enables you to search for a specific bitmap.



Enable this check box to search for a bitmap of a specific color mode.



Displays the selected color mode. To choose another color mode, click the down arrow and choose a mode from the list.



Specific OLE object screen



Enables you to search for an OLE object.



Enable this check box to search for a specific type of OLE object.



Displays the selected type of OLE object. To search for another type of OLE object, click the down arrow and choose one from
the list.



3D Objects












Shows the list of objects and properties you have chosen to find.



Enable to find objects that use a specific type of envelope.



Enable this check box if you want to find objects that use a specific type of envelope.



Lets you choose the type of envelope you want to find.












Enables you to find blends that have a specific attributes.



Enable this check box if you want to find blends that has a specific number of intermediate steps.



Lets you set the number of steps in the blends you want to find.



Enable this check box if you want to find blends that have a specific rotation angle.



Lets you set the rotation angle of the blends you want to find.



Enable this check box if you want to find blends that are (or are not) attached to a path.



Lets you indicate whether you want to search for blends that are attached to a path or are not attached to a path.



Enable this check box if you want to find blends that show (or don't show) a color progression that passes clockwise or
counterclockwise through the color spectrum.



Lets you indicate whether you want to search for blends that show a rainbow or linear color progression through the spectrum.



Perspective









Enables you to search for extrusions that have a specific attributes.



Enable this check box if you want to search for extrusions that have a specific depth setting.



Lets you set the depth of the extrusion or extrusions you want to find.



Enable this check box if you want to search for extrusions of a specific type, for example, Small Back or Back Parallel.



Lets you select the style of extrusion you want to find.



Enable this check box if you want to search for extrusions that have (or don't have) light sources applied to them.



Lets you indicate whether you want to search for extrusions that have or don't have light sources applied to them.



Enable this check box if you want to search for extrusions that use a specific vanishing point or rotation setting.



Lets you indicate the vanishing point or rotation setting you want to find.



Enable this check box if you want to search for objects that have (or don't have) beveled edges applied to them.



Lets you indicate whether you want to search for objects that have beveled edges or objects that don't have beveled edges.






Enable this check box if you want to search for objects that have a specific contour style.



Lets you choose the style —Inside, Outside or To Center
— of contour used by the objects you want to find.



Enable this check box if you want to search for objects that have a specific contour offset.



Lets you specify the exact contour offset applied to the objects you want to find.



Lets you choose the unit you want to use to specify the contour offset you want to find.



Enable this check box if you want to search for objects that have a specific number of contour shapes.



Lets you set the exact number of contour steps applied to the objects you want to find.



Enable this check box if you want to search for contoured objects that show (or don't show) a clockwise or counterclockwise
progression through the color spectrum.



Lets you indicate whether you want to search for contoured objects that show a rainbow or linear progression through the color
spectrum.






Enables you to search for objects that have a specific type of lens applied to them.



Enable this check box if you want to search for objects that have a specific type of lens applied to them.



Lets you choose the type of lens you want to find.



Enable this check box if you want to search for lenses that use (or don't use) the Frozen option.



Lets you indicate whether you want to find lenses that use the Frozen option or that don't use the Frozen option.



Enable this check box if you want to search for lenses that use a specific numeric or color setting. Use the control to the right to
set the value or color.



Lets you indicate the numeric setting used by the lenses you want to find.



Lets you choose the color used by the lenses you want to find.



Specific PowerClip






Specific Bitmap Color Mask









Enable this check box to search for objects that have a specific type of transparency applied to them.



Enable this check box if you want to search for objects that have a specific type of Transparency applied to them.



Lets you choose the type of transparency you want to find.






Enable this check box if you want to search for objects that have a push or pull distortion applied to them.



Enable this check box if you want to search for objects that have a zipper distortion applied to them.



Enable this check box if you want to search for objects that have a random zipper distortion applied to them.



Enable this check box if you want to search for objects that have a smooth zipper distortion applied to them.



Enable this check box if you want to search for objects that have a local zipper distortion applied to them.



Enable this check box if you want to search for objects that have a twister distortion applied to them.



Specific Drop Shadow






Tab






Click to search for objects with any uniform color or specific color fill.



Click to search for objects with any uniform color fill.



Click to search for objects with a specific uniform color fill.



Displays the color of the uniform color fill. To use a different color, click the down arrow and click a color on the color picker. For a
larger selection of colors, click Others to open the Select Color dialog box.



Enable this check box to search for objects with or without an overprint fill.



Displays whether you are searching for an object with or without an overprint fill. To use the other option, click the down arrow
and choose it.



Displays each category of object for which you are searching, along with the specific properties you have specified.






Displays the categories of fill you have selected.



Click to search for objects with any type of the selected fill.



Click to search for objects with a specific type of the selected fill.



Opens a dialog box that lets you adjust the criteria of your fills search.



Click the Next button to review your search.






Find Wizard screen, Bitmap pattern fill


















Select the type of outline you would like to find.



Enable this check box if you want to search for objects based on the width of their outline.



Lets you indicate whether you want to search for outlines that have a specific width or that are smaller or larger than a specific
width.



Lets you indicate the outline width you want to use as the basis of the search. You can search for outlines that are the same size
or smaller or larger than the value you set here.



Lets you choose the unit you want to use to specify the outline width you want to find.



Enable this check box if you want to search for objects that have outlines of a specific color. You can use the color picker to the
right to choose the color you want to find.



Lets you choose the outline color you want to find.



Enable this check box if you want to find objects that have (or don't have) the Overprint Outline option enabled.



Enable this check box if you want to find objects that have (or don't have) the Overprint Outline option enabled.



Displays the details of the current search.



Enable this check box if you want to find objects that have (or don't have) the Behind Fill option enabled.



Lets you indicate whether you want to find objects that have the Behind Fill option enabled or disabled.



Enable this check box if you want to find objects that have (or don't have) the Scale With Image option enabled.



Lets you indicate whether you want to find objects that have the Scale With Image option enabled or disabled.



Enable this check box if you want to find objects that have a specific line cap.



Click this button if you want to find objects that use butted line caps.



Click this button if you want to find objects that use rounded line caps.



Click this button if you want to find objects that use square line caps.



Select the object Name or the style...page (click
checkbox on screen 1 under tabs window)



Select the object name or style which you would like to find.



Enable this check box if you want to search for objects by name. You can type the name in the box to the right.



Provides a space for you to type the name of the object or objects you want to find.



Enable this check box if you want your object name search to distinguish between uppercase and lowercase characters.



Enable this check box if you want to search for objects that have a specific style name and/or type.



Click this button if you want to search for objects that use a specific style, then choose the style from the list box to the right.



Lets you choose the name of the style you want to find.



Click this button if you want to search for objects that use a specific style type (for example, Paragraph Text style, of Default
Graphic style). You can choose the style type from the list box to the right.



Lets you choose the style type you want to find.



























Helps you search through your drawings and find objects that have certain properties. The Wizard will then help you change the
properties of the objects that it finds.



Click this button if you want to replace a specific color with another color.



Click this button if you want to replace a specific color model or color palette with another color model or palette.



Click this button if you want to replace specific outline pen properties in your drawing.



Click this button if you want to replace specific text properties with other text properties.



Enable this check box if you want replacing to apply only to the objects that are currently selected in the Drawing Window.






Select the color you would like to find and the color with which you would like to replace the original.



Lets you select the color you want to find and replace.



Lets you choose the color with which you want to replace the color displayed on the Find color picker.



Click a button to choose to replace the color where it appears as a fill or as an outline.



Click this button if you want to replace the color where it appears as a fill.



Click this button if you want to replace the color where it appears as an outline.



Enable this check box if you want to replace the color where it forms part of a fountain fill.



Enable this check box if you want to replace the color where it forms part of a 2-color pattern fill.



Enable this check box if you want to replace the color where it occurs in a monochrome bitmap fill.






Select which Color Model or Palette you would like to find and select the Color Model which you'd like to replace it with.



Click this button if you want to find any color palette or color model and replace it with a specific color model.



Click this button if you want to find a specific color model and replace it with a specific color model.



Lets you select the color model you want to replace.



Click this button if you want to find a specific color palette and replace it with a specific color model.



Lets you select the color model with which you want to replace the selected model(s) or palette(s).



Enable the Fills or Outlines button to replace colors.



Click this button if you want to replace the color model or color palette where it occurs in object fills.



Click this button if you want to replace the color model or color palette where it occurs as an outline.



Enable this check box if you want to replace the color model or color palette where it forms part of a fountain fill.



Enable this check box if you want to replace the color model or color palette where it forms part of a 2-color pattern fill.



Enable this check box if you want to replace the color model or color palette where it occurs in a monochrome bitmap fill.



Replace outline pen properties: Find section



Select which Outline Pen properties you would like to find and with which attributes you would like to replace them.



Enable this check box if you want to replace outlines of a specific width.



Lets you specify the outline width you want to replace.



Enable this check box if you want to replace outlines that have (or don't have) the Scale With Image option enabled.



Lets you specify whether you want to replace outlines that use or don't use the Scale With Image option.



Enable this check box if you want to replace outlines that have (or don't have) the Overprint Outline option enabled.



Lets you specify whether you want to replace outlines that have or don't have the Overprint Outline option enabled.






Enable this check box if you want to replace outlines with an outline of a specific width.



Lets you specify the outline width you want to apply to found outlines.



Lets you specify the outline width unit you want to apply to found outlines.



Enable this check box if you want to replace found outline with outlines that have (or don't have) the Scale With Image option
enabled.



Lets you specify whether you want to replace outlines with an outline that uses or doesn't use the Scale With Image option.



Enable this check box if you want to replace found outlines with outlines that have (or don't have) the Overprint Outline option
enabled.



Lets you specify whether you want to replace found outlines with outlines that have or don't have the Overprint Outline option
enabled.






Enable this check box if you want to find text with a specific font.



Specifies the font of the text you want to find.



Enable this check box if you want to find text with a specific weight (e.g., bold or italic).



Specifies the font weight (e.g., bold or italic) of the text which is being replaced.



Enable this check box if you want to find text of a specific size.



Specifies the font size units of the text you want to find.



Specifies the replacement font size for the text that is found.






Enable this check box if you want to replace found text with text with a specific font.



Specifies the replacement font for the text that is found.



Enable this check box if you want to replace found text with text with a specific weight.



Specifies the replacement weight (e.g., bold or italic) for the text that is found.



Enable this check box if you want to replace found text with text of a specific size.



Specifies the replacement font size units for the text that is found.












Type a URL (e.qg. http:\\www.corel.com\news\index.htm) to assign a hyperlink destination for the selected object.



Type a name to assign a bookmark to the selected object. After you assign a bookmark, you can create a hyperlink to the
bookmarked object using the Internet Address list box.



Click to show all objects with URLs assigned to them.



Click to use the object as the hotspot.



Click to use the object's bounding box as the hotspot.



Choose a color from the palette to choose a cross-hatch color for Internet objects when the Show Internet Objects button is
pressed down.



Choose a color from the palette to choose a fill color for Internet objects when the Show Internet Objects button is pressed down.






Lets you assign this Uniform Resource Locator (URL) to the selected object in your Web document. You can choose from the
first 10 URLSs listed. The URLSs are listed from the most recently assigned URL to the earliest assigned URL. Any additional URLs
can be accessed by clicking More in the submenu's URL list.



Lets you access additional Uniform Resource Locators (URLSs) that don't appear in the submenu's URL list.



Lets you assign this bookmark to the selected object in your Web document. You can choose from the first 10 bookmarks listed.
The bookmarks are sorted by the page on which they're located. Any additional bookmarks can be accessed by clicking More in
the submenu's bookmark list.



Lets you access additional bookmarks that don't appear in the submenu's bookmark list.






Displays a list of the names and page numbers of all the bookmarks assigned throughout your document.



Lets you create a hyperlink from the selected object in your document to the bookmarked object you choose from the Bookmark
list.



Lets you scroll to and select the bookmarked object you choose from the Bookmark list.



Lets you delete the bookmark you choose from the Bookmark list. Only the bookmark is deleted from your document, not the
object to which it was assigned.






Lets you rescan the current page of your Web document to check for HTML object conflicts. If you rescan the page after you fix
conflicts, the associated error or warning messages are deleted from the HTML object conflict list.



Lets you rescan your entire Web document to check for HTML object conflicts. If you rescan the document after you fix conflicts,
the associated error or warning messages are deleted from the HTML object conflict list.



Lets you scroll up through the HTML object conflict list to select the warning or error message associated with the conflicting
object you want to fix.



Lets you scroll down through the HTML object conflict list to select the warning or error message associated with the conflicting
object you want to fix.



Lets you scroll to and select the conflicting object you choose from the HTML object conflict list.



Lets you automatically repair HTML object conflicts that don't need to be manually repaired. For example, you can have
CorelDRAW automatically convert standard text to HTML-compatible text by clicking this button. The standard text must be
selected first in your Web document. CoreIDRAW cannot automatically repair conflicts such as objects that are positioned partly
off your page. You'll need to manually reposition the conflicting object.



Opens the Options dialog box to the HTML Conflicts page. You can enable check boxes on the HTML Conflicts page to have
CorelDRAW verify specific properties of Internet objects before you publish your document to the Internet.



Lists all HTML object conflicts found in your Web document before your document is published to the Internet. The list includes
the page on which the conflict exists and a description of the error or warning.






Lets you assign a predefined text size to the selected HTML text in your document. The HTML text sizes, numbered 1 through 7,
correspond to particular point sizes between the 10-point and 48-point range.









The controls in this section let you set the justification for the selected HTML text in your document.



Left justifies selected HTML text objects.



Aligns selected HTML text between the left and right margins of the text object.



Right justifies selected HTML text objects.



The controls in this section let you adjust the formatting properties of the selected HTML text in your document.



Displays the font of selected HTML text. Click another font in the list box to change it.



Displays the font size of selected HTML text.



Lets you apply character formatting to selected HTML text.



Applies bold character formatting to selected HTML text.



Applies italic character formatting to selected HTML text.



Applies underline character formatting to selected HTML text.



Applies the Strikeout line style to selected HTML text.



Places selected HTML text above the baseline.



Places selected HTML text below the baseline.



Displays a preview of HTML text so you can see the effect of a change before you apply the change.





















Lets you type a URL (e.g. http:\\www.corel.com\news\index.htm) to assign a hyperlink destination for the selected object. You
can also choose a previously assigned Uniform Resource Locator (URL) from the list box.



Lets you type a name to assign a bookmark to the selected object. After you assign a bookmark, you can create a hyperlink to
the bookmarked object using the Location (URL) list box.



Enable to use the object's bounding box as the hotspot.



Enable to use the object's shape as the hotspot.












Displays the name of the page you're viewing in your Web document. The Page Title box updates as you move from page to
page within your document. You can also type a new name in this box to rename the current page.



Displays the name of the HTML file that's associated with the page you're viewing in your Web document. The HTML File box
updates as you move from page to page within your document. You can also type a new name in this box to rename the HTML
file.



Lets you type additional information about your file, such as the author's name, a description of the file's contents, and
associated keywords.



Lets you apply the changes you make on the Page page of the Object Properties dialog box.









Lets you type the address of the CGI Script that controls the functionality of the preconfigured Internet objects on the current
page of your Web document.



Lets you choose how the form data is sent to the server. You can choose either GET or POST. GET appends the arguments to
the action URL and opens it as if it were an anchor. POST sends the data via an HTTP post transaction. The default method is
GET.



Lets you choose the type of frame or window in which your published Web document will be loaded.



Lets you apply the changes you make on the Form page of the Object Properties dialog box.









Lets you type additional attributes and values that will apply specific conditions as defined in the CGI Script to the preconfigured
Internet object.



Lets you apply the changes you make on the Common page of the Object Properties dialog box.









Lets you type the name of the Java applet's class file. The class file name is usually identical to the name of the inserted Java
applet in your Web document.



Lets you type the path that points to the location of the Java applet. A path is required only if the Java applet is located in a folder
other than the one in which your published Web document will reside.



Lets you type text that acts as a placeholder for the Java applet's graphic while your Web document loads into a browser. The
text is replaced by the graphic once your Web document loads.



Lets you type the Java applet's parameters and corresponding values. The parameters and values define the applet in your
published Web document.



Lets you apply the changes you make on the Java Applet page of the Object Properties dialog box.









Lets you type the name of a source file to insert in your Web document. The source file is not native to the Web browser software
and requires extended commands. Examples of source files you can insert are WAV (Windows sound) or .AVI (Windows movie)
files.



Lets you search your computer for source files, such as Windows sound (.WAV) or movie (.AVI) files, to insert in your Web
document.



Lets you apply the changes you make on the Embedded File page of the Object Properties dialog box.









Lets you type a simple button name that corresponds to a specific CGI Script control reference. The CGI Script determines the
function of the simple button.



Lets you type the text that will appear on the simple button in your Web document.



Lets you apply the changes you make on the Simple Button page of the Object Properties dialog box.









Lets you type a submit button name that corresponds to a specific CGI Script control reference. The CGI Script determines the
function of the submit button.



Lets you type the text that will appear on the submit button in your Web document.



Lets you apply the changes you make on the Submit Button page of the Object Properties dialog box.









Lets you type a reset button name that corresponds to a specific CGI Script control reference. The CGI Script determines the
function of the reset button.



Lets you type the text that will appear on the reset button in your Web document.



Lets you apply the changes you make on the Reset Button page of the Object Properties dialog box.









Lets you type a radio button name that corresponds to a specific CGI Script control reference. The CGI Script determines the
function of the radio button.



Lets you type the text that will appear with the radio button in your Web document.



Lets you determine the default state of the radio button in your published Web document — either enabled or disabled.



Lets you apply the changes you make on the Radio Button page of the Object Properties dialog box.









Lets you type a check box name that corresponds to a specific CGI Script control reference. The CGI Script determines the
function of the check box.



Lets you type the text that will appear with the check box in your Web document.



Lets you determine the default state of the check box in your published Web document — either enabled or disabled.



Lets you apply the changes you make on the Check Box page of the Object Properties dialog box.









Lets you type a text edit field name that corresponds to a specific CGI Script control reference. The CGI Script determines the
function of the text edit field.



Lets you type the text that will appear in the text edit field in your published Web document.



Lets you define the maximum number of characters that can be typed in the text edit field. You can type a value between 1 and
50.



Lets you define the size of the text edit field, based on the number of characters that can be typed in the field. If the maximum
number of characters exceeds the size value, the Web browser will provide scroll bars. You can type a value between 1 and 50.



Lets you define whether this Internet object is a standard text edit field or if it has password functionality.



Lets you apply the changes you make on the Text And Password Field page of the Object Properties dialog box.









Lets you type a text edit box name that corresponds to a specific CGI Script control reference. The CGI Script determines the
function of the text edit box.



Lets you specify the number of columns available in the text edit box. You can type a value between 1 and 255.



Lets you specify the number of rows available in the text edit box. You can type a value between 1 and 255.



Lets you type default text that will appear in your Web document when the document is viewed in a browser.



Lets you apply the changes you make on the Text Edit Box page of the Object Properties dialog box.









Lets you type a pop-up menu or options list name that corresponds to a specific CGI Script control reference. The CGI Script
determines the function of the pop-up menu or options list.



Lets you select multiple items from your Web document's Options list box when the document is viewed in a Web browser. This
control is disabled by default if you insert a pop-up menu Internet object.



Lets you size the options list by specifying the number of rows that can be viewed in the list. This control is disabled by default if
you insert a pop-up menu Internet object.



Lets you specify that the options list is a drop-down menu.



Lets you specify that the options list is a list.



Displays the nhames contained in the options list in the Label column and the corresponding reference to the CGI Script in the
Value column. You can determine which names are highlighted by default in the options list by enabling the associated check
boxes.



Lets you apply the changes you make on the List page of the Object Properties dialog box.












Lets you type an Internet object name that corresponds to a specific CGI Script control reference. The CGI Script determines the
function of the Internet object.



Lets you type the text that will be associated with the Internet object in your published Web document.









Lets you publish your Web document to HTML format. When you publish your document to HTML, CorelDRAW creates an
HTML file identical to the source CorelDRAW document.



Lets you publish your Web document to the Java-based Corel Barista format. Documents saved in the Corel Barista format are
saved as Java applets.



Lets you publish your Web document as a single image. CoreIDRAW creates an image map — a hypergraphic that links to
different Uniform Resource Locators (URLs) when you view the HTML document in a Web browser. When you click an image
map, the HTML document to which it is linked appears.



Lets you publish your Web document to the Internet using the Publish To Internet dialog box. The Publish To Internet dialog box
contains all the options you need to successfully publish your document to the Internet.



Lets you move back to the previous screen in the Publish To Internet wizard.



Lets you advance to the next screen in the Publish To Internet wizard.












Lets you choose the folder in which you want to save your published HTML document. The HTML Folder list box keeps a history
of the last folder used (default), the folder containing your source .CDR file, and the default CorelDRAW .CDR folder.



Lets you choose the drive and folder in which you want to save your published HTML document if the choices in the HTML
Folder list box are not suitable.



Lets you type the name of the folder in which you want to save the bitmaps in your Web document. The image folder is usually a
subfolder of the source HTML folder.



The controls in this section let you choose the format used to position the Internet objects in your Web document when your
document is published to the Internet.



Lets you publish your Web document to an HTML file, using a table, or cells, to determine the position of Internet objects. This
option is the most compatible with Web browsers.



Lets you publish your Web document to an HTML file, using layers to determine the position of Internet objects. This option
generates a smaller, less complicated HTML file that is easy to edit in an HTML editor but is supported only by Netscape
Navigator 4.



Lets you publish your Web document to an HTML file, using style sheets to determine the position of Internet objects. This option
generates a smaller, less complicated HTML file that is easy to edit in an HTML editor and is supported by Netscape Navigator 4
and Microsoft Internet Explorer 4.






Lets you export the graphics in your Web document to the JPEG image file format.



Lets you set advanced JPEG-specific options if you choose to export the graphics in your Web document to the JPEG image file
format.



Lets you export the graphics in your Web document to the GIF image file format.



Lets you display your document's graphics in a Web browser using image interlacing. Using image interlacing is similar to
displaying your graphics progressively.



Lets you keep bitmap graphics separate from other graphics in your Web document when you publish your document to the
Internet. In addition, photographic bitmaps containing more than 256 colors are exported to the JPEG image file format
automatically when this check box is enabled.



Lets you resample unnecessarily large bitmaps to screen resolution automatically. For HTML pages, the default resolution is 96
dots per inch (dpi), which should be sufficient to fill your Web browser's window.



Lets you apply the current CoreIDRAW color profile to the images in your Web document. Applying a color profile helps to ensure
that the colors in your document are accurately reproduced in a Web browser.



Lets you override HTML-compatible text in your Web document and export the text as bitmap images. Exporting text as bitmap
images ensures that it will appear the same in a Web browser as in your source document.






Displays the page number, the name of the page, and the page's filename. You can choose to publish specific pages of your
Web document by enabling the appropriate check boxes. You can also edit the title 