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Getting Started



What's in this package
The FreeHand package contains the following items:

o ACD-ROM containing the FreeHand 1nstaller,
font libraries, clipart, templates, and the
sample artwork.

0 Using FreeHand (this manual) is a guide to using
FreeHand.

Note: To preserve disk space, the FreeHand clipart is not
copied to your local hard drive during installation. The
clipart is located in the Clipart folder on your FreeHand
CD-ROM.

System requirements
FreeHand runs on both the Macintosh and Windows

operating systems. Before you install FreeHand and
begin using the apphcation, you need the following
equipment:

Macintosh

O Systcm 71or higher
For double-byte support, double-byte System 7 1or

higher 1s required.
0 PowerPC processor

0 16 MB of application RAM (32 MB or more

recommended)

0 30 MB of available hard disk space (60 MB or

more recommended)
o CD-ROM drive
0 Mouse or digitizing tablet
0 Color monitor recommended

O PostScrip[—compa[ible printer recommended

Windows

0 Windows 95 or Windows NT 4 (with Service
Pack 3) or later

0 Intel Pentium processor or higher

0 16 MB of system RAM in Windows 95 (24 MB

or more rccommcndcd)

0 32 MB of system RAM 1 Windows NT 4 (40

MB or more recommended)

0 30 MB of available hard disk space (60 MB or

more recommended)
o CD-ROM drive
0 Mouse or digitizing tablet
0 Color monitor recommended

O PostScrip[—compa[ible printer recommended
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Installing and starting
FreeHand

This section describes how to install FreeHand on your
hard disk and start the application.

Before you begin, make sure your computer meets the
system requirements listed in the System Requirements

section. Read the ReadMe document on the FreeHand
CD-ROM for late-breaking information.

To install and start FreeHand on a Macintosh:

1 Disable virus-protection extensions and restart
your computer.

2 Make sure the FreeHand CD-ROM is in your CD-
ROM drive.

3 Double-click to launch the FreeHand installer.
Follow the instructions that appear on screen.

The mstallation application prompts you to enter
required information.

5 After FreeHand is installed, you may be
prompted to restart your machine. Double-click
the FreeHand icon to launch FreeHand from the
Finder.

To install and start FreeHand in Windows NT 4 or
Windows 95:

1 Insert the FreeHand CD-ROM in your CD-ROM
drive.

2 Follow the instructions that appear on screen.

The installation application prompts you to enter
required information.

3 When FreeHand is installed, launch FreeHand
from the Start menu.

There are four other ways to mstall FreeHand in

Windows NT 4 and Windows 95:

0 Double-click the installation application, Setupexe,

in the FreeHand folder. Be sure to use the Explorer,
not My COIHPU[ER

0 Click the Install button in the Add/Remove
Programs module in the Control Panel and
navigate to the Setupexe application in the

FreeHand folder.

0  Use the Run command in the Start menu and
navigate to the Setupexe application in the

FreeHand folder.
0 Select the CD-ROM icon 1 the Explorer or My

Computer, right-click to display the menu, and

choose Autoplay.

Note: To disable Autoplay, hold down the Shift key
while inserting the FreeHand CD-ROM.

Uninstalling FreeHand

Use the uninstaller to ensure that all FreeHand files are
removed from the computer.

To uninstall FreeHand on the Macintosh:

1 Run the installer from the FreeHand CD-ROM and
choose Remove from the Options pop-up.

2 Follow the instructions that appear on screen.
The uninstaller removes all FreeHand application

files from your computer.

On the Macintosh, manually removing FreeHand can
result 1n several preferences and Kodak Color
Management System files remaining i the System

folder.

If you used Custom installation to install FreeHand in a
different folder than the default location, you must
spccify the same location when uninstalling,

To uninstall FreeHand in Windows NT 4 or
Windows 95:

1 Choose Start > Settings > Control Panel.
Double-click Add/Remove Programs.

Select Macromedia FreeHand 8 in the list box.

Click the Add/Remove button.

a b W N

Follow the instructions that appear on screen.
The uninstaller will remove all FreeHand program

files from your system.

In Windows, manual uninstallation may leave several

DLLs and registry database entrics.
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Resources for learning
FreeHand

In addition to the printed Uﬂhg FreeHand manual, there
are resources to help you quickly learn how to use

FreeHand.
0 FreeHand Help

FreeHand'’s online help, available any time the
FreeHand apphication 1s active, has expanded to
include information on every FreeHand tool, pancl,
dialog box, and preference.

0 Tutorals chapter

Located 1n the Um?g FreeHand manual, these
turortals guide you through fundamental and
advanced FreeHand features.

O www.macromediacom

Macromedia’s award-winning web site contains
FreeHand tutorials, sample art, and update&

What's New in FreeHand 8

Creative tools

Lens fills—FreeHands dynamic lenses include
transparency effects and lighten, darken, and
monochrome filters. The magmfy lens automatically
creates live, detailed views or insets with a movable focus
point. The lighten, darken, and grayscale lenses create
overlays for powerful imaging effects.

Emboss tool—Cireate buttons and depth effects using

Chisel, Deboss, and Quile effects.

Shadow tool—Cireate soft-edged and hard-edged drop
shadows directly in FreeHand.

Mirror tool—Create symmetric objects and complex
arcular arrays.

Graphic Hose—Buuld a sequenced library of objects
and interactively spray them throughout your
document with options to vary their size and rotation.

Freeform tool and reshaping tool—Edit paths
nteractively without using Beziér control pornts.

Rasterize in place—Convert your image to bitmap
formar directly 1n FreeHand without exporting and
importing,

Preset styles—Usc libraries of preset stroke and fill
styles for fast and efficient designing,

Customizable and integrated
environment

Customizable keyboard shortcuts—Make
FreeHand work the way you do using customizable
keyboard shortcuts including sets of shortcuts for major
applications such as Photoshop, Quark X Press,
[llustrator, and Corel DRAW.

Customizable toolbars—Customize FreeHand's
environment for quick access to your most commonly
used functions. Toolbars and pancls are customizable,
movable, and dockable.

Customizable views—Cireate saveable and nameable
views of your workspace.

4 Chapter 1



Product integration—Use FreeHand more smoothly
and efficiently than ever with Photoshop, Quark X Press,

[llustrator, Corel DRAW, and Acrobat.

Performance enhancements

Faster display—Take advantage of accelerated screen
redraw and image display for maximum efficiency. Use
Fast Preview and Fast Keyline for optimal redraw.

Windows enhancements—Use time-saving wizards
to make document setup quick and easy. Shortcut
menus are available using the right mouse button. The
Enhanced Windows Metafile format provides better
ntegration with Microsoft Office.

Animation integration with
Macromedia Flash

Flash export—Export your documents as Flash
animations using pages and layers.

Blend animation—Rclease your blends to layers to
quickly export as Flash animations.

Getting Started
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CHAPTER 2
Getting Your Bearings



This means that the printed resolution of your
document depends on the resolution of the output
device, not on the resolution of the document itself.

Using the document
window

FreeHand 1s an object-oriented drawing application.
Object-ortented means that your document 1s
composed of strokes and fills, rather than individual
pixels, as with an image-editing application. Unlike
bitmap graphics, an object-oriented drawings resolution
15 device-dependent.

Main toolbar
contains buttons to
activate the most
common functions.

access to the most

commands.

Text toolbar provides

frequently used text

Launching FreeHand displays the document window,
your mnterface to the pasteboard—the area that contains
the pages of your document. The 222-inch-by-222-1nch
pasteboard can hold over 675 letter-sized pages. The
buttons, tabbed panels, and toolbars are customizable.
See “Using panels” on page 9 and “Customizing
toolbars” on page 32

Page rulers display in
the document’s unit
of measurement.

Object Inspector

Info bar Stroke
provides Inspector
feedback on . P
selected - Fill Inspector
objects.— | ————Text
Set the I 3 T o B 8 8 0 8 A w8 e od L-.—.‘: EEEEELE|EERERESE Inspector
page rulgrs’ ¥ Document
zero point. |, Inspector
Toolbox :" = Inspectors
: _ display
contains the [ information
drawing and B and options
tra niforlm E - b for objects
ools. L . g and text.
Color Mixer L = i ‘H'::i- i P o e Use the
ando! Tllnts painel Oz ] o . — ‘5’; . Layers panel
usilzp aayvc;i:trs M s .i;_ o - to create and
g e Y [ . [ modify the
o cdo lor_:——l— layers in your
models. - document.
Enter a custom [ The Color List
magnification & displays all
vaIueigL;eialé/ Ir I LRGN ﬁ named colors.
entry field.
Use th Use the Units pop-up to define
wsetne the unit of measurement for Pasteboard contains all of
Magnification d t )
DOp-Up 10 your document. the pages in your document.

Use to switch between
Preview and Keyline views

select a preset
or custom page

iy .
magnitication Use the Page View pop-up to sel

an individual page. Enter a page
number to go directly to a page.

Page selector buttons
scroll between pages.

. Each document page contains your
illustration and can be of any size.

ect Objects must be on a page to print.
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Using panels

FreeHand's panels float on top of the pasteboard and can
be placed anywhere on your screen. These customizable
tabbed panels can be moved, separated, or combined by
dragging therr tabs. For instance, the Inspector consists
of five panels: Obyect Inspecror, Stroke Inspecor, Fill
Inspector, Text Inspector, and Document Inspector.
Click a tab to activate a particular panel.

Components of a panel

Close box  Title bar

[ =—Zip box

—Scrollbar

— Scroll arrows
"

Panel Size box

Macintosh

Maximize button

Minimize button

Close button

Drag the frame to
resize the panel

Windons

The following are tabbed panels: Object Inspector,
Stroke Inspector, Fill Inspector, Text Inspector,
Document Inspector, Color List, Layers panel, Color

Mixer, Styles panel, Tint panel, and Halftones panel.

Panel shortcuts

To Do this

Switch between the  Use Command-Tilde
first edit field of each (Macintosh) or Control-Tab
open panel (Windows).

Show or hide panels Choose View > Panels, use
F12, or use Command-Shift-
H (Macintosh) or Control-
Alt-H (Windows).

To add a panel to another panel:

Lagersl

[ogtiors =] H7[E] v
________]ﬁﬂliﬁiﬂﬂﬂll___ &) More 4
jg g Guides ﬁ ihite

=i M Elsck

L] Regiztration
Wl FANTONE 193-1 CVS

V@A Background

W ros tavs

Bl

i

Il:-nh':l_luwtl

To return the panels to their default positions, quit
FreeHand, delete the preferences file named “FreeHand
8 Preferences” located in the System Folder \ Preferences
folder (Macintosh) or Fhprefsext in the application
folder (Windows) and relaunch FreeHand. This will

reset all of your preferences.

Getting Your Bearings 9



To remove a panel:

Bl EE g .
[Gotors | Lay3r
ad
@d' Guides
o Bigckground
o 2 o [
Colors J Layers
EZ o 11T
VEN

White V@A Guides
M Elack =

M Registration v @' Background

Wl FANTONE 193-1 CVS
W Fos 1078

Snapping panels

Align panels in your Workspace by snapping them
together or to the monutor border. In Windows, you can
also snap pancls to the border of the application.

Drag a panel by its title bar to within 12 pixels of
another panel to snap them together. Hold down Shuft
while dragging a panel to temporarily disable snapping,

Resize and z1p snappc‘d panels indc‘pc‘ndc‘ntly.

Docking panels

Panel dock

When moving, opening and closing, or zipping and
unzipping docked panels, the action affects all docked
panels as one unit. Dock one panel either horizontally or
vertically to another panel. Resize panels within docked

pancls.
To Do this
Dock panels 1.Hold down Control and drag

one panel towards another by
its title bar.

Like snap distance, dragging a
panel to within 12 pixels docks
them together.

2.Release the mouse button. A
panel dock appears to indicate
docking.

Undock panels Click the panel dock between two
panels or hold down Control while
dragging the title bar of a docked
panel away from its adjacent
panel.

On the Macintosh, Xtra panels do not snap or dock to
other panels. In Windows, non-tabbed panels do not
snap or dock to one another.
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Using the Inspectors

Virtually every FreeHand drawing task mvolves one or
more of the five Inspectors.

c

se To

o
K=}
[
[a]
—~+

Display the position and
dimensions of a selected object.

Use Command-| (Macintosh) or
Control-I (Windows).

©

(%]
-+
5
)
~
(0]

Display the stroke attributes of a
selected path.

Use Command-Option-L
(Macintosh) or Control-Alt-L
(Windows).

[»]

I

Display the fill attributes of a
selected path.

Use Command-Option-F
(Macintosh) or Control-Alt-F
(Windows).

Display text formatting of
selected text.

Use Command-T (Macintosh) or
Control-T (Windows).

Display thumbnail icons for each
page in your document.

Use Command-Option-D
(Macintosh) or Control-Alt-D
(Windows).

g : @
3
)
2

Using the Object Inspector

The Object Inspector displays an object’s position and
dimensions. For example, with an ellipse selected, the
Object Inspector displays position (xand y values based
on the current page ruler sctting> as well as dimensions
(hcighr and width in the document’s unit of
measurement). With a rectangle selected, the Object
Inspector displays position and dimensions as well as the
rectangle’s corner radius. Values i the Object Inspector
are editable. All changes made n the Objcct Inspector’s
entry fields are reflected 1n your document as soon as
you press Return. The Ob]cct Inspector provides
feedback even with multiple objects selected. This
fearure 1s especially useful when selecting a range of

text blocks and changing their auto-expansion settings.

T
TN

Feimir
B
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Using the Stroke Inspector

The Stroke Inspector displays stroke attributes of a
selected path. For example, use the Stroke Inspector to
enter a stroke width and assign a color. The Stroke
Inspector has settngs for five types of strokes: None,
Basic, Custom, Pattern, and PostScript. For more
information on the concepts of stroke width, cap, join,
muter limit, dash setting, and arrowheads, see Chaprer 6,

“Color, Strokes, and Fills.”

J_I%EIAD

Ll
O Cvverprint
width:
Cap: E
Join:
Mitetr limit:
Arrowheads

[ [ e -]

@ Using the Fill Inspector

The Full Inspector defines the type of fill a path contains.
For Cxample use the Fill Inspector to change the type of
fill or assign a color. The Fill Inspector has settings for

nine types of fills: None, Basic, Custom, Gradient, Lens,

Pattern, PostScri 1pt, Texcured, and Tiled. Fills are
discussed fully in Chaprer 6, “Color, Strokes, and Fills”

Using the Text Inspector

The Text Inspector has five subpanels:
0 Character

0 Paragraph

0 Spacing

0 Columns and Rows

0 Adjust Columns

[abe | F [I+I[EE|E7|

The Text Inspector’s five subpanels are explained in

Chaprer 7, “Text”

@ Using the Document Inspector

The Document Inspector contains a miniaturized view
of the pasteboard, showing thumbnail icons for each
page in your document. With the Pointer tool, move the
thumbnails, and the corresponding pages move.

The Document Inspector provides three magnification
views when mampulanng page thumbnails. When
m1gn1f1c1t10n is set to the muddle or highest levels, all of
the pages in the document may not be visible in the
Document Inspector’s pasteboard window. 1o navigate
the pastcboard, hold down the spaccbar to switch the
cursor to a grabber hand to scroll the pasteboard
window. The Document Inspector also contains
options for adding, duphcatmg and lemovmg pages, as
well as options to set page size, orientation, bleed, and
printer resolution.
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Grid size appears in the View menu, and the constrain
angle appears in the Modify menu. The Unuts pop-up
appears in the lower-left corner of the document
window.

Add, duplicate,
and remove pages.

[Eytwa = 1[FTEIEH— Choose magnification views
for page thumbnails.

[tm=  rI[EI=H—Set page orientation.
a: G12 g2

ikga 0 H— Set page bleed.
Prine rend i ia
|'!-W el [

Set printer resolution for final
output device.

Set page size.

Setting units of measurement

To set the unit of measurement for an entire document,
choose a measurement from the Units pop-up in the
lower-left corner of the document window. This setring
affects almost every numerical entry field in the
apphcatlon With the Units pop-up set to points,

entering 125 n an entry field yields a value of 125 ponts.

1o override the unit of measurement for a single entry
field, enter a value in a numerical entry field with a unic
override, and press Recurn. With the Units pop-up set
to points, entering 125m in an entry field yields 125
mullimeters instead of 125 points. This 125-millimerer
value 15 automatically converted to 354.3307 points.

Unit override Example

#i for inches 7i = 7 inches
p# for points p7 = 7 points
#p for picas 7p = 7 picas

#m for millimeters 7m = 7 millimeters

Numerical entry fields accept mathemartical functions.
The following mathematical symbols are supported:

0+ (addition)

0 - (subtraction)

o - (mulriphcation)
0/ (division)

To use mathematical cquations create an equation using
these symbols. Type this equation 1n an entry field and
press Return. Wich the Units pop-up set to points,

entering ‘10/2” in an entry field yields a value of 5 points.

To override the unit of measurement using
mathematical equations, create an cquation using these
symbols and any combination of unit overrides. Typc
this equation mto an entry field and press Return. With
the Units pop-up set to points, entering 21+ p7” yields a

value of 151 points.
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Using the toolbars
FreeHand has several toolbars:
0 Toolbox

0 Main toolbar

0 Text toolbar

0 Info bar

0 Status bar (Windows)

The location and contents of the Main toolbar, Text
toolbar, Toolbox, and Info bar are customizable. The
Status bar 1s customizable on Windows. This chapter
describes the default location and contents of the
toolbars. The default location of the Main toolbar and
the Text toolbar 1s below the menus and above the active
document window.

To show or hide individual toolbars, choose
Window > Toolbars. To show or hide all active toolbars,
choose View > Toolbars. To show or hide the Toolbox,

choose Window > Toolbars > Toolbox.

Toolbox

The Toolbox contains 17 tools.

Pointer tool: Select
and drag objects.

Rectangle tool:
Draw rectangles
and squares.

Ellipse tool: Draw
ellipses and circles.

Freehand tool:
Draw freeform and
calligraphic paths.

Freeform tool:
Push and pull
paths.

Knife tool: Cut a
path into two or
more paths.

Reflect tool:
Reflect objects.

Skew tool:
Skew objects.

Magnification
tool: Magnify
objects.

a|0)»|=|

Pt
P
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e

< e

Text tool: Create
text blocks.

Polygon tool:
Draw polygons
and stars.

Line tool: Draw
straight lines.

Pen tool:
Draw paths by
anchoring points.

Bezigon tool:
Draw paths
using automatic
curvature.

Rotate tool:

2|5

+
[

Rotate objects.

i

+

Scale tool:
Resize objects.

Trace tool:

NEEIE

Trace objects.
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Main toolbar

Use

To

[

Sl T

ol |5 | |

Create a new document.

Open an existing document.

Save the active document.

Import a file or object.

Print the active document.

Undo the last action.

Redo the last action.

Cut the selected object to the
Clipboard.

Copy selected object to the Clipboard.

Paste the Clipboard’s contents.
Open Find & Replace Graphics dialog
box.

Open the Align panel.

Group the selected objects.

Use To
an Ungroup the selected objects.
e

L

Join the selected objects.

Split the selected objects.

Lock the selected objects.

Unlock the selected objects.

Open the Object Inspector.

Open the Transform panel.

Open the Color List.

Open Color Mixer.

Open Layers panel.

Open FreeHand Help.

Tool Tips describe each button’s function. Pause the
cursor over a button on the toolbars, and a small label

appears. This label disappears when you move the cursor
away from the button.

Getting Your Bearings
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Text toolbar

The Text toolbar contains common text commands.

Use

To

|Hl:-l'-a”¢-l "l

Wl B
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Choose a paragraph style
(Windows).

Choose a font.
Choose a character style

(Macintosh).

Apply Bold character style
(Windows).

Apply ltalic character style
(Windows).

Set point size.

Set leading.

Choose leading options.

Align text left.

Align text center.

Align text right.

Fully justify text.

Flow text inside a path.

Use To
&FE Attach text to a path.
EEE Detach text from a path.
==l Convert selected text to
paths.

In Windows, the Text toolbar includes a paragraph style
pop-up and buttons for Bold and Irahc character styles.
Click both Bold and Iralic buttons to apply a fonr’s
Boldlralic character style, when available. An icon next
to the font name indicates whether the font 1s a
TrueType or a PostScript font. Absence of an icon
indicates a system font or an unidentfiable font.

Clicking a font name 1n the Font pop-up 1n the Text
toolbar previews selected text in the chosen font. Wich
no text selected, clicking a font name previews

‘AaBbCcDd” (Macintosh) or the name of the font
(Windows).
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Info bar

The Info bar provides feedback for selected objects,
depending on object type and current action. Such
feedback includes the object type, the position of the
cursor, the change i an object’s position, the angle, the
center of rotation, the radius, and the number of sides.
Choose Window > Toolbars > Info to show or hide the

Info bar.

Status bar (Windows)

The Status bar contains the Magnification pop-up, page
selector buttons, Page View pop-up, View pop-up, and
Units pop-up. In addition, the Status bar dlsplavs status
messages on the task in progress, the menu item

highlighted, or tool selected.

= i ] S [ E e |
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Setting up your project

Consider your document’s design and final output
requirements. Decide 1n advance what settings are best.

Page size

Set the page size in the Document Inspector to define
the size of your final document. Objects can span
multlplc prm[cd pages. For more information on setting
page size, see “Using the Document lnspcctor on

page 12,

Page orientation

Page orientation can be portrait (call) or landscape
(wide). Set page ortentation in the Document Inspector.

Bleed

If a document 1s to print off the edge of the paper st a
bleed size in the Document Inspector and print on
paper larger than the page size you specify. Page bleeds

are discussed further in Chaptcr 8, “Printing.”

Number of undo’s

Use the File > Undo command to reverse an action.
Enter a value of up t0 100 in the General > “Undo¥s”
entry field 1n the Preferences dialog box.

Number of pages

A single FreeHand document can contain multiple

g pic
pages, each with its own dimensions, orientation, and
bleed size. Add or delete pages in the Document

Inspector.

Unit of measurement

Choose from points, picas inches, decimal inches, or
mullimeters to d[splav in the rulers, pancls and dialog
boxes. Set the unit of measurement in the lower-left
corner of the document window. Your selected unit of
measurement can be overridden m any enery field as
explained in “Setting units of measurement” on page 13

of this chaprer.
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Printer resolution

Set the printer resolution for your final output device. If
you print proofs to a laser printer but plan to print the
final document to an imagesetter, set the resolution for
the imageserter. Set the printer resolution 1n the
Document Inspector. Use the printer resolution value to
do the following;

0 Calculate the number of default steps in a blend.

0 Resize bitmap images to match the outpur device’s
resolution.

O Set the resolution of Gradient fills.

Page rulers

Pagc‘ rulers use the document’s current unit
of measurement.

To show or hide page rulers, choose View > Page Rulers,
or use Command-Option-M (Macintosh) or Control-
AleM (Windows). To set the page rulers zero point,
chick and drag the zero-point marker from the uppcr*lcft
corner of the document window to a new location. The
zero point represents the intersection of the horizonral
and vertical page rulers. After moving the page rulers,
double-click the zero-point marker.

Grid

The grid 1s a non-printing background of horizontal and
vertical dotted lines. Choose View > Grid > Show to
display the grid. Choose View > Snap to Grid to snap
objects to the nearest gnd mntersection. Set the desired

grid size in the View > Grid > Edit dialog box.

Guides

Use guides (nonfprinting blue guidclincs) to precisely
align and place objects. Choose View > Guides > Show to
display guides or use the Guudes layer in the Layers
panel.

To add a guide with the page rulers active, drag from
either the horizontal or the verucal page ruler. Choose
View > Guides > Edit to display the Guudes dialog box
and add, delete, and modify guidcs.

With View > Snap to Guides turned on, objects snap to

guides within the value set in the General > “Snap
istance” preference.

dist f

This cursor Appears when snapping to
—_— Horizontal guides
k-
Vertical guides
H
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Working with the grid and guides

To Do this

Show or hide Choose

the grid View > Grid > Show.

Snap objects to Choose View > Snap to Grid

the grid or use Command-;
(Macintosh).

Modify the grid Choose View > Grid > Edit.

Show or hide Choose View > Page Rulers

page rulers or use Command-Option-M

Change unit of
measurement

Show or hide guides

Snap objects to
guides

Edit guides

Lock guides

Edit snap distance
of guides

(Macintosh) or
Control-Alt-M (Windows).

Use Units pop-up.

Choose
View > Guides > Show.

Choose View > Snap to
Guides or use Command-\
(Macintosh) or Control-Alt-G
(Windows).

Choose
View > Guides > Edit.

Choose

View > Guides > Lock
Guides or click the padlockin
the Guides layer.

Enter a value in the
General > “Snap Distance”
preference entry field.

Editing guides
Choose View > Guides > Edit to display the Guides

dialog box and review and edit all the guides.

[T
Page: [1 | [EE
Top= L aior
e Release |
B Delete |
Rad... |
| Edit.,, |
Cancid |
Use To
Page Enter a page number in the entry
field or click the next and previous
page buttons.
Type Identify the guide type for each
guide on the selected page.
Location Identify the location for each guide
on the selected page.
Release Turn the selected guide into an
object.
Delete Delete the selected guide.
(Macintosh) or
Remove
(Windows)
Add Add a new horizontal or vertical
guide.
Edit Set a new location for a horizontal

or vertical guide.

See Chapter 4, “Organizing Your Illustration,” for more
information about turning objects into guides.
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Navigating your document

Working with pages

=

To

Do this

Create a new
document

Open an existing
document

Choose File > New, click the
New document button on the
Main toolbar, or use
Command-N (Macintosh) or
Control-N (Windows).

Choose File > Open, click the
Open document button on the
Main toolbar, or use
Command-0 (Macintosh) or
Control-O (Windows).

The four most recently saved documents appear in the
File menu. Create templates for documents that share
common design clements and production settings. To
learn how to create and edit templates, see Chaprer 4,
“Organizing Your [lustration.”
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Document I nspector

Do one of the following to activate a page:

0 Display the Document Inspector and click a desired
page thumbnail.

0 Choose a value from the Page View pop-up or enter
avalue in the entry field. Both are located in the
lower-left corner of the document window.

0 Click a page selector button.

0 Scroll to a page using the document scrollbars.

0 Click a page with a tool.

20
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To arrange pages on the pasteboard:

1

Display the Document Inspector.

If necessary, click one of the page magnification
buttons to enlarge or reduce the size of the

page thumbnails.

Using the Pointer tool, click and drag a
thumbnail to a new location in the Document

Inspector’s pasteboard window.

Hold down the spacebar to turn your cursor into a

grabber hand to scroll the view.
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To

Do this

Add pages

1.

Choose Add Pages from the
Document Inspector Options pop-

up.

.Set options in the Add Pages

dialog box and click OK.

In the Add Pages dialog box enter
the number, page size, page
orientation, and bleed area for
new pages.

Duplicate
pages

—_

.Select a page.
.Choose Duplicate from the

Document Inspector Options pop-
up.

Remove
pages

—_

.Select a page.
.Choose Remove from the

Document Inspector Options pop-
up.

If the selected page contains
objects, FreeHand warns you
before deleting the page.
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Setting page magnification

FreeHand supports magnifications ranging from 6
percent to 256 times actual size.

p2® [~

Click to choose a
magnification setting.

Highlight and enter a

new magnification

setting.

To

Do this

To

Do this

Enlarge a selection
area

Reduce a selection
area

Select the Magnification tool
and drag a selection area.

Enter a value in the
magnification entry field in
the lower-left corner of the
document window.

Select the Magnification tool
and hold down Option
(Macintosh) or Alt (Windows)
and drag a selection area.

Enter a value in the
magnification entry field.

Enlarge a page view
to the next
increment

Reduce a page view
to the next
increment

Zoom to the highest
magnification

Zoom to the lowest
magnification

Select the Magpnification tool
and click a page.

Choose an increment from the
Magpnification pop-up.
Choose View > Magnification
to select an increment.

Select the Magnification tool,
hold down Option
(Macintosh) or Alt (Windows),
and click a page.

Choose an increment from the
Magpnification pop-up.
Choose View > Magnification
to select an increment.

Select the Magnification tool,
hold down Control
(Macintosh) or Shift
(Windows), and click a page.

Enter “256 x” in the
magnification entry field.

Select the Magnification tool,
hold down Option-Control
(Macintosh) or Shift-Alt
(Windows), and click a page.

Choose 6 percent from the
Magnification pop-up.

Choose 6 percent from
View > Magnification.

Using magnification shortcuts

To

Use

Change document
view to fit the
selection

Fit view to current
page

Fit view to all pages

Set view to 50%

Set view to 100%

Set view to 200%

Set view to 400%

Set view to 800%

Zoom in

Zoom out

Command-0 (zero)
(Macintosh) or Control-0
(zero) (Windows)

Command-Shift-w
(Macintosh) or Control-Shift-
W (Windows)

Command-Option-0 (zero)
(Macintosh) or Control-Alt-0
(zero) (Windows)

Command-5 (Macintosh) or
Control-5 (Windows)

Command-1 (Macintosh) or
Control-1 (Windows)

Command-2 (Macintosh) or
Control-2 (Windows)

Command-4 (Macintosh) or
Control-4 (Windows)

Command-8 (Macintosh) or
Control-8 (Windows)

Command-Spacebar
(Macintosh) or Control-
Spacebar (Windows)

Command-Option-Spacebar
(Macintosh) or Control-Alt-
Spacebar (Windows)
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Multiple document views

Use multple views to see a document at different views
or magnifications simultancously. View up to eight
windows showing the same document at one time. To
close one of the document view windows, click the
window’s close box. To close all document views, hold
down Optuion and click the close box (Macintosh) or

press Control-Shifc-F4 (Windows).

To open additional document views:

1 Select Window > New Window or use
Command-Option-N (Macintosh) or
Control-Alt-N (Windows).

2 Change the view and magnification of the new
windows.

Naming and saving custom views

Name and save the current view’s magnification
S
percentage, view mode, and scrollbar positions to recall
later. Choose View > Custom > New, type a name 1n the
yp

Name field, and click OK.

Use To adjust
Magnification percentage
View mode
2 — Horizontal position
Vertical position
5

Choosing View > Custom > New saves these settings toa
custom view name. To recall a saved view, choose the
view name from the Magnification pop-up or from the
View > Custom submenu. In Windows, right-click to
open the shortcut menu and choose a custom view from
the View submenu.

To define, name, and save a view using the
Magnification tool, click the tool, hold down Shft, and
click and drag to define a view. The New View dialog

box opens after the new view 1s set.

To edir a named view, adjust view elements to redefine
the view, and then choose View > Custom > Edi.
Choose a view name from the list in the Edit Views

dialog box, then click Redefine. To delete the view;, click
Delete. To confirm edits and deletions, click OK.

Edit Diews

Redefi
Lz
view 3

Uiewr 4
View 5

K

i

To switch from the current to the previous view, choose
View > Custom > Previous or use Command-Opuion-1

(Macintosh) or Control-Ale-Shife1 (Windows).
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Optimizing document redraw

Choose one of four view modes from the View pop-up
at the lower-left corner of the document window:
Preview, Fast Preview, Keyline, and Fast Keyline. View
modes affect a document’s on-screen representation, not
1ts object data or print qualiry. The fast modes optimize
redraw by reducing blend steps o 10 and graying text for
onscreen point sizes 50 and below.

Switch between Preview and Keyline by choosing
View > Preview or using Command-K (Macintosh) or
Control-K (Windows). Choose View > Fast Mode or
use Command-Shift-K (Macintosh) or Control-Shif K
(Windows) to switch between normal and fast modes.
For example, choosing View > Fast Mode when the
document s set to Preview switches it to Fast Preview.

Note: To see a path in Keyline mode while the
document setting is Preview mode (or vice versa), press
and release Option (Macintosh) or Alt (Windows) as
you drag the path.

Choosing a view mode

Choose

To

Preview

Fast Preview

Keyline

Fast Keyline

Display the document as it
would print.

Display blends with reduced
steps and grayed text.

Display only a black hairline
stroke, no fill for objects, and
X-boxes for paste insides, EPS
images, and bitmap images.

Display blends with reduced
steps and grayed text. X-boxes
for paste insides are not
visible.

123‘5 E

Preview Fast Preview

23 b= =]
- o
Keyhne Fast Keyhne
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Drawing fundamentals

Selecting objects

To

Do this

Select an object

Select multiple
objects

Select all objects
on the active page

Select all objects in
a document

Deselect all objects
in a document

Select an object
within a composite
path, group,
blend, or paste
inside.

Drag a selection area around
the object,

or click with the Pointer tool.

Drag a selection area around
multiple objects,

or hold down Shift and click
with the Pointer tool.

Use Command-A (Macintosh) or
Control-A (Windows),

or choose Edit > Select > All.

Use Command-Shift-A
(Macintosh) or Control-Shift-A
(Windows),

or choose Edit > Select > All in
Document.

Press Tab,

or choose
Edit > Select > None.

Hold down Option (Macintosh)
or Alt (Windows) and click with
the Pointer tool.

To Do this

Select an object Hold down Control-Option
underneath (Macintosh) or Control-Alt-right
another object click (Windows) and click with
within a composite the Pointer tool to cycle

path, group, through objects.

blend, or paste

inside.

Select the Choose Edit > Select >

composite path, Superselect.
group, blend, or

paste inside in

which a

component object

is selected.

Note: Double-clicking an object may display its
transformation handles. To learn how to use these
handles, see "“Using transformation handles” on
page 140.
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Using the right mouse button (Windows)

Selectan object with the right mouse button to display a
shortcut menu containing a variety of commands. Such
objects include paths, text blocks, bitmap images, EPSs,
groups, and blends. Selecting dissimilar objects displays a
shortcut menu of common commands.
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Selecting an obyject with the right mouse button displays object
specific options.

To display shortcut menus, righe-click 1n the Document
Inspector, Color List, Layers panel, Styles panel, Tints
panel, on any color chip, color well, or on a blank area of
the document.

Rught-clicling a lit item in a panel provides quick access to
commands.

Alrernanively, use the right mouse button to magnify an
area of your document. Make sure the General > “Right
mouse button magnification” preference 1s checked.

Moving objects

Move objects with the Pointer tool, the Transform panel,
or the cursor keys.

To move objects with the Pointer tool, click an object or
group of objects and drag to a new location. Hold down
the mouse button for a moment or tap the Option
(Macintosh) or Alt (Windows) key before dragging an
object to display a preview of the object. Dragging an
object using the right mouse button displays the option
[0 MOVE It OF COpy 1t (Windows).

Choose Modify > Transform > Move to move objects in

y I
precise increments. Refer to Chaptcr 5, “Drawing,” or
FreeHand Help for more information.

Move selected objects with the cursor keys in preset
increments. Set the increment in the General > “Cursor
key distance” preference.
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The drawing tools

Pointer tool:
Select and drag
objects.

Rectangle tool:
Draw rectangles
and squares.

Ellipse tool:
Draw ellipses
and circles.

Freehand tool:
Draw freeform
and calligraphic
paths.

[O=Tools =

Polygon tool:

Draw polygons
and stars.

R

-

[

D

Line tool: Draw
straight lines.

Pen tool: Draw
paths by
anchoring

-

o

points.

=0

oty

C1—Bezigon tool:
Draw paths
using automatic
curvature.

£l

Use

To

Line tool

™~

Draw a straight line. Select the
Line tool and click and drag on
the page.

Hold down Shift to constrain the
line to 45° increments of the angle
entered in Modify > Constrain.

Hold down Option (Macintosh) or

Alt (Windows) to draw a line from
its center.

Freehand tool

Draw a freeform or calligraphic
path using the mouse or pressure-
sensitive tablet. Select the

Use

To

Rectangle tool

[

Draw a rectangle. Select the
Rectangle tool and click and drag
on the page.

Hold down Shift and drag to
constrain a rectangle to a square.
Hold down Option (Macintosh) or
Alt (Windows) and drag to draw a
rectangle from its center.

¢

e Freehand tool and click and drag
on the page.
Pen tool Place anchored points and alter

path shape as you draw. Select
the Pen tool.

Click to place a corner point.

Click and drag to place a curve
point.

Hold down Control and click to
place a connector point.

Ellipse tool

-

Draw an ellipse. Select the Ellipse
tool and click and drag on the
page.

Hold down Shift and drag to
constrain an ellipse to a circle.
Hold down Option (Macintosh) or
Alt (Windows) and drag to draw
an ellipse from its center.

Polygon or
Star tool

O

Draw a polygon or star. Select
Polygon or Star tool and click and
drag on the page.

Hold down Shift and drag to
constrain a polygon or a star to
45° increments of the angle
entered in Modify > Constrain.

Polygons and stars draw from
their centers automatically.

Bezigon tool

[/

Place points and control curvature
of the path. Select the Bezigon
tool.

Click to place a corner point.

Hold down Option (Macintosh) or
Alt (Windows) and click to place a
curve point.

Hold down Control and click to
place a connector point.

Note: The location and contents of the Toolbox are
customizable. For more information on the drawing
tools see “Drawing basics” on page 112.

To both constrain a shape and draw from the object’s

center, hold down Shift-Option (Macintosh) or Shift-

Alt (Windows) while using a drawing tool. Double-
click any tool with a bracket in 1ts upper-right corner to
display the ool options dialog box.
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Types of points

Point type describes how the path behaves at that pornt.

Use To

Corner point Create a corner at the

joint of two segments.

Curve point Force a smooth
connection between two

segments.

Connector point Connect a straight path

to a curved path.

A l’é’(l‘dﬂgk 15 composed of four straight pdtbf connected by

corner POZW!‘J".

The connector point connects a n‘mz('gbz‘ path 1o a curved path

An e//z})g is composed of four curved paths connected by

curve pomt;.
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Importing and exporting

FreeHand can import and export a wide variety of
vector (objcct‘oricn[ed) and bitmap graphic formats.

To import a graphic:

1 Choose File > Import or use Command-R
(Macintosh) or Control-R (Windows).

2 Select the file you want to import and then click
OK.

3 Position the import cursor where you want the
upper-left corner of the graphic or text block to
appear.

4 Click the mouse button to place the graphic at its
default size. Click and drag to scale the graphic.

To export a graphic:

1 Choose File > Export or use Command-Shift-R
(Macintosh) or Control-Shift-R (Windows) to
display the Export document dialog box.

1o re-export an updated version of the file last
exported, choose Export Again.

2 Choose the file format from the Format
(Macintosh) or Save as Type (Windows) pop-up.

Type a file name and select the destination.

Click Export (Macintosh) or Save (Windows) or
press Return.
For more information on importing and exporting
graphics, see Chaprer 10, “Working with Other
Applications.”

Send mail (Windows)

It an MAPI32-compliant clectronic mail system 1s
available i your Windows N'T or Windows 95
environment, choosing File > Send creates a new
outgoing mail message with the active FreeHand
document attached. This fearure does not work wich 16-
bit MAPT services. Two options are available when
sending an e-mail: include active document and include
all documents.

0 Choose [File name] to attach the active document.

0 Choose All Open Documents to attach all
currently open documents to your e-mail message.

The document 1s attached 1n 1ts current state. If the
document 1s unnamed, 1t will be attached with the
default name.

Getting Your Bearings 29



Customizing your
environment

Using preferences

Use FreeHandss extensive preferences to customize your
work environment. Choose File > Preferences or press
Command-Shife-D (Macintosh) or Control-Shift-D
(Windows) to display the Preferences dialog box. See
FreeHand Help for a detailed explanation of

C\’ny prefercncc

Category

General
Object
Text

Docurnent
Irnport
Export
Spelling
Colors
Fanels
Redraw

Sounds

On the Macintosh, click a Category name to display the

associated preference options panel

[ [
Pomwsl | Ohee | 1 Rp—

In Windows, chck a tab to display the associated preference
options panel.

Use category

To

General

Object

Text

Document

Import/Export (or Import
and Export on the
Macintosh)

Spelling

Colors

Panels

Redraw

Sounds (Macintosh)

Set the number of
undo’s and control path
editing behavior.

Control path fills and
behavior; change
default line widths and
graphic style behavior.

Control text behavior.

Retain document views,
window location, and
FreeHand 4 page
placement; control
active page settings and
document review upon
close.

Control the attributes
of imported and
exported files; control
embedding graphics in
EPS and other
Clipboard formats.

Customize the spelling
checker.

Set guide and grid
colors and Color
Management options.

Set panel display
options.

Switch on and off text
effects, activate high-
resolution image
display, and control
Greek type.

Enable and configure
snap sounds.
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Customizing shortcuts and toolbars

Use the Customize dialog box to add or change
keyboard shortcuts, re-arrange toolbars within
FreeHand, and change the buttons on the toolbars.

Customizing shortcuts

Use the Shortcuts panel in the Customize dialog box to
change current keyboard shorteuts or to assign shortcuts
to commands that have no shortcuts.

Note: To keep all default FreeHand 8 shortcuts intact,
click the plus (+) button next to the Keyboard shortcuts
setting field and specify a custom shortcut group name
before changing any shortcuts. See “Managing shortcut
settings” on page 32.

To assign a custom shortcut:

1 Choose File > Customize > Shortcuts.
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2 Scroll the Commands list and click the triangles
(Macintosh) or plus (+) signs (Windows), if
necessary, to find the command to which you
want to assign a new shortcut.

The Commands list replicates all FreeHand menus,
plus some additional feacures. If the command 1s not
in a FreeHand menu, click Other.

Note: With the exception of the Xtras Manager and the
Repeat Xtra command, Xtras are not available for

shortcuts.

3 Click the command name.

The command description appears in the
Description field. If the command already has a
shortcut, it appears in the Current shortcut keys
field. A command can have more than one shortcut,
although only one appears in the menu.

Press Tab or click in the Press new shortcut key
field to prepare to assign the shortcut.

Press the key or keys that make up the new
shortcut sequence.

The shortcut appears in the Press new shorteut key
field. If the shortcut is assigned to a command
already, the command appears under “Currently
assigncd to, 1n the center of the dialog box.

Click Assign to assign the new shortcut to the
specified command.

Clicking Assign disables any previous assignment
for the shortcut. When Go to conflict on assign 1s
checked, the command to which the shortcut had
been assigned is highlighted in the Commands field,

ready to receive a new shortcur assignment.
Continue assigning shortcuts.

Save all shortcut assignments in the following

ways:

0 Choose a new shortcut group from the
Keyboard shortcut setting pop-up. See
“Managing shortcut settings” on page 32.

0 Click Close to confirm the new shortcut

assignments.

To revert to the previous shortcuts without saving
the shortcuts you entered, press Reser.

To remove a shortcut:

Perform steps 1 through 3 under “To assign a
custom shortcut.”

Click the shortcut in the Current shortcut keys
field.

Click Remove.

Click Close or choose a new shortcut group to
confirm the removal.
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Managing shortcut settings

In addition to the defaule FreeHand 8 shortcur group,
FreeHand provides the default shortcut groups for these
applications on the Macintosh:

0 Authorware 4

0 Corel DRAW 6
0 Director 6

0 Fontographer 41
0 llustrator 7

0 PageMaker 6

0 Photoshop 4

0 QuarkXPress 3.3

FreeHand provides the default shortcut groups for these
applications in Windows:

0 Authorware 4

0 Corel DRAW 7

0 Director 6

0 llustrator 7

0 PageMaker 6

0 Photoshop 4

0 QuarkXPress 3.3

16 view and choose from available shortcut groups, use
the Keyboard shortcuts setting pop-up.

When you assign a shortcut, it 1s queued to be saved in
the current group. You can save shortcuts to more than
one group before you click Close. However, switching to
a new group saves all shortcut assignments to—and
removals from—the previous group.

10 create your own shortcut group, click the plus (+)
button to the left of the Keyboard shortcuts setting field.
Entera unique file name, and then click OK.

To replicate a customized shortcut group on another
computer, copy the file from one computer’
Settings\Keyboard folder (in the FreeHand 8
application folder) into the same folder on the other
computer. The new group’s name appears in the
Keyboard shortcuts setting pop-up. In Windows, the
extension SET 15 added to shortcut group file; the
extension is dropped from group names in the pop-up.

Printing a shortcut quick-reference card

To print a shortcut quick-reference card, click Print on
the Shorteuts panel, and then click Print on the

Keyboard Shortcuts dialog box.

Note: For a custom quick-reference card, click Save As.
This produces a text file that can be opened in another
application capable of converting text to a table and
sorting by shortcuts, commands, or descriptions.

Customizing toolbars

The form, location, and contents of the Main toolbar,
Text toolbar, Toolbox, and Info bar are customizable.
Also, the Status bar 1s customizable in Windows.

To customize toolbars from the Toolbars dialog
box:

1 Choose File > Customize > Toolbars.

Current command
Associated button
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2 Scroll the Commands list and click the triangles
(Macintosh) or plus (+) signs (Windows), if
necessary, to find the command whose button
you want to place on a toolbar.

The Commands list replicates all FreeHand menus,
plus some additional features. To locate a command
quuckly, type the first few letters of the command

name. If the command 1s not on a FreeHand menu,

click Orther.

Note: With the exception of the Xtras Manager and
the Repeat Xtra command, Xtras are not available for
toolbars.

3 Click the command to highlight the associated
button, or click the button to highlight the
command.

4 Drag the button from the dialog box to a specific
location on a toolbar and drop it.

Exisung buttons move to make room for the new

button, 1f necessary.

Buttons

bl
HHEHS

G

File Edit “iew Modify

D= EdE

Mormal Text

Drag the button from the
Toolbars panel of the
Customize dialog box.

Position the button outline
on the toolbar and drop it.

G

File Edit “iew Modify
The new button takes a

=
O |z=|Ed|f3|HE| place between the
existing buttons.
Mormal Text A

To remove the buttons from a toolbar, press and hold
and drag the button away from the toolbar.

b5 8]
Drag the button to a neutral
Mormal Text v] areaon the pasteboard and
|T [B¥ UNTITLED-1| drop it

#:'_-‘FreeHand g.n
Eile Edit Miew—Madis— The button disappears from the

o toolbar and the remaining
bl=ld M buttons close the gap.
tarmal Test -

Customizing toolbars without using the
dialog box

"To move any button from one toolbar to another, hold
down Command (Macintosh) or Alc (Windows) and

drag the button to another location on a toolbar.

To remove the buttons from a toolbar, press and hold
Command (Macintosh) or Alt (Windows) and drag

the button away from the toolbar.

To duplicate a button for placement on more than one
toolbar, hold down Option-Command (Macintosh) or
Ale-Control (Windows) while dragging the button to

the second location.

Note: Disabled buttons cannot be moved or deleted.
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To move a toolbar onto the pasteboard: Using defaults

1 Click and hold a toolbar handle. FreeHand's defaults file controls document and object

= defaults. Document-level defaults affect page size, unit of
Ql= measurement, printer resolution, and other document
Serrings. Objcct‘lcvel defaults affect objects and text. If
you want to use different defaults or add document
settings or object settings, create a new FreeHand
2 Drag and drop the toolbar onto the pasteboard. defaults file.

Toolbar handle

The toolbar becomes a resizable floating toolbar .
when dropped beyond the toolbar area. To create a new defaults file:

1 Choose File > New.
To dock a floating toolbar onto the top or bottom

toolbar area: 2 Modify the document.
1 Click and hold the gray area on the floating 3 Choqse the file format from thg Format
(Macintosh) or Save as Type (Windows) pop-up.
toolbar.
2 Drag and drop the floating toolbar onto the top ]
= FreeHand v I —Hard Drive
or bottom toolbar area.
fient
3 The floating toolbar becomes a regular toolbar :
when dropped in the area above or below the
pasteboard.
In Windows, when any toolbar 1s dragged within the
toolbar area, the toolbar-arranging cursor is displaycd, Save as:
and the toolbar 1s highlighted. | FreeHand Defaults | I[W]I
Format: | FreeHand Templatevl
8| o=
#-————Toolbar-arranging cursor ] )
4 Name the file FreeHand Defaults (Macintosh) or

Defaults.FT8 (Windows) and save it in the same
folder as the FreeHand application.

Note: Check the Document > “New document
template” preference to make sure that the template
file name matches the name entered in this preference.
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"To apply defaulr sertings, check the Object > “Changing
object changes default” preference to apply current object
and text attributes to the next object or text you create.
For Cxamplc, if you draw a rectanglc and apply a ycllow
full using the Color List or Styles panel, the next closed
path you draw will have a yellow fill. Dragging and
dropping the color from the Color Mixer does not
change the default.

Uncheck “Changing object changes defaults™ to set

default ateributes for the document.

AppleScript (Macintosh)
Install AppleScriptand the Script Editor (available from

Applc) to automate some of FreeHand’s functions,
mcludmg document manipulation, plm[mg report
generation, and Find & Replace Graphics.

See FreeHand Help or the AppleScript ReadMe for

information about using AppleScript.

Working with wizards (Windows)
Use FreeHand's wizards to quickly begin a project and

to sumphfy your workflow. Wizards are interactive
screens that guide you through and acrually perform a
variety of tasks.

To view the wizards, choose Help > Wizards. The
Choose a wizard screen offers access to five topics:
Welcome, Setup, Screen-based, Stationery, and
Publication.
=3
Choose A Wieard
E| '_

2 2

7 e Cpe—

Dk mlndine i w'wid

Choosing a wizard

Use

To

Welcome

Setup

Screen-

based

Stationery

Publication

Create a new document, open the
previous document, choose and open
a document from a list, open a
template on the FreeHand 8 CD-ROM,
or launch FreeHand Help. This screen
appears when launching FreeHand.

Create a document based on an
illustration style, either freehand or
technical. Choose colors, color mode,
unit of measurement, page size, and
page orientation.

Create a document optimized for
creating graphics, either for the
Internet or multimedia/image editing.
Choose colors and set the size and
orientation for on-screen designs.

Create documents for common
business usage: letterhead stationery,
envelopes, and business cards.
Choose colors and a standard paper
size. You also can browse through a
variety of layout ideas.

Create multipage documents. Choose
page size, number of pages, page
orientation, colors, unit of
measurement, and styles.

Note: With some wizard settings, you can add more
than one preset color palette to the Color List.
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Tips for using the tutorials

Work through these lessons to quickly learn the basics
of FreeHandss features. Follow these suggestions to help
you make the most of each lesson.

References

In these lessons, specific references help define common
tasks.

0 The ™" sign indicates a series of menu commands.
For example, a sentence directing you to choose the
Blend command from the Combine submenu in

the Modify menu would appear as follows: Choose
Modify > Combine > Blend.

0 Names of elements that appear in the menus and on
panels are capitalized without quotation marks,
except for the names of preferences.

0 Check and uncheck refer to rurning on and turning
offa setring that has a checkbox.

Preferences

A preference is an object-, document, or application-
specific setting, Display the Preferences dialog box by
choosing File > Preferences. For best results, check (curn
on) the Redraw > “High-resolution image display”
preference.

To reset your Preferences to the FreeHand defaules, quit
FreeHand, delete the preferences file named “FreeHand
8 Preferences” located in the System Folder\Preferences
folder (Macintosh) or Fhprefs.ext in the application

folder (Windows) and relaunch FreeHand.

Working with templates
To open a FreeHand tutorial file, choose File > Open.

Each rutorial 1s saved as a FreeHand template file, so
cach rutonal file opens as an unatled document. As you
complete cach lesson, save and name 1ts file.

Fonts

"To accurately reproduce the Working with Text tutorial,
install the fonts located in your FreeHand Tutoral
folder. If you choose not to mstall these fonts, simply
choose from available fonts and complete the rutorials
using your substitute fonts. See “How fonts affect
printing” on page 243 for information on nstalling
fonts.

Working with panels

oosing a menu item 1n the Window menu shows or
Ch g he Wind I

1des the panel. Frequently, you are instructed to open
hides the panel. Frequently, y d to op
panels. However, if you already have a pancl open, and
you choose its command from the Window menu, the
pancl will close. If this happens, repeat the command to
reopen the panel.

Working with layers

For some of the complex artwork in these tutorials,
many items within the file exist on locked layers. If after
completing a turorial you wish to experiment further
with the artwork, choose Window > Panels > Layers to
open the Layers panel, and then click the padlock next
to a layer name to unlock the layer.

Undo

It you make a mistake while working through these
lessons, choose Edit > Undo as many times as necessary,
and try again.

Shortcuts and toolbars

The form, location, and contents of the Toolbox,
toolbars, and keyboard shortcuts are customizable and
therefore may differ from the descriptions in this
chapter. For these lessons, assume that all toolbars

andkeyboard shortcuts match the FreeHand defaults,
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FreeHand essentials

Explore some basic features of FreeHand: selecting
objects, identifying objects, applying color to objects, and
cutang objects. Familiarize yourself with the FreeHand
environment and have a lictle fun along the way.

A

. ¥ Dointer tool

Open the template file and choose the Pointer tool in the Toolbox

Choose File > Open. In the Open Document
dialog box, navigate to the Tutorial folder within
the FreeHand folder. Choose the Apple.ft8 file,
and click Open. A template file opens as an
untitled document. If necessary, choose
Window > Toolbars > Toolbox to open the
Toolbox, and click the Pointer tool in the Toolbox
to choose it.

F— T Use the Pointer tool to click the stroke (edge)
,-—H_::L,J_'f_ Kind of object _@ of the apple to select it. Four selection handles
! ' Y 1 appear at each “corner.” If necessary, choose
{ | B Window > Inspectors > Object to open the
| | {mag Object | Under th f tabs, th
! / e, ject Inspector. Under the row of tabs, the
Himmmily word “Group” indicates the kind of object
1 / o .
“u, A selected.
Select the apple 1o learn what kind of object it 15
= - T Choose Modify > Ungroup to ungroup the apple
|
‘\H::__r-"" into separate parts: the body, the stem, and the

bmds §

Object attributes~{,§'.:"“

Ungroup the apple and select the bod,

leaf. On the Object Inspector, the phrase

"3 objects” indicates the number of objects
selected. Choose Edit > Select > None, and
then use the Pointer tool to select the stroke

of the body. Look at the Object Inspector and
note that the body is a closed path that consists
of six points.
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If necessary, choose Window > Panels > Color
List to open the Color List. Find the square of
color next to the words, “Apple skin” on the
Color List. This square is called a color chip. Click
the chip and drag it over the body of the apple.
Release the mouse button to apply the color.

Note: If you accidentally apply the color to another
part of the apple, choose Edit > Undo and then
try again.

1-Fill
selector

Select the stem and then select a color name to apply that color to the
stem. Do the same for the leaf

On the Color List, click the Fill selector to activate
it. A bold, black border indicates the active
selector. Use the Pointer tool to click the stem to
select it, and then click the color name “Stem” in
the Color List. In the same way, apply color to the
leaf by selecting the leaf and clicking “Leaf.”
Clicking the Fill selector before clicking a color
name assures that the chosen color is applied to
the fill of an object.
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Choose the Knife tool in the Toolbox and set aptions

Choose Edit > Select > None. Use the Pointer
tool to select the apple’s body and leave it
selected. Double-click the Knife tool in the
Toolbox to display options. In the Knife Tool
dialog box, click the Freehand button, type 0
(zero) in the Width field, check Close cut paths,
check Tight fit, and click OK to save the settings.

Note: To select an object with a fill, such as the
apple's body, click anywhere on the object.

Use the Knife tool to cut anay a portion of the apple

Begin and end dragging the Knife tool outside
the apple to make sure that you cut through the
stroke on the way in and on the way out. Choose
Edit > Select > None, and use the Pointer tool to
select and drag the cut portion away from the
rest of the apple.
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Selecting and moving
objects

Use the Pomnter ool to select and move objects and
pomnts. Click an object once to select 1. When an object
has no fill, you must click 1ts stroke to select 1t. However,

4 . . . . . . .
when an object has a fill, click eicher within or on its
stroke to select it. To drag an object, click it and hold
down the mouse button while moving the object to a
new position.

A

Pointer tool

Uke the Pointer tool 1o select the orange balloon, which is a group.

Choose File > Open. In the Open Document
dialog box, navigate to the Tutorial folder within
the FreeHand folder. Choose the Balloons.ft8 file,
and click Open.

Choose the Pointer tool in the Toolbox. Click the
orange balloon to select it. A selection handle
appears at each “corner” of the balloon. Selection
handles indicate that a group, a composite path,
a blend, or an imported bitmap image is selected.
Each balloon is a group.

Select qnd move one Ubjé.?[t. Dmggm(g an object displays a rectangular
bounding box or a preview of the object.

Drag the orange balloon off the page and onto
the pasteboard, which is the work space
“underneath” the document page.

While dragging, a rectangular bounding box
appears in place of the object. The object
reappears when you release the mouse button.
To preview the balloon while dragging, click and
hold down the mouse button until a cursor with
four arrows appears. Then, drag the balloon to a
new position and release the mouse button.

.III]I

Select and move more than one object at a time

Hold down Shift and use the Pointer tool to click
each of the blue balloons. Release Shift and drag
both balloons off the page and onto the
pasteboard.

Choose Edit > Select > All to select the three
remaining balloons. This command selects
objects only on the active page, not on other
pages or on the pasteboard.
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4  With the red, green, and purple balloons

selected, choose Modify > Ungroup to separate
each balloon into its individual parts. Each
balloon is a group consisting of three paths: the

-\ balloon, its reflection of light, and its string.
When ungrouped, each path is highlighted,
which means that it is selected.

Grouped Ungrouped

Lach ungrouped path exhibits a bighlight color along the paibs stroke
showing the position of each point.

5 Using the Pointer tool, drag a selection area
around the top portions of the red and green
i balloons to select some of the points in each.

Selected points appear hollow. Use the Pointer
tool to click one of the selected points and
drag upwards to elongate both balloons.

. Only the selected points and adjacent path

segments move.

Select and move indiidual points on the red and ‘green balloons to
reshape them.

6 Choose Edit > Select > All to select everything on
\\\ the page, and then choose Modify > Group to

group the three balloons together.

Select the purple balloon, its reflection, and its
string. To select an object within a group, hold

down Option (Macintosh) or Alt (Windows) as
you click the object. To select more than one
object within a group, hold down Option-Shift
(Macintosh) or Alt-Shift (Windows) as you click
each object.

Select paths within a group

7 Click and drag the selected balloon, its reflection,
f}_ r\‘ll— . and its string to a new position within the group.
o | WY
e W Note: To deselect a selected object, click the Pointer
W tool away from the object, press Tab, or choose
Edit > Select > None. When selecting more than
i 1 one object using Shift, clicking a selected object
deselects it.

Objects moved witbin a group remain as part of the group.
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Drawing with basic shapes

Precision drawing 1s easy in FreeHand. In this lesson,
practice using four shape tools and one transformation
tool: the Rectangle tool, the Line tool, the Ellipse tool, the
Atc tool, and the Skew tool. Apply simple techniques
when using these tools, and you can achieve alotin a
short amount of timel

-

] =7 .

Rectangle tool Skew tool Arc tool
™, O
Line tool Ellipse tool

Use these tools in this lesson.

Choose File > Open. In the Open Document
dialog box, navigate to the Tutorial folder within
the FreeHand folder. Choose the Cheese.ft8 file,
and click Open. This file contains colors and styles
to help you complete a wedge of cheese. If
necessary, choose Window > Toolbars > Toolbox
to open the Toolbox. Choose File > Preferences,
and check the Object > “Show fill for new open
paths” preference so that newly created open
paths display applied fills.

s T

Draw a rectangle o create one side of a wedge of cheese. Skew the
rectangle 1o angle the edge

Choose the Rectangle tool in the Toolbox, and
drag it on the page from the upper left towards
the lower right to create a rectangle that is
slightly greater in width than in height. Choose
the Skew tool in the Toolbox. With the Skew tool,
click the rectangle’s center, hold down Shift, and
drag upwards to angle the wedge of cheese.
Holding down Shift constrains dragging so that
the vertical sides remain parallel to each other.

17 Fepeie mow we +—
[ Gl e Mg b
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Draw the curved “back” of the wedge

Choose Window > Xtras > Xtra Tools to open the
Xtra Tools panel, if necessary, and double-click
the Arc tool to display options. Check Create
open arc, uncheck Create flipped arc, uncheck
Create concave arc, and click OK. With the Arc
tool, click the upper-right corner of the skewed
rectangle, drag towards the left, and release the
mouse button to end the arc.
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Path
Pointz: 2
Even/odd fill
O Closed

Flatness: El

Use an arc and a lhne to create the top of the wedge

i [z
/ [e=[m[AlD

4 Choose the Line tool in the Toolbox. Click the end

of the arc, drag to the upper-left corner of the
rectangle, and release the mouse button. Hold
down Shift and use the Pointer tool to select both
the arc and the line and choose Modify > Join. If
necessary, choose Modify > Object to display the
Object Inspector. Note that Closed is unchecked
to indicate the new path is an open path.

Color chip 0c Om 35y Ok

Drag and drop a color onto the 1op of the wedge

Choose Window > Panels > Color List to open
the Color List, if necessary. Click the color chip
named Oc Om 35y 0k, drag it onto the top of the
wedge, and release the mouse button to drop the
color. If you make a mistake, choose Edit > Undo.

Choose File > Preferences, and make sure the
Object > “Changing object changes defaults”
preference is checked so the style applied to the
first ellipse created in Step 6 also affects ellipses
created in Step 7.

0Oc Om 58y Ok

Drag and drop color onto the side of the wedge. Dra an elljpse to
create the first cheese bole

Drag and drop the 0c Om 58y 0k color chip onto
the skewed rectangle, which is a closed path.
Both open paths and closed paths can display
fills. Choose the Ellipse tool and draw an ellipse
on the side of the cheese wedge. To draw an
ellipse, click and drag, and then release the
mouse button.

=
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Apply a style to the first ellipse. Continue draying ellpses to create
more boles.

Choose Window > Panels > Styles to display the
Styles panel if it is not open. Choose Hide names
from the Options pop-up. With the ellipse still
selected, click the predefined yellow-gold
Gradient fill to apply a predefined style to the
ellipse. Draw several more ellipses on the side of
the cheese wedge. The yellow-gold style is
applied to all new ellipses.
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Drawing paths

Uniquely suited for a variety of tasks, the Frechand, Pen,
and Bezigon tools are the instruments of choice when
drawing paths. A path 15 an edirable line segment
connecting two or more points. In this lesson, practice

drawing with cach tool by tracing over finished arework.

@)

M

Magrification tool

Uke the Magnification tool 1o magnify part of the flower

Choose File > Open. In the Open Document
dialog box, navigate to the Tutorial folder in the
FreeHand folder. Choose the Flower.ft8 file, and
click Open. You should see a flower on the page.
It is dimmed because it is on the Background
layer, and it is locked to prevent accidental
changes. Choose the Magnification tool in the
Toolbox, and drag around the petals at the
bottom of the flower to enlarge the view.

Start here -

fdem

Freehand tool

_|_

Freehand tool cursor

Click and dyag the Freehand toof 1o dra a path. Release the mouse
button to end the path

Choose the Freehand tool in the Toolbox. Click at
one end of the petal shape. Drag as far as you
can, rounding the curve of the first petal, and
release the mouse button. With the Freehand
tool, it may be easier to draw a path in a series of
short segments.

Note: If the Freehand tool button does not appear
as shown, press 5 and double-click the active tool in
the Toolbox to display the Freehand Tool dialog box.
Choose the Freehand option and click OK.

| +

t\li— Continue the path when this
B

Ccursor appears.

16 continue the sanie parhy click and drag from the path’s end

To continue the path, place the Freehand tool
over the end of the path. A cursor indicates when
to continue the path. When this cursor appears,
click and drag around the next curve. If you make
a mistake, choose Edit > Undo.
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4 When you complete tracing around the petals, a
/‘ “_I-,h. —|—. cursor indicates when to release the mouse

s button and close the path. When this cursor

l appears, release the mouse button to close the
1\‘ . path.

b i, When you finish, hold down Command

l x‘“ﬁq_ (Macintosh) or Control (Windows) and press the
Page Down key to go to page 2. Use the
1 e drwing cursor indscates when o release the mouse button Magnification tool to magnify the view of the
and close the path lower petals.

5 Use the numbers on the flower on page 2 as
¢ 1 guides for placing points. Choose the Pen tool in
2 the Toolbox, and click at number 1 to place a

Len tool corner point.

" Note: When you place a point, it looks hollow. This
= indicates it is selected. To continue the path, the last
point in the path must be selected before you can
Click the Pen tool 1o draw a corner point place the next point. If an endpoint becomes
deselected, select it again by clicking it with the Pen
tool or the Pointer tool.

6 Click and drag on the petal’s edge at or slightly
1 before number 2 to place a curve point. Do not
f release the mouse button. Continue dragging to
——  Outgoing handle lengthen the outgoing handle in the direction
shown until the curve preceding the point
matches the contours of the petal.

Click and drag the Pen tool to draw a curve point. Control adjacent
curves by moving poimt handes

7 Click and drag at number 3 to place a curve

i point. Continue dragging in the direction shown.
= .-'"H._' When the preceding curve matches the contours
of the petal, release the mouse button.

1
3 4

Clicking and dragging extends point handles
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3

Clicking a point with the Pen tool retracts the outgoing bandle.

Using the Pen tool, click the selected point at
number 3 to retract its outgoing handle.
Retracting an outgoing handle is especially
helpful when drawing a sharp angle because a
retracted handle does not control the curve
following the point.

1'\ 1
&

a
T B

L

N
¢

Place the next two curve points, retracting the outgoing bandle of the
X

second,

Click and drag on the petal’s edge at or slightly
before number 4 to place a curve point. Do not
release the mouse button. Continue dragging to
lengthen the outgoing handle as shown until
the curve preceding the point matches the
contours of the petal. Click and drag at number 5
to place a curve point and then retract the
outgoing handle.

:f’ﬂ_#

I\

Uke the Pen tool 1o close the path

7

IE} I'-.::.h - __,-"'r-'{h]

q\q_-:,‘\:-/,,_.;’

10

Continue placing curve points at numbers 6
through 11, retracting point handles at numbers
7 and 9. After placing point number 11, move the
Pen tool over point number 1. When the cursor
indicates when to close the path, click point
number 1. Hold down Command (Macintosh) or
Control (Windows) and press the Page Down key
to go to page 3. Use the Magnification tool to
magnify the view of the lower petals.

L7

Bezigon toof

Uke the Bezigon tool 1o place points

Y |

1
3

1"

Choose the Bezigon tool in the Toolbox. Click at
number 1 to place a corner point. Hold down
Option (Macintosh) or Alt (Windows) and click at
number 2 to place a curve point. Do not be
concerned that the path does not immediately
follow the curve. Paths drawn with the Bezigon
tool automatically curve and adjust as you draw.
Release Option (Macintosh) or Alt (Windows).
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12

Continuing with the Bezigon tool, click at number
3 to place a corner point. Notice that the previous
path segment automatically curves around the
petal. Choose Window > Inspectors > Object to
open the Object Inspector, if necessary, and view
the attributes of the last selected point.
Automatic is checked in the Object Inspector,
indicating that automatic curvature is turned on.

Place a curve pomt at number 4 and a corner pont at number 5,

13

Hold down Option (Macintosh) or Alt (Windows)
to place a curve point at number 4. Release
Option (Macintosh) or Alt (Windows) and click at
number 5 to place a corner point.

Continue placing curve and corner points to finish the path

14

Following the numerical progression, place curve
points at numbers 6, 8, 10, and 11, and place
corner points at numbers 7, and 9. After placing
point number 11, move the Bezigon tool over
point number 1. When the cursor indicates when
to close the path, click point number 1. If you
make a mistake, choose Edit > Undo.

Lo edit a point, click it with the Pointer tool, drag it to a new position,
and release the mouse button.

15

The path may not exactly follow the contours of
the petal. With the Pointer tool, select a point,
and click and drag it to reposition it, or click and
drag a point handle to reshape adjacent curves.
Remember that selected points are hollow.

Note: To find out more information about drawing
with the Freehand, Pen, and Bezigon tools, see
"“Using the Freehand tool” on page 114 and
“Drawing by placing points" on page 115.
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Modifying paths quickly

A robust companion to FreeHand’s drawing tools, the
Freeform tool reshapes paths without manipulating the
individual points of an object, creating an organic effect.
This tool has three modes: one for pulling paths, one for
pushing paths, and one for reshaping areas of paths. A
unique cursor indicates the current mode. The pulling
mode and pushing mode are discussed in thus lesson.

Magrfy the area surrounding the girl5 right eye and select the
right eyebrow,

Choose File > Open. In the Open Document

dialog box, navigate to the Tutorial folder within
the FreeHand folder. Choose the Girl.ft8 file, and
click Open. Use the Magpnification tool to magnify
the area of the girl’s right eye. Choose the Pointer
tool in the Toolbox and select the right eyebrow.

TEEEET

o =
Freeform tool — i .,_‘

e —
(B

i

S

=)
Set the Fregform tool to the Push/Pull option.

Double-click the Freeform tool in the Toolbox to
display the Freeform Tool dialog box. Click the
Push/Pull button to set options. Type 15 in the
Size field of the Push Settings, choose By Length
from the Bend pop-up of the Pull Settings,

type 10 in the Length field, and click OK. These
settings determine the size of the reshaping circle
and how path segments are pulled out.

Note: If the Freeform tool button does not appear as
shown, press 9 and double-click the active tool in
the Toolbox to display the Freeform Tool dialog box.
Choose the Push/Pull option and click OK.

ko

Push cursor

s

Pull cursor

Moving the Freeform tool over a selected path activates one of o
X
CUISOrs.

Move the Freeform tool over the selected
eyebrow to see how the cursor changes. Do not
click and drag the tool. Moving the Freeform tool
inside or outside the object’s stroke activates the
push cursor. Moving the Freeform tool over the
stroke of a selected object activates the pull
cursor.
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Push cursor in use

Uke the push cursor to taper the eyebrom

Move the Freeform tool above the eye and
below the tip of the eyebrow nearest the nose.
When the push cursor appears, hold down the
mouse button to display a reshaping circle.

Drag the tool from right to left, tapering the
eyebrow to a point. If you make a mistake,
choose Edit > Undo to return to the original
shape.

[..% Black outer rim

Pull cursor i use

)

@

@
~

Uke the pull cursor to create an eyelash

Choose the Pointer tool and select the black outer
rim of the eye. Choose the Freeform tool, move
it over the object’s stroke until the pull cursor
appears, click the stroke and drag to pull out

an eyelash.

.
k

5

Shorten the path segment while pulling out the next eyelash

<

Click and drag the Freeform tool to pull out
another path, continue holding down the mouse
button, and press the left cursor key once to
create a narrow eyelash.

Note: Press the left and right cursor keys to shorten
or lengthen paths with the pull cursor. Pressing these
keys also increases or decreases the diameter of the
push cursor. The Freeform tool also responds to the
stylus of a pressure-sensitive tablet.

Continue pulling out eyelaskes and curve their ends to create a
natural ¢ffect.

§

Repeat the process described in Step 5, varying
the length and angle of each eyelash to create a
natural effect.

Add curvature to individual eyelashes. Move the
Freeform tool along the outer corner of the eye
nearest to the ear. When the push cursor
appears, hold down the mouse button and press
the left cursor key three times to reduce the size
of the circle. Drag along the outside of the
eyelashes to curve their ends.
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Working with composite
paths

A composite path consists of multple paths that act as a
single path with special charactenstics that determine
the way i which 1t 1s filled. Before beginning this lesson,
you may want to refer to “Composite paths” on page 127
for a complete description of these characteristics.

Choose File > Open. In the Open Document
dialog box, navigate to the Tutorial folder within
the FreeHand folder. Choose the Fan.ft8 file, and
click Open. For this tutorial, make sure that the
General > “Enable transform handles” preference
is checked and the Object > “Option-drag copies
path” preference (Macintosh) or “Alt-drag copies
path” preference (Windows) is checked.

I
D
Open the template file
[ Scale cursor
[ B :
=== +
al =5
ey 2

Move cursor

Scale the pattern and move it over the slat

Use the Pointer tool to double-click the black
pattern to activate eight transformation handles.
Dragging the tool over each handle changes the
cursor to indicate which transformation function
is available. Move the Pointer tool over the top-
middle handle until the Scale cursor appears and
drag the handle to reduce the pattern’s width to
fit on the slat. Move the tool over the pattern
until the Move cursor appears and drag the
pattern to place it on top of the slat.

Intersection of
the guides

Centerpoint

Join the pattern and the slat, and move the composite paths
centerpoint.

Double-click the pattern to deactivate the
transformation handles. Hold down Shift and use
the Pointer tool to select both the pattern and
the slat. Choose Modify > Join. A composite path
assumes the fill color of the bottom object in the
stack—in this case, the slat. The “white” areas are
actually transparent. Double-click the composite
path to activate its transformation handles. Drag
the centerpoint to the intersection of the guides.
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4 Move the Pointer tool near the upper-left corner
of the slat. When the Rotate cursor appears, hold
down Option (Macintosh) or Alt (Windows) and
drag upward to create a copy of the object
slightly overlapping the original. Release the
mouse button before you release Option
(Macintosh) or Alt (Windows).

I
Rotate cursor with a plus (+) sign |:

+
Clpy the slat and rotate the duplicate around the centerpoint

5 Choose Edit > Duplicate to create a fan. The
shortcut for Duplicate is Command-D (Macintosh)
or Control-D (Windows). Duplicate repeatedly.
When finished, double-click the fan to deactivate
the transformation handles. Locate the tassel at
the upper-right corner of the page. Drag the

i‘ tassel to the centerpoint, leave it selected, and

choose Modify > Arrange > Bring to Front.

DPower-duplicate the slat and add the tassel to finish the fan.

6 Use the Pointer tool to select the Kanji character,
which is also a composite path. Choose

— Window > Inspectors > Object to display the
= Object Inspector. With Even/odd fill checked, the
o transparent area of this composite path is

created by alternating the fills of each subpath,
either filled or not. Uncheck Even/odd fill to fill
the inner path.

Mg

Select the Kanyi character

7 Hold down Option (Macintosh) or Alt (Windows)
and use the Pointer tool to select the inner path.
Choose Modify > Alter Path > Reverse Direction
to return the path to its original appearance.
The transparent area of this composite path is
now created by alternating the path direction of
each subpath.

Sutbselect the inner path and change the way in which the
trangparent area is created
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Aligning and distributing
objects

Quuckly place objects with precision using FreeHand's

. 4 . . h .
Align panel and power-duplication functions. Align and
distribute objects as well as individual points. In this
lesson, create a pinwheel by power-duplicating a basic
shape and aligning points. Then use the Align panel to

create a border.

A

Pointer tool

Clone the triangle

Choose File > Open. In the Open Document
dialog box, navigate to the Tutorial folder in the
FreeHand folder. Choose the Triangle.ft8 file, and
click Open to open a letter-sized page with placed
guides and a single triangle.

Use the Pointer tool to select the triangle, and
choose Edit > Clone to create a copy of the
triangle directly on top of the original.

l_T,.—_";_'_.Rotate

= button

-

Zero
point

Rotate the cloned triangle around the zero point

Choose Window > Panels > Transform to display
the Transform panel, and click the Rotate button.
Type 30 in the Rotation angle field, and type 0
(zero) in both the x and y coordinate fields. Click
Apply (Macintosh) or Rotate (Windows) to rotate
the clone 30° around the zero point. In this
document, the centerpoint is located at the
intersection of the horizontal and vertical guides
at the center of the page. To learn how to move
the zero point, see Chapter 2, “Getting Your
Bearings.”

Duplcate te clone 1o create a circle of triangles. Select a point from
cach triangle

With the cloned triangle selected, choose

Edit > Duplicate ten more times, until you have a
circle of twelve triangles. The shortcut for
Duplicate is Command-D (Macintosh) or
Control-D (Windows).

Select a point from each of the triangles. Hold
down Shift and use the Pointer tool to drag a
selection area around the innermost point of

each triangle. Selected points are hollow.
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Choose Window > Panels > Align to display the
Align panel. Double-click the center square of the
grid to create a pinwheel. In the Align panel, the
first pop-up controls vertical movement so that
objects align horizontally. The second pop-up
controls horizontal movement so that objects

| == align vertically. Make sure that Align to page is
BT not checked.
Alsgn the selected points to the center
o e Hold down Command (Macintosh) or Control
_______ (Windows) and press the Page Down key. On
] page 2 is an array of smaller pinwheels. Hold
P * down Shift and use the Pointer tool to select all
ore the pinwheels along the bottom of page 2.
——— Choose D|§tr|bt{te centers from the second pop-
_______ | =] up, and click Align (Macintosh) or Apply
L (Windows). Repeat this step for the pinwheels
: — along the top of the page.
After

Alsgn the pinwheels along the bottorn and top of the page.

i Before : After m -
| | :
5

| |
| | |

=
| | -
I |

Use the Pointer tool to drag-select all the
pinwheels along the left side. Choose Distribute
centers from the first pop-up, choose Align center
from the second pop-up, and click Align
(Macintosh) or Apply (Windows). Repeat this step
for the pinwheels along the right side.

==

P "
I =1

[l

Group the pimvbeels and align the group 1o the center of the page

Choose Edit > Select > All, and choose Modify >
Group. Choose Align center from the first pop-
up, choose Align center from the second pop-up,
check Align to page, and click Align (Macintosh)
or Apply (Windows). This centers the pattern on
the page.
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Creating symmetrical
patterns

Use the Mirror tool to create a variety of symmetrical
patterns from just a few objects. Set the Mirror ool to
clone a selected object and flip 1t vertically, horizonrally,
or both, or to create multlple clones rotated around a
fixed center. You can murror one or more selected objects
ata time.

Open the template file Spine 1

Choose File > Open. In the Open document
dialog box, navigate to the Tutorial folder within
the FreeHand folder. Choose the Cactus.ft8 file,
and click Open.

lllustrated in this file is an overhead view of
cactus plants. Choose the Magnification tool
from the Toolbox and drag a magnification area
around the largest cactus. You can use the Mirror
tool to create a pattern of spines on the cactus.

1 T |I-I-l|l| G
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Mirvor tool

Transformation

Number of transformations

Mirror type

Use the Pointer tool to select Spine 1 on the
largest cactus. Choose Window > Xtras > Xtra
Tools to display the Xtra Tools panel, and double-
click the Mirror tool button to display options.
Choose Multiple from the Mirror type pop-up,
type 20 in the Number of transformations field,
choose Rotate from the Transformation pop-up,
and click OK.

With Spine 1 selected, click the Mirror tool to create more spines
rotated around the center of the cactus

Click and hold the Mirror tool at the center of the
largest cactus. Keylines of the original object
appear rotated around the point at which you
click. As you drag the Mirror tool, these objects
move closer together or farther apart. If
necessary, drag the tool so that the spines border
the edge of the cactus, and release the mouse
button. Press Tab to deselect all objects.
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Repeat the process with Spine 2...

Temporarily switch to the Pointer tool by holding
down Command (Macintosh) or Control
(Windows), and select Spine 2. Release the
modifier key to return to the Mirror tool, and click
and hold at the center of the cactus. Press the left
cursor key five times to reduce the number of
spines to 15, drag the spines into place, and
release the mouse button. Press Tab to deselect
all objects.

Repeat this process to draw the last circle of
spines. Temporarily switch to the Pointer tool,
and select Spine 3. With the Mirror tool, click and
hold at the center of the cactus. Press the left
cursor key five times to reduce the number of
spines to 10, drag the spines into place, and
release the mouse button. Press Tab to deselect
all objects. Choose Fit page from the
Magnification pop-up at the lower-left corner of
the document window.

Set the Mirvor tool to Reflect and mirvor the petal to create a flower:

With the Pointer tool, select the petal on the
lower portion of the page. With the Mirror tool,
click and hold the lower-left edge of the petal as
shown to create a flower. Press the down cursor
key to change the Transformation setting from
Rotate to Reflect. Press the right cursor key twice
to increase the number of petals. Release the
mouse button. With all of the petals still selected,
choose Modify > Group to group them.

Center the eye of the flower on the petals to finish the look.

Select the flower’s eye and choose Modify >
Arrange > Bring to Front. Drag the eye to the
center of the petals; it should appear on top.
Select both the petals and the eye, and choose
Modify > Group to group them. Drag the flower
to the center of the large cactus.
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Creating fills

Gradient, Pattern, and Tiled are just a few of the types of
fulls you can apply to objects n FreeHand. The Fill
Inspector provides you with control over color, texture,
and fill angles. Save fills created in the Fill Inspector as
styles, so that you can casily drag and drop them onto
objects. To learn how to create and use object styles, see

“Using styles” on page 99.

Both selector
Stroke selector
Fill selector

o

Choose File > Open. In the Open Document
dialog box, navigate to the Tutorial folder within
the FreeHand folder. Choose the Rooster.ft8 file,
and click Open.

Choose Window > Panels > Color List to display
the Color List. The selectors at the top of the
Color List indicate the stroke color and the fill
color of a selected object. A bold black border
indicates the active selector.

Select the rooster’s face. The Color List shows
that it has a red fill and no stroke. Click the Fill
selector, and the color name of the fill becomes
highlighted. The default color name (0c 100m
60y 0k) represents CMYK values.

Note: For information about creating and naming
colors, see “Creating colors” on page 153 and
"Assigning custom color names"” on page 157.

S o\

e

Apply a new fill color 1o the roosters face.

To change the fill color of the rooster’s face to
purple, click the color name 42c 100m Oy Ok.
Choose Window > Inspectors > Fill to display
the fill color and fill type of the rooster’s face.
The Fill Inspector provides fill information for
selected objects.
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EEEEH 4 Select the rooster’'s comb. To change its red
Pattern fill to a purple Basic fill, drag the color

E chip 42c 100m Oy 0k, hold down Shift, and drop
it (release the mouse button) onto the rooster’s

m comb. Release the mouse button before you
release Shift.

EERErT

o

Force-apply a Basic fill to the roosters comb

5 Select the rooster’s left wing, which has a blue fill
and no stroke. On the Fill Inspector, choose
Gradient from the Fill type pop-up. Click the
graduated fill button. The fill color gradates from

- Graduated :
fil button blue to white along the color ramp.
Note: Another way to apply a graduated fill is to
- Color ramp drag a color chip, hold down Control, and drop it

onto an object. Where you drop the color

et the lzyftm'ngﬂnd@bp/yﬂ Gradient fll determines the angle of the fill.

6 Choose 50% 100c Om 100y Ok from the bottom
pop-up to change the bottom color to green.
Using the Fill Inspector at the left as a guide, drop
100c 64m Oy Ok and 100c 33m 100y Ok from the
Color List onto the color ramp to create a
multicolor graduated Gradient fill.

CIERCIETRT
e —
100c 64m Oy 0k

— 100c 64m Oy Ok

— 100c 33m 100y

50% 100c Om 100y Ok

Drag and drop colors onto the Fill Inspector’s color ramp.

7 Each of the plumes has a red Basic fill and no
stroke. Drag the color chip 2c 89m 15y 0k, hold
down Option (Macintosh) or Alt (Windows), and

drop the color chip onto one end of a plume.

| | Make sure that you release the mouse button

before you release Option or Alt. This applies a fill
that gradates from red to pink.

Force-apply a radial fill 1o one of the rooster’s plumes
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8 Select the plume you changed. The Fill Inspector

shows that the radial fill button is chosen. Using
g~ 0c 100m 60y Ok the Fill Inspector at the left as a guide, drop
Radial fill button 97¢ 100m Oy 0k, Oc 100m 60y Ok, and
—97¢ 100m Oy Ok 42c 100m Oy Ok onto the color ramp to create a
Oc 100m 60y Ok multicolor radial Gradient fill.
42¢ 100m Oy Move the knob in the Locate Center preview to
5 89m 15y Knob the lower-left corner. This knob sets the center of
the radial fill for a selected object.

Drag and drop adddstional colors onto the color ramp, and set
the center of the radhal fill

qp‘ 9 With the changed plume selected, choose Edit >

Copy Attributes. Press Tab to deselect it, hold
down Shift, and use the Pointer tool to select
each of the other plumes. Choose Edit > Paste
Attributes. This applies the same radial fill to the
other plumes.

[\

Capy the attributes of one plume and apply them to the others

10 Apply a Tiled fill to the rooster’s claws. Select the

= tllg on the upper-right corner of the page. Choose
i — Edit > Cut.
=)
=18

Laste an object into the Fill Inspector o create a 1 iled fill..

11 Hold down Shift and use the Pointer tool to select
both claws. On the Fill Inspector, choose Tiled
from the Fill type pop-up, and click Paste in to
apply the tile pattern to the claws.

.and apply the Tiled fill to the roosters clans
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Blending objects

Experiment with blending to create interesting effects
quuckly. Blend together two or more paths of various
colors and shapes. When blending, make sure that the
types of fills and strokes are the same. For better control
of the shape of a blend, attach it to another path. You can
also alter the original objects of a blend to dynamically
change its transitions.

Open the template file

Choose File > Open. In the Open Document
dialog box, navigate to the Tutorial folder within
the FreeHand folder. Choose the Dragon.ft8 file,
and click Open.

Use the four circles above the dragon to create
the dragon’s body. Each circle has a Basic stroke
and a Basic fill. Only objects with the same stroke
and fill attributes blend.

Hold down Shift as you select all four circles.
Choose Modify > Combine > Blend to blend
them together.

The order in which the original objects are
created determines the flow of the blend. In this
case, the circles were created from right to left.
Each object in the blend is a transition from the
small, gold circle to the midsize, red circle.

-
i ]

Increase the number of blend steps

Make sure that the blend is still selected. Choose
Window > Inspectors > Object to display the
Object Inspector.

Highlight the current value in the Number of
steps field, enter 40, and press Return to increase
the number of intermediate objects between
each pair of original objects.
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4 Select both the blend and the path that defines
the dragon’s body, and choose Modify >
Combine > Join Blend to Path.

The blend appears on top of the other parts of
the dragon. Choose Modify > Arrange > Move
Backward to arrange the blend underneath the
dragon’s face but in front of the green
background.

=F = i 5 Select the second of the four original circles. Press
?' — “‘E‘ﬂ Circle selected Option (Macintosh) or Alt (Windows) as you click
i it with the Pointer tool. You cannot select any of

the intermediate objects using this method, so
click until the second circle becomes highlighted.

Note: Holding down Option or Alt and moving the
object copies it when File > Preferences > Object >
"Option-drag copies path” or “Alt-drag copies
path” is checked.

— 6 Choose Window > Xtras > Xtra Tools to display
5 é the Xtra Tools panel, and choose the Roughen

- tool. Click and drag the tool a short distance to
Rougbm tool roughen the circle’s shape. Release the mouse

button and watch the objects blend again. Press
Tab to deselect the roughened circle.

7 Choose Window > Panels > Color List to display
the Color List if it is not open. Drag and drop a
Fuchsia color chip onto the roughened part of the
blend to change its fill transitions.

Drop a Fuchsia color chip onto the roughened part of the blend
1 e blend’s transitions change to reflect the new color:

62 Chapter 3



Creating easy Flash
animations

Here’s a quick and easy animation you can create using
FreeHand’s blending and layering functions. Using the
techniques learned in this lesson, experiment with
different objects and text to create your own web-ready
animation.
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Open the template file

Choose File > Open. In the Open Document
dialog box, navigate to the Tutorial folder within
the FreeHand folder. Choose the Leaf.ft8 file, and
click Open. Choose Window > Panels > Color List
to display the Color List. The leaf is a closed path
with no stroke and a graduated Gradient fill from
dark green to light green.

Clone the leaf and apply an orange-yellow Gradyent fill

Use the Pointer tool to select the Leaf, and
choose Edit > Clone. This makes a copy of the
leaf directly on top of the original. Drag and drop
an orange color chip onto the dark green portion
of the clone’s Gradient fill, and drag and drop
yellow onto the light green portion. The gradient
of the clone adjusts automatically.

Clone the leaf again and apply an orange-brown Gradient fill
Blend the three leaves togetber:

Select the orange-yellow leaf, and choose

Edit > Clone again to create another clone
directly on top of the other leaves. Drag and drop
brown onto the yellow portion of the second
clone’s Gradient fill. Choose Edit > Select All, and
choose Modify > Combine > Blend to create a
blend from the three leaves.
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Set the number of intermediate objects from one original leaf to
the next

4  With the blend selected, choose Window >

Inspectors > Object to display the Object
Inspector. The number of blend steps equals the
number of intermediate objects, from one
original object to the next. Type 15 in the Number
of steps field, and press Return.
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Ungroup the blend and place each object on its own layer

Choose Xtras > Animate > Release to Layers to
ungroup the blend and place each object on its
own layer. Choose Window > Panels > Layers to
display the Layers panel. Release to Layers creates
a layer for each object.

Press Tab to deselect all objects. Choose File >
Preferences, and check the General > “Enable
transform handles” preference.

Scale one of the leaves using its transformation handles

Use the Pointer tool to double-click the topmost
leaf, which is on NewLayer-31, to activate its
transformation handles. Hold down Shift, and
drag a handle at one of the corners to decrease
the size of the leaf proportionally. Release the
mouse button before releasing Shift. Double-click
anywhere in the document to deactivate the
transformation handles.

-

Create a blend from the larger leaf 1o the smaller leaf

Use the Pointer tool to drag the smaller leaf away
from the larger one. Hold down Shift and use the
Pointer tool to select both leaves. Choose
Modify > Combine > Blend to create a blend
from the larger leaf to the smaller one.

Note: Your blend may not look like the picture
because the distance between the larger leaf and the
smaller leaf determines the number of blend steps.
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Freehand tool

Draw a winding path on the page

Use the Freehand tool to draw the path of the
leaf’s fall: Double-click the Freehand tool to
display options, click the Freehand button, and
click OK. Drag the tool back and forth to draw a
path that winds downward from the larger leaf.

Note: Make sure the path stays on the page.
The page defines the area of each frame of
animation. Any object off the page does not
appear in the animation.

Attach the blend to the path, change the number of blend steps, and
check Rotate on path

Select the line and the blend, and choose
Modify > Combine > Join Blend to Path. On the
Object Inspector, type 10 in the Number of steps
field, uncheck Show path, check Rotate on path,
and press Return.
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Ungroup the blend and place each object on its own layer:

10

With the blend selected, choose Xtras >
Animate > Release to Layers to place each blend
object on its own layer. This creates new layers on
top of the layers already created. Press Tab to
deselect all objects.

Choose File > Export. In the Export document
dialog box, choose Flash 2 SWF from the Format
(Macintosh) or Save as type (Windows) pop-up.
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Set export aptions and export the document 1o the Flash format

n

Click Options to display the Flash Export dialog
box. Set the options as shown and click OK. Name
the file and click Export to export an SWF file. The
animation begins with the original leaf on the
Foreground layer and ends with the last leaf on
the topmost layer, NewLayer-42.

Note: For more information about exporting
FreeHand files to Flash, see “Exporting Flash
animations” on page 274.
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Spraying objects

Use the Graphic Hose Xtra to spray, or scatter, stored
objects in your document. Spccify how objects are
sprayed by determining their order, spacing, scaling, and
rotation. Create a library of common elements for use
agan and again.
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Graphic Hose button

)

Graphic Hose cursor

Open the template file showing four geese and a sunset

Choose File > Open. In the Open Document
dialog box, navigate to the Tutorial folder within
the FreeHand folder. Choose the Geese.ft8 file,
and click Open.

Choose Window > Xtras > Xtra Tools, and
double-click the Graphic Hose button to display
options. The Graphic Hose panel has two modes:
Hose and Options.

i [ [
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e = _=—Active hose
| | }—Preview

=#—Object currently in preview

Create a new bose named Geese.

Click the Hose button on the Graphic Hose panel.
Choose New from the Active hose pop-up. Type
Geese in the Hose dialog box, and click Save to
create a new hose. Geese appears in the Active
hose pop-up, and the preview is blank.

Laste the first object into the Geese bose

Hold down Command (Macintosh) or Control
(Windows) to temporarily switch to the Pointer
tool, and select the first goose. Choose Edit >
Copy, and click the Paste in button on the
Graphic Hose panel. The first goose becomes
Object 1.
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For the remaining geese, select each in order,
choose Edit > Copy, and click the Paste in button
on the Graphic Hose panel. They become

Object 2, Object 3, and Object 4. Click the
Options button on the Graphic Hose panel.
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Choose Loop from the Order pop-up. Choose
Variable from the Spacing pop-up, and type 115
in the Spacing field. Choose Uniform from the
Scale pop-up, and type 100 in the Scale field.
Choose Uniform from the Rotate pop-up, type 0
(zero) in the Rotate field, and press Return. To
spray a row of geese, drag from left to right with
a constant speed and in a straight line.
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Choose Random from the Order pop-up, type 85
in the Spacing field, type 65 in the Scale field, and
press Return. Drag the cursor from left to right to
draw geese that appear farther in the distance
than the geese you created in Step 5. Drag with a
constant speed and in a straight line. Hold down
Command (Macintosh) or Control (Windows),
and press the Page Down key to go to page 2,
where there is another backdrop.

Spray a row of geese while gradually reducing each bind’s size.

Type 100 in the Spacing field, type 100 in the
Scale field, and press Return. Hold down the
down cursor key, and drag the cursor from left to
right. When finished, note the new Scale field
value. Using the down cursor key with Uniform
chosen in the Scale pop-up reduces the size of
each successive object by 5%. Using the down
cursor key with Random chosen in the Scale pop-
up reduces the degree of randomness in scaling,
not the size of each object.
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Masking objects

Use a clipping path, also known as a paste inside, to crop
or hide part of another object. Objects nside of a clipping
path are known as the contents.

When using text as a clipping path, first converr text to
paths. Converted text becomes separate objects grouped
together. Ungroup these objects and then join them.
Joining the text creates a single, composite path, which 1s
surtable for use as a clipping path.

[ err— | I

Place cursor

Open the template file and then choose a bitmap image to import

Choose File > Open. In the Open Document
dialog box, navigate to the Tutorial folder within
the FreeHand folder. Choose the Jar.ft8 file, and
click Open. With the template file open, choose
File > Import. In the Import Document dialog
box, choose the SS01021.TIF file in the Tutorial
folder, and click Open. Move the place cursor to
the upper-left corner of the page.
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Place the image and then cut it. Select a path for use as the
cpping path

Click the place cursor to place an image of a bowl
of berries over the jar. With the image still
selected, choose Edit > Cut to cut the image. The
jar is a group. Hold down Option (Macintosh) or
Alt (Windows) and use the Pointer tool to select
the pink path within the group.

Paste inside handle

Luste the 1mage imside the jar; and adjust the placement of the
contents of the clipping path

Choose Edit > Paste Inside to paste the image
inside the pink path, which becomes a clipping
path. Do not deselect the path. Drag the paste
inside handle downwards to move the image so
that only the berries fill the clipping path.

Note: If you accidentally deselect the path, hold
down Option-Control (Macintosh) or Alt-Control
(Windows) and click the group until you select the
clipping path.
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Creating interlocking shapes

Creating the illusion of solid objects interlocking with
one another does not have to be ime-consuming, Use
FreeHand’s Divide command to quickly create this
effect. For more iformation about Divide, see “Creating
new paths from existing paths” on page 130.

Select the orange treble clef and the yellow bar and divide them.

Choose File > Open. In the Open Document
dialog box, navigate to the Tutorial folder within
the FreeHand folder. Choose the Music.ft8 file,
and click Open. Hold down Shift, and use the
Pointer tool to select the orange treble clef and
the yellow bar. Choose Modify > Combine >
Divide. Divide yields three composite paths: the
treble clef, the bar, and the segments where the
treble clef and the bar intersect. Press Tab to
deselect all objects.

Hide the treble clef and the bar; leaving the newly created composite
path in view

To view the segments of the intersection more
easily, use the Pointer tool to select only the
treble clef and the bar, and choose View > Hide
Selection. A composite path of two orange pieces
remains on top of the star. Select this composite
path, and choose Modify > Split to separate it
into two pieces. Press Tab to deselect the pieces
and then select only the piece on the left side.

Sphit the composite path and apply yellow to the prece on the g
After Jb{/wz'ng the treble clef and bar; t/yf)/f//()w piece stays on 1p 1o
create the pass-through effect.

Choose Window > Panels > Color List to display
the Color List, and click the color name Munsell
7.5Y 9:12 to color the piece yellow. Choose View
> Show All to show the treble clef and the bar.
The yellow piece should stay on top, giving the
effect of the yellow bar passing through the loop
in the treble clef.
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Creating shadows

Use the Shadow tool to apply shadows to vector objects.
Choose from three shadows: Hard Edge, Soft Edge, and

Zoom. Specify the color, size, and position of the shadow.

=

=

Open the template file

Shadow tool

_|_

Shadow 100l cursor

Choose File > Open. In the Open Document
dialog box, navigate to the Tutorial folder within
the FreeHand folder. Choose the Cards.ft8 file,
and click Open.

Choose Window > Panels > Color List to display
the Color List, and choose Window > Xtras >
Xtra Tools to display the Xtra Tools panel. Use the
Pointer tool to select the spade, and double-click
the Shadow tool on the Xtra Tools panel to
display options.
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Create a soft-edged shadow; smaller and lighter in color than the

Choose Hard Edge from the Type pop-up. Choose
Tint from the Fill pop-up, and type 50 in the Fill
percentage field. Tint adds a percentage of white
to the original object’s color to yield the shadow
color.

Type 80 in the Scale percentage field, type -25 in
the Offset x coordinate field, type -25 in the
Offset y coordinate field, and click OK. The spade
and its shadow are grouped together. Choose
Edit > Select > None to deselect the group.

origimal object.
Thwia Double-click the Shadow tool. Choose Soft Edge
[T from the Type pop-up and type 75 in the Fill
Y TR percentage field. Type 20 in the Soft Edge
= | percentage field, type 100 in the Scale
Paike e [ percentage field, and click OK.
e s [0 % ]
faia S} [T Note: The Shadow tool dialog box saves custom
- : % settings only during the current session. Relaunching
TR FreeHand resets the Shadow tool to its default
) settings.

Set Shacto tool options for the diamond,
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Drag te Shadow tool on the dianond to create a soft-edged
shadlow that fades to white

Use the Pointer tool and select the diamond.
Choose the Shadow tool and drag on the
diamond to initiate its shadow. Move the Keyline
preview of the shadow to the right and release
the mouse button. In the Soft Edge settings, the
Fade to color is the color to which the shadow
fades, in this case, white.
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Crreate a bard-edged shadow the same size as the original object
but lighter m color

Use the Pointer tool to select the club. Double-
click the Shadow tool. Choose Hard Edge from
the Type pop-up. Type 50 in the Fill percentage
field, type -15 in the Offset x coordinate field,
type -10 in the Offset y coordinate field, and click
OK.
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Create a soft-edged shado; larger and darker in color than the
origimal object.

Use the Pointer tool to select the heart. Double-
click the Shadow tool. Choose Soft Edge from the
Type pop-up, choose Shade from the Fill pop-up,
and type 25 in the Fill percentage field. Shade
adds a percentage of black to the original
object’s color to yield the shadow color. Type 10
in the Soft Edge percentage field, 110 in the Scale
percentage field, -5 in the Offset x coordinate
field, -40 in the Offset y coordinate field, and click
OK.
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Crreate a zoomed shadow that fades to the background color

Use the Pointer tool to select the card with the
spade on it. Double-click the Shadow tool.
Choose Zoom from the Type pop-up. Drag and
drop a green color chip onto the Fill color well
and onto the Stroke color well. Type 100 in the
Scale percentage field. Type -75 in the Offset y
coordinate field, and click OK. The zoom shadow
becomes the top object in the document. With
the zoom shadow selected, choose

Modify > Arrange > Send to Back and then
Modify > Arrange > Move Forward.
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Creating transparent objects

Choose from six Lens fills to create a variety of effects:
Transparcncy, Magnify, Lighten, Darken, Invert, and
Monochrome. An object with a Lens fill 1s called a lens.
Stack up to eght lenses on top of one another.

Open the template file

Choose File > Open. In the Open Document
dialog box, navigate to the Tutorial folder within
the FreeHand folder. Choose the Wine.ft8 file,
and click Open. Choose Window > Inspectors >
Fill to display the Fill Inspector.

Note: Choose File > Preferences, and make sure
that the Redraw > "High-resolution image display "
preference is checked.

Create a shacow that ends abruptly at the tables edge

Select the bottle’s shadow, which has a Basic fill
of Pantone 254-4 CVS, a light green color. On the
Fill Inspector, choose Lens from the Fill type pop-
up, and choose Darken from the Lens type pop-
up. Type 25 in the percentage field and check
Objects Only. Darken adds a percentage of black
to underlying colors. Checking Objects Only on
the Fill Inspector applies the lens to objects
underneath the lens but not to empty space.
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Create the look of glass

Select the grayish bowl of the glass, which has a
Basic fill of 4c 4m 4y 4k. Choose Lens from the Fill
type pop-up, and choose Transparency from the
Lens type pop-up. Type 40 in the Opacity
percentage field and check Centerpoint.
Transparency tints underlying colors by the
opacity percentage.
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Centerpont handle

Centerpoint handle

4 Checking Centerpoint displays a handle, which

marks the center of the area seen in the lens.
Using the Pointer tool, drag this handle slightly
up or down to offset the view of the wine label
as seen through the glass. Press Tab to deselect
the bowl.

Select the half-circle shape at the mouth of the
glass. This shape has a Basic fill of Black. Choose
Lens from the Fill type pop-up, and choose
Lighten from the Lens type pop-up. Type 35 in
the percentage field, and press Return. Lighten
adds a percentage of white to underlying colors.

Select the wine in the glass. The wine has a Basic
fill of Pantone Rubine Red CVP. Choose Lens from
the Fill type pop-up, and choose Transparency
from the Lens type pop-up. Type 25 in the
Opacity percentage field, and press Return.

Distort the look of the wine label seen through the iguid

With the wine selected, choose Edit > Clone to
clone the shape. Choose Magnify from the Lens
type pop-up, type 1.25 in the magnification
factor field, and press Return. Notice how the text
in the wine label increases in size through the
wine in the glass.
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Embossing o

bjects

Use the Emboss Xtra to simulate objects that are raised
or impressed, creatng a three-dimenstonal effect.
Available vartations of this effect are Emboss, Deboss,

Chusel, Ridge, and Quule.
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Open the template file

Emboss

Choose File > Open. In the Open Document
dialog box, navigate to the Tutorial folder within
the FreeHand folder. Choose the Towel.ft8 file,
and click Open. Choose Window > Xtras >
Operations to display the Operations panel.
Select the gray clone of the yellow towel, and
choose View > Hide Selection.

ERLEE}

s mar
N T T T—
|:l: |1. T

—~E] T —
egia: [T ':;_,J'

() () ()

Apply the Quilt effect to the il

Quilt
button

Select the group of dark blue and light blue tiles.
Click the Emboss button on the Operations panel
to display options for five kinds of Emboss
effects. Click the Quilt button on the Emboss
panel. Choose Contrast from the Vary pop-up,
and type 72 in the percentage field. Type 5 in the
Depth field, 135 in the Angle field, and click OK.
Choose Edit > Select > None.
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Emboss
button

Apply the Emboss ¢ffect to the towel and towel rack

Select the group consisting of the towel and the
towel rack. Click the Emboss button on the
Operations panel to display options. Click the
Emboss button on the Emboss panel, check Soft
Edge, and click OK. Choose Edit > Select > None.
Choose Window > Panels > Color List to display
the Color List.
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Select the towel’s wide band, which is a rectangle
with a yellow fill and no stroke. Do not select the

gl [ AEE e iy
thadnar | AP i A Ay

b T
i [T |:: --:I

) G=CE)

Apply the Ridge effect to the initials

s Deboss initials or the stitching (vertical gray lines). Click
= .
L the Emboss button on the Operations panel, and
_“_::‘ % r} click the Deboss button on the Emboss panel.
thmienn | S0 i sy Choose Color from the Vary pop-up. Drag and
b= [5_|] drop 30% 19c Om Oy 60k onto the Shadow color
e i well and 30% 0c Om 59y Ok onto the Highlight
el I'-I-:_--':I color well. Uncheck Soft Edge, and click OK.
. Choose Edit > Select > None.
() (st} )
Apply the Deboss effect 1o the towel’s band.
T Select the initials, “JVE.” Click the Emboss button
Ii”il EI on the Operations panel, and click the Ridge
| @ Ridge : button on the Emboss panel. Type 2 in the Depth
lﬁlﬁ:l 1 field, and click OK. Choose Edit > Select > None.
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Apply the Eniboss effect to obpects for a L iled fill

Create a texture for the towel. Select the group of
four, pale yellow stars at the bottom of the page.
Click the Emboss button on the Operations panel,
and click the Emboss button on the Emboss
panel. Choose Contrast from the Vary pop-up,
and type 45 in the percentage field. Type 3 in the
Depth field. Check Soft Edge, and click OK.

»

Apply the Liled ill 1o the towel

With the group of stars selected, choose Edit >
Copy to copy it to the Clipboard. Choose View >
Show All to display the gray clone of the towel
hidden in Step 1. Leave the clone selected.
Choose Modify > Fill to display the Fill Inspector,
choose Tiled from the Fill type pop-up, and click
Paste in. Type 20 into each of the x and y Scale %
fields and press Return. This applies a texture to
the towel.
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Working with text

Create a menu using both auto-expanding and standard
text blocks. Learn how to flow text along a path, changc
text artributes, and run text around an object.

Note: This lesson uses the following fonts:
URWBaskerTMed, URWBaskerTExtBold, and Freak.
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Open the template file

Choose File > Open. In the Open Document
dialog box, navigate to the Tutorial folder within
the FreeHand folder. Choose the Menu.ft8 file,
and click Open. You should see the first page of
a menu. All items on the page are on the Paper
layer, which is locked to prevent the accidental
moving of objects. Choose Window > Toolbars >
Toolbox to display the Toolbox, and choose
Window > Toolbars > Text to display the

Text toolbar.

O

LEllipse tool

Draw an ellipse, and center it borizontally on the page.

Choose the Ellipse tool in the Toolbox. Hold down
Option (Macintosh) or Alt (Windows) and drag
from center, beginning just underneath the small
coffee cup at the top of page 1. Draw an ellipse
slightly shorter in length than the brown ellipse,
yet wide enough to enclose the cup. If necessary,
drag the ellipse with the Pointer tool to center it
horizontally on the page.

A Coilog

Text tool

Choose a font, style, and size, and type “Coffee”

Choose File > Preferences, and make sure the
Text > “New text containers auto-expand”
preference is checked, and click OK. In the Text
toolbar, choose Freak as the font, choose Plain as
the style, type 66 for the size, and press Return.
Choose the Text tool in the Toolbox, and click to
create an auto-expanding text block at the upper-
left corner of page 1. Type “Coffee,” and double-
click the word to highlight it.
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Fill selector
Stroke selector

Ce

Apply a brown stroke color to the fext.

4 Choose Window > Panels > Color List to display
the Color List. Drag and drop Black onto the Fill
selector and 70% Pantone 1405 CVC onto the
Stroke selector. This applies a color to the stroke
of the text.

Ceffee

B

C; E’gﬁe

Select the text block and the ellipse Attach the text to the ellpse

5 Choose the Pointer tool, hold down Shift, and
select both the text block and the ellipse. Choose
Text > Attach to Path to place the word “Coffee”
along the top of the ellipse. Once attached, the
ellipse is no longer visible. Choose Window >
Inspectors > Object to display the Object
Inspector and choose Baseline from the Text
Alignment Bottom pop-up.
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Lype “Cafe” along the bottom of the ellipse, and apply a fill color and

a stroke color to 1t

6 Choose the Text tool again, click after the last “e”
in “Coffee,” and press Return. Type “Cafe,” and
double-click the word to highlight it. On the
Color List, drag and drop Pantone 193 CVC onto
the Fill selector. This applies a color to the fill
of the text. Drag and drop Black onto the
Stroke selector.
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Dosttion the list of menu items, and turn off vertical auto-expansion.

7 Locate the menu items on the pasteboard to
the right of and off of page 1. With the Pointer
tool, select the text block, and drag it underneath
the “Coffee Cafe” and the brown ellipse. Do not
double-click it. Double-clicking the text block
with the Pointer tool switches to the Text tool.
Leave the text block selected, and on the Object
Inspector, click the button to the right of the
height field to turn off vertical auto-expansion.
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8 Modify the text block’s leading, which is the
spacing between lines. Notice the text handle
that is in the center and bottom of the text block.
Use this handle to increase the leading of the
text. With the Pointer tool, drag the handle
downward so that the menu items fill the
remainder of page 1.

Note: Dragging a side-middle text handle adjusts

Drag the bandle 1o alter the leading Text fills the new size ¢
range kerning.

9 Choose 2 from the pop-up at the lower-left
corner of the document window to view page 2.
Locate the text block beginning with the words
“Lorem ipsum dolor” to the right of page 2. Use
the Pointer tool to select the text block, drag it to
the left, and center it on page 2.

Center the text block.

10 Click the Text tab to display the Text Inspector.
Click the Columns and Rows button. With the text

and Rows

— butt block selected, enter 2 in the Columns field and
- é utton press Return. This divides the text block into two
| columns of equal width.
L .|
TE,
= 5
e [T
Create two columns.
= T 11 To wrap text around a grouped object, first trace
-ﬁ j EIEI a path around the outside of the group. Double-
i =] click the Trace tool in the Toolbox to display the
Tiace tool | Trace Tool dialog box. Choose “Outer edge” from

Choose the Trace tool and set gptions

the Path conversion pop-up, and click OK.
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Tiace an area around the large cup and saucer This drans a path
around the group

12

With the Trace tool, drag a selection area
around the large cup and saucer, located on
the pasteboard to the right of page 2. This
should draw a black stroke of one point weight
around the edges of the entire object, creating
an outline.

13 Choose the Pointer tool. With the outline still
. selected, hold down Shift and select the group
e o consisting of the cup and saucer. Click and drag
= the object to the lower-right corner of the text
= block. The graphic should be on top of the text.
' Press Tab to deselect all. Use the Pointer tool to
select only the outline.
Select the path and the group Move the selection o the lower-right
corner of the text block
E e e 14 With the outline selected, choose Text > Run
= Around Selection. Click the button on the right,
hm' leave the Standoff distance settings as 0 (zero) for
1 all sides, and click OK. This runs the text around
N — the cup and saucer.
L |
S |
Tomami |
Use Run Around Selection so that the text avouds the object
15 Create a title. In the Text toolbar, choose

Elistur y ol Caller Cafe ‘
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Create a title Auto-expanding text blocks are ideal for creating titles
because they expand 1o fit the text

URWBaskerTExtBol, choose Plain, and enter 16,
and press Return. With the Text tool, click to
place an auto-expanding text block above the
“Lorem ipsum dolor” text block. Type “History of
Coffee Cafe.” Choose the Pointer tool, select the
new text block, and center it above the larger
text block.
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Creating drop caps

Creating drop caps is casy using FreeHand's inline
graphic feature. You can use groups, composite paths,
blends, paste insides, and bitmap images as inline
graphics to create drop caps. Experiment with this
feature.
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Select and cut the graphic Paste the graphic at the beginning of

Choose File > Open. In the Open Document
dialog box, navigate to the Tutorial folder within
the FreeHand folder. Choose the Dolphin.ft8 file,
and click Open.

Use the Pointer tool to select the graphic of a
dolphin on the letter. Choose Edit > Cut. Use the
Text tool to highlight the first letter in the
paragraph. Choose Edit > Paste to insert the
graphic into the text block.

the paragraph
e ——— Character B Y A graphic inserted into a text block is called an
LIS ST RNIE inline graphic, and it behaves like a text character
button —{EaT ¥ pea it graphic, :
=t e Choose Window > Inspectors > Text to display
[ Srac it m] the Text Inspector. Click the Character button to
il ik — display the Character Inspector. Use the Text tool
the equaior wil [ to highlight the graphic just as you would a text
Eaughing and be - character. Enter -80 into the Baseline shift field,
i —_— and press Return to create a drop cap.
.-:=| = -I

Cminicu
the equ
cousing
mhout
from ad
thie sea, shie and
their favorite lagoy

After creating the drop cap, change the attributes of the
surrounding fext.

Highlight only the text, choose a new point size,
style, and font from the Character Inspector. This
changes the attributes and flow of the

surrounding text without affecting the drop cap.
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Using styles

Styles are a powerful way to selectively modify text and
graphics throughout a document, without repetitious,
time-consuming manual formatting.

Paragraph | i em——
styles~| R
Graphic =
styles =

Choose File > Open. In the Open Document
dialog box, navigate to the Tutorial folder within
the FreeHand folder. Choose the Garden.ft8 file,
and click Open.

Choose Window > Panels > Styles to display the
Styles panel. If necessary, choose Show Names
from the Options pop-up to list the styles by
name. On the Styles panel, each letter “A”
indicates a paragraph style, and each square
indicates a graphic style.

B Gt AR
& Late-Aanes
& Lirer

& Laoeks

Style override

Select the word “HERB.” Note that any changes 1o the text since the
selected style was apphied results in a style override

Using the Pointer tool, select the text block
containing the word “HERB,” and look at the
Styles panel. A plus sign next to the Normal Text
style indicates that the object’s current paragraph
attributes have changed since the Normal Text
style was applied. The plus sign is a style override.

e T

Remove unused

Hide names

CHMYE Styles
RGE Styles

il-,.lrll

P
ET Teper [
[] Py
[ Dramees ]
[] Fur praer il
£ Tl =]

Create a new style based on the aliered Normal Text style applied

1o HERB.

One way to remove a style override is to create a
new style based on the modified attributes. With
HERB selected, choose New from the Options
pop-up on the Styles panel. Style-1 appears at the
bottom of the list. Double-click Style-1, type
“Title,” and press Return to rename the style.
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Apply the itle style 1o the word “GARDEN.”

Select the text block containing the word
“GARDEN,” and click the Title style name in the
Styles panel to assign the newly created style to
the text.
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Increase the font size in the Title style

Modify the Title style by increasing the font size
to 64. Choose Edit from the Options pop-up to
display the Edit Style dialog box. Make sure Title
appears in the Style pop-up. Highlight 48 in the
Size field, and enter 64 to increase the font size.
Click OK to apply the change to “"HERB GARDEN."”
Choose Edit > Select > None to deselect all
objects.

e eeRT TRRLER
Tomada »
Lycopersi:
on

k. sscimanbim

o s Fiant in

-
J &
Drag and drop styles onto the appropriate paragraphs of the ‘lomato

entry to match the other entries

Drag and drop the appropriate paragraph style
icon onto each paragraph:

Common Name onto “Tomato”

Latin Name onto “Lycopersicon esculentum”
Uses onto “Plant in average.... grow with herbs.”
Note: Styles affect entire text containers when

the Editing > Text > “Dragging a paragraph

style changes entire text container” preference
is checked.
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Create a sequence of three styles by setting one style to follow anotber

Set one style to follow another in this order:
Common Name, Latin Name, Uses. In the Edit
Style dialog box, choose Common Name in the
Style pop-up and choose Latin Name in Next pop-
up. Then, choose Latin Name in the Style pop-up.
Click Update in the “Update changes to style
Common Name?"” dialog box (Macintosh) or click
OK in the “Do you want to save changes to style
“x"?" dialog box (Windows). Choose Uses from
the Next pop-up. Then, choose Uses from the
Style pop-up, and click Update (Macintosh) or OK
(Windows). Choose Common Name from the
Next pop-up, and click OK.
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8 Choose the Text tool in the Toolbox. After the
Tomato entry, press Return to begin a new
paragraph. Click the Common Name style name.
Type “Sweet Marjoram,” and press Return. The
style automatically switches to Latin Name.
Likewise, type “Majorana hortensis,” and press
Return. The next style becomes Uses. Finally, type
“Sow in warm soil in a sunny place. Grow in rich
For the next entry, type the common name, the Latin name, and the soil for a stronger flavor.”
use; each new paragraph assumes the appropriate style
2 9 Apply a unique graphic style to each herb in the
5tu1es| garden. You can either select an object and then
click a style name, or you can drag and drop a
H Ban graphic style icon onto an object. Change the
E gl‘;gmaru herb graphic and not its text label.
I Chives
E ?ﬂjﬁne Note: The parsley, thyme, marjoram, and basil
E E?:::fo s graphics each consist of objects joined together in a
I Marjoram [ composite path. Applying a style to a composite
Lach herb graphic in the garden bas its own style. Drag and drop a path affects all objects in that path.
style onto an object, or select an object and click a style name
EE-EE[ 10 Redefine a style based on a selected object. Select
B - the oregano in the garden with the Oregano style
. already applied. Choose Window > Inspectors >
B E Fill to display the Fill Inspector. Enter 20 in each
B == ill to display the Fill Inspector. Enter 20 in eac
; I of the Scale % fields, and press Return to apply
| __::- the changes.
'-.;-. d -:- 4
Select the oregano, and reduuce the Stale %6 of the tile object in the
Fill Inspector:
- = Feiies v 11 The Oregano style has a style override. Choose
gl e ru e, s Redefine from the Options pop-up to display the
iredled e hil

Redefine the Oregano style based on changes made to the object

Redefine Style dialog box. With the Oregano style
selected, click OK to redefine the style.
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Using the Find & Replace
Graphics panel

The Find & Replace Graphics panel 1s a tool to quickly
alter complex illustrations. This lesson shows only a few
examples of the many functions of the Find & Replace
panel. Experiment with other options available in the
panel and take advantage of what it can do for you. For
more information, see “Find & Replace Graphics“ on

page 144,

UDIHTEH A

—_—

Open the template file

Choose File > Open. In the Open Document
dialog box, navigate to the Tutorial folder within
the FreeHand folder. Choose the Yucatan.ft8 file,
and click Open to open a map file of the Yucatan
peninsula in Mexico.

®

Magmification tool cursor

Hold down Command (Macintosh) or Control
(Windows) and the spacebar to switch to the
Magnification tool, and click to magnify the area
surrounding the city of Merida.

To fit the map in the document window, choose
View > Fit to Page. Use the Magnification tool
in the Toolbox and the Fit to Page command
throughout this lesson to view the details of
this map.

[ TE N G
| =T | Progresc.,
— = :
i [ — = |
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Select one airplane, and use its attributes o select all airplanes

Use the Pointer tool in the Toolbox to select

one of the red airplanes. Choose Edit > Find &
Replace > Graphics. Click the Select tab. Choose
Same as selection in the Attribute pop-up, Fills &
strokes in the Match pop-up, and Document in
the Search pop-up. Click Find to select all 10

red airplanes.

Note: If you cannot select an airplane, press Tab to
deselect all objects and try again.
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With all the airplanes selected, rotate them clockwise 90

4 Click the Find & Replace tab, and choose Rotate

from the Attribute pop-up and Selection from the
Change in pop-up. Enter -90 for the Rotation
angle. With all the airplanes still selected,

click Change to rotate all the airplanes clockwise
90 degrees. On the Find & Replace panel, note
the feedback provided: Changed 10 items. Fit the
map in the document window.

Select international borders.

In Steps 5 and 6, increase the width of the
international borders from 1.5 points to 2 points.
Magnify the area surrounding the city of
Chetumal. With the Pointer tool, select a red
dashed line marking one of the international
borders. Click the Select tab, and use the same
settings for it as those described in Step 3. Click
Find to select all eight international borders.

[ W i e i ™7
s
- T

- =2

Increase the width of the international bowders to 2 points

Click the Find & Replace tab, choose Stroke width
from the Attribute pop-up, and choose Selection
from the Change in pop-up. Leave the Min and
Max fields blank, but choose 2 pt from the To
pop-up. Click Change to increase the width of all
international borders.

Bacalarg

i r, Carozal
i ':;' an
.‘F L] "l'li!fllhEH

Select the primary roads

Use the Pointer tool to select a solid brown line
marking one of the primary roads. Use the same
settings for the Select tab as described in Step 3.
Click Find to select all 85 primary roads.

Note: You do not need to use the Select tab in cases
in which you can accurately specify the search
criteria using only the Find & Replace tab.
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Color List pop-up

Change the color of the primary roads

Click the Find & Replace tab and choose Color
from the Attribute pop-up. Choose

0c 40m 80y 10k from the From pop-up and
choose 50c 100m Oy Ok from the To pop-up.
Choose Strokes from the Apply to pop-up. Click
Change. This changes all the primary roads
from brown to purple. Fit the map in the
document window.

i

Select ltalic text labels

Amle

In Steps 9 and 10, select all text labels indicating
bodies of water. Notice that the text is Italic and
blue. Select one of these labels, such as “Gulf of
Mexico.” Click the Select tab. Choose Font from
the Attribute pop-up and Page from the Search
pop-up. Leave Any font in the first pop-up.
Choose Italic from the second pop-up. Leave the
Min and Max pop-ups blank. Click Find to select
all 35 text blocks with an Italic style.

Color List pop-up

Select the blue text labels,

s

10

Choose Color from the Attribute pop-up and
Selection from the Search pop-up. Choose
100c 60m Oy Ok from the Color List pop-up.
Choose Fills or Fills & strokes in the Find in pop-
up. Click Find to select only the 20 blue text
objects from your selection.

A

Apply the Boldlialic style to all text labels indicating bodses of water

1"

Click the Find & Replace tab, and choose Font
from the Attribute pop-up and Selection in the
Change in pop-up. Choose Boldltalic from the
style pop-up on the right, underneath the To
pop-up, and click Change. All selected text
retains the same font and size, but it changes
to a Boldltalic style. Magnify the country of
Guatemala.
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e 12 In Steps 12 through 15, replace the symbols for
major archeological sites. Click the Find & Replace
— =it =1 tab, choose Path shape from the Attribute pop-
up, and choose Page from the Change in pop-up.
- With the Pointer tool, select one of these green
0 Tt 1 e { symbols. Choose Edit > Copy. On the panel, click
=3 the Paste in button next to the From window.
Make sure Transform to fit original is checked.

Select a symbol for an archacological site, copy i1, and paste st ito the
Sorst windom

13 Draw a replacement symbol. Double-click the
Polygon tool in the Toolbox to display options.
Type 3 in the Number of Sides field, click the
Polygon button, and click OK. Hold down Shift
and drag the Polygon tool on the map to draw a
triangle which has one corner pointing straight
up. Do not deselect it.

-

O

LPolygon tool

Draw a triangle to replace the original symbol Note: It does not matter if the triangle is much
larger in size. The Transform to fit original option
resizes the shape to the same size as the original.

Fill selector . 14 Apply a color to the triangle’s fill. Choose
Stroke selector T IF Window > Panels > Color List to display the
‘ Color List. With the triangle selected, drag and
z drop an 80c Om 80y 15k color chip onto the Fill
=% A e selector at the top of the Color List. Drag and
T i BE drop the None color chip onto the Stroke selector
el at the top of the Color List.

Apply color 1o the triangle

15 With the triangle selected, choose Edit > Cut,
floimele=] =T F | and click the Paste in button next to the To

T 3| == 2 FEMALA . | window on the Find & Replace panel. Click

.: I r I whoe sl Change to replace the original symbols with the
| == ==

R e 16 new symbols throughout the map.

=
i ] 1

L ]

Cut the triangle and paste it into the 10 windon: Replace all symbols
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CHAPTER 4

Organizing Your lllustration
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Organizing your illustration 1s ime well spent. The
more complex your illustration, the more you benefic
from organizing it with templatcs, ]aycrs, groups, and
object and paragraph styles.

0 Templates—Usc them as defaults for creating new
documents to avoid recreating frequently used design
clements and production settings.

0 Layers—Use them to edit and manage complex
illustrations with many overlapping objects in
manageable portions. Catcgorizc related objects, and
turn off layers to print objects selectvely.

0 Groups—Use them to freeze two or more objects in
relation to one another. Move or transform multple
objects together.

0 Object styles—Use them to quickly apply the
same formarung to multiple objects and globally edit
graphic attributes.

0 Paragraph styles—Use them to quickly apply and
modify text formatting,

Using templates

To work more efficiently and avoid design
inconsistencies, create templates for documents that
share common design elements and production settings.

A templarte’s settings and ateributes are defauls for
creating other documents. Save a document as a
template when you want to create new documents with
the same objects, settings, colors, and object and
paragraph styles. For example, to create a series of
designs that have the same page size and layout, save the
first one as a template and then use it to create the restin
the series.

A template file saves what 15 in a FreeHand document,
including the following:

0 Gudes

0 Layer informanon
0 Object styles

0 Paragraph styles

0 Custom colors

When opening a template, an untitled copy of it
appears. Use the untitled copy to create or replace an
existing template. You can also designate a templare as
your default for new documents.

To restore the original FreeHand 8 defaults, quit or exit
FreeHand. Delete the FreeHand 8 Preferences file inside
the Preferences folder in the System folder (Macintosh)
or delete Fhprefs.xt in the FreeHand application folder
(Windows). Restart FreeHand.

To save a document as a template:
1 Choose File > Save As.

2 Enter a name for your template file in the Save
(Macintosh) or Save Document (Windows)
dialog box.

3 Choose FreeHand Template from the Format
(Macintosh) or Save as type (Windows) pop-up.
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Choose a destination and click Save. In Windows,
an FT8 extension is added to the file name.

il ] day e
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Macintosh Save dialog box

L I

A &l ol ml

Windows Save Document dialog box

To edit a FreeHand template:

1

Open the template, make changes, and then
choose File > Save.

Save the newly revised document as a template
with the same name and location.

FreeHand prompts you to replace the original
template file. Click Replace and the new template
replaces the old one.

To set a template as the default for
new documents:

1

Open and edit a template.

To edit the default template, choose File > New and
edit the unatled copy.

Choose File > Save, and name the file.

Name the file FreeHand Defaults (Macintosh) or
Defaultsft8 (Windows). To usc a template file with
a different name, type the file name n the
Document> “New document template” preference.

Save the template in the same folder as the
FreeHand application.

The defaule template must be kept in the folder
with the FreeHand application. The next ume you
choose File > New, an unutled copy of your new
default template appears.

To convert any FreeHand file into a template
without opening it (Macintosh):

1
2

Select the file in the Finder.

Choose File > Get info and check the Stationery
pad checkbox.

To convert a templarte into a FreeHand document,
uncheck the Stationery pad checkbox.
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Simplifying a complex
illustration using layers

Layers divide an illustration mro discrete planes, as

though the different components of the illustration

were drawn on separate tracing paper overlays. Every

object in an illustration resides on a layer. Only objects
.. . /

on visible, unlocked layers are editable. Create all layers

before you draw or add individual layers as you

need them.

Objects on a checked
layer are visible.

A layer in Preview mode displays
objects as they will print.

This color well shows the
C [0l x}|  highlight color for selected
Lavers || objects on the layer.

Optiohs ‘l

rv i [ Foreground

sod  Guides Guides appear on this layer.
od lw
o [ Topography . . .
Joa W Text The highlighted layer is
I the active drawing layer.
Jog WTIFF |

A @ g [T Background Objects on layers below
this separator line
appear dimmed on

screen and do not print.

Objects on a locked layer
cannot be moved.

Alayer in Keyline mode displays
outlines of objects.

Navigating the Layers panel

"To show or hude the Layers pancel choose

Window > Panels > Layers or use Command-6
(Macintosh) or Control-6 (Windows). The Layers
panel displays the current state of all layers in your
document It 1s the primary tool for adding, duplicating,
and removing layers.

To control how objects on a layer display, use the check
mark, padlock, color well, and Preview/Keyline icons
beside the layer name. Hide or lock layers to avoid
accidentally moving or dclc[ing objects. Work in
Preview mode to see objects as they wall print. Choose
Keyline mode to view only the outlines of objects on a
layer and to speed redraw. Use the color well to assign a
highlight color, which distinguishes objects on one layer
from those on another. The customizable color wells on
the Layers panel display the highlight color ofa
particular layer.

Press Tab to desclect all objects and click the layer name
to choose a layer to be the active layer. The next object
you draw appears on this layer. Deselecting all objects
prevents iadvertently moving objects to the new
acuive layer.

To rename a layer, double-click the layer name, type a
new name, and press Return to aceept the name.
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Adding, duplicating, and removing layers

Copies the contents of the
selected layer onto a new layer.

b Adds a new layer.

Dot

Farere Deletes the selected layer and all
allon objects on it.

Al o

Hides (unchecks) all layers.

Shows (checks)
all layers.

Options pap-up on the Layers panel

To Do this

Choose New from the
Options pop-up.

Add a new layer

Duplicate a layer and Click a layer name and choose
all objects on it Duplicate from the Options

pop-up.

Remove a layer and

Click a layer name and choose
all objects on it

Remove from the Options
pop-up.

Hold down Command
(Macintosh) or Control
(Windows) and click the layer
names. To remove contiguous
layers, hold down Shift and
click the multiple layer
names. Choose Remove from
the Options pop-up.

Remove several
layers and all
objects on them

Turning on and turning off layers

To Do this

Turn on & EFivers Click to the left

a layer J}) & [ Topography of the unchecked
layer name.

Click the check

mark to the left
of the checked

layer name.

Turn off a o M Fieas
layer ]'-E & L1 Tcpoguaptey

Turn on all  Choose All on from the Options pop-

layers up, or hold down Option (Macintosh)
or Control (Windows) and click to the
left of an unchecked layer name.

Turn off all  Choose All off from the Options pop-

layers up, or hold down Option (Macintosh)
or Control (Windows) and click to the
left of a checked layer name.

Turning off a layer hides all objects on that layer, but does
not remove them from the document. Turning on a
layer shows all objects on that layer. If the active layer 15
turned off, then new objects are not visible unul the
layer 1s turned on again.

Note: To print all foreground layers when layers are
turned off, choose File > Output Options, and check
Include invisible layers.

Hiding selected objects from view

1o hude specific objects, select them and then choose

View > Hide Selection.
Using Hide Selection hides all selected objects. Hidden

objects print as if they are visible. Locked objects remain

locked when hidden. Guides cannot be hidden using
Hide Selection.

"To show all hidden objects, choose View > Show Al
Hidden objects reappear when the file 1s closed and
reopenced.

If an object was hidden, and then the layer on which the
hidden object was turned off, the hidden object 1s shown
again when the layer is turned on again.

Note: Show All does not show a hidden layer.
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Locking and unlocking layers

To Do this
Lock a % o [ERivers Click the open
layer - Topography padlock to the

left of the layer
name.

Click the closed
padlock to the
left of the layer
name.

Unlock a » & ERivers
Iayer v kﬂ Topography

Lock all Hold down Option (Macintosh) or
layers Control (Windows) and click an
unlocked padlock.

Unlock all Hold down Option (Macintosh) or
layers Control (Windows) and click a
locked padlock.

Viewing layers in Preview or Keyline mode

To Do this

View a layer ., o4 ElRivers Click the hollow
in Preview [T opography Keyline icon.
mode

View a layer . maWlfne Click the filled
in Keyline |..5|_| lapagaphe Preview icon.
mode

View all Hold down Option (Macintosh) or
layers in Control (Windows) and click a
Preview Keyline icon.

mode

View all Hold down Option (Macintosh) or
layers in Control (Windows) and click a
Keyline Preview icon.

mode

Guides

To view guidcs, turn on the check mark ar the far left of
the Guides layer name. To hide the guides, turn off the
layer. To view the guides in black, set the drawing mode
to Kcylmc for the Guides layer. To view them in the
guide color chosen in the Colors > “Guide color”
preference, set the viewing mode to Preview.

To turn an object into a guide, select the object and click
the Guides layer. The object displays in the guide color.
To turn a guide into an object, double-click the guide
and click Release in the Guides dialog box. The object

returns to 1ts original layer.

For more information about guides and the Guides
layer, see Chapter 2, “Gerting Your Bearings,” and the
FreeHand Help.

Moving objects and reordering layers

Change the way objccts overlay one another in your
document by moving objects f10m one layer to anorha
or by rearr anging the order of the layers. Dcmgndte layers
as non-printing by dragging them below the separator
line, or by dlaggmg the line up and down.

To move an object to another layer:

1 Select an object.

The object’s layer name appears highlighted on the

Layers panel.
Y

2 Choose the destination layer by clicking the
destination layer name.

To move one layer in front of or behind
another layer:

1 Choose Edit > Select > None or press Tab to
deselect all objects in the document.

2 On the Layers panel, click the name of the layer
you want to move.

@ =10

Layers ]

Fan

o [ Rectangles
& [ Chairs

& Guides

LR R R

» & d [T Background
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3 Drag the layer name to a new position, either
above or below another layer name.
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To copy layer information to another document:

1 Check the General > “Remember layer info”
preference.

2 Select an object in the source document and
choose Edit > Cut or Copy.

3 Open the destination document and choose
Edit > Paste.

If the layer name 1n the destination document 1s the
same as the one n the original document, then
FreeHand places the object on that layer. Otherwise,
a new layer with the original layer name is created.

Using highlight colors to distinguish
objects on different layers

With the General > “Smoother editing” preference
checked, highlight colors for cach layer can distinguish
objects on one layer from those on another. The editable
color wells on the Layers panel display the highlight

color of a partcular layer.

With the General > “Highlight selected paths”
preference checked, the layer highlight color appears as a
one-point line on top of selected, ungrouped paths. View
and edit highlighted paths on any layer without
bringing them to the front of your illustration. The
highlight color does not affect the color of the object.

To assign a highlight color, check the

General > “Smoother editing” > preference and drop a
color chip from any color well onto the color well next to
the layer name. FreeHand now uses the new color to

highlight all selected 1tems on that layer.

"To hughlighr selected objects, handles, and ponts, but not
draw a highlight line on top of paths, uncheck the
General > “Smoother editing”> “Highlight selected paths”

preference.

Uncheck “Smoother editing” to elimimate all highlight
colors. Although the “Smoother editing” preference uses
more RAM, this feature also provides other drawing
enhancements in addition to highlight color. For best
results, leave “Smoother editing” turned on.

T G e
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wibd Guides
'ﬂ'ln_ | | | d Prory olr oads
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"‘rﬁ_ 1| | ﬂ o
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» @ [T Background

1o assign a bighlight color; drag a color chip from any color
well onto the color well next to the layer name
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Organizing a complex Layers panel

When working with a document with many layers,
consider adding or 1nsertmg empty layers with
descriptive names to organize your Lavcrs panel. In
the example below, empty layers with dcscuptlvc
names serve as dividers to categorize the layers in a
complex map.

o [
Layers
T Populated Areas-—-—-
v@E | Cities
VBN Towns
V@ Military Bases
VER | Tranzportation—-—-—
V@' Highways
VBN Roads
@A Railroads
vEd | Geagraphy-———-—
@' Mountains
VB Forests
VBN Parks
=
VBN Guides
vOA

[

Use dw‘crzpz‘iye /@W names 1o m:gdmi@ the Lﬂ)/m pomel

Working with objects on a single layer

Arranging objects on the same layer

To Do this

To

Do this

Move an object
backward on
the same layer

Select the object and choose
Modify > Arrange > Move
Backward.

o e

Move an object
to the back of
a layer

Select the object and choose
Modify > Arrange > Send to
Back.

b lw

Paste an object
behind a
selected object
on the same
layer

1.Select the object and choose
Edit > Cut or Copy.

2.Select the object behind which
you want to paste.

3.Choose Edit > Paste Behind.

Eo fw Fw

Paste an object
in front of a
selected object
on the same
layer

1.Select the object and choose
Edit > Cut or Copy.

2.Select the object in front of
which you want to paste.

3.Choose Edit > Paste in Front.

Move an object
forward on the
same layer

Select the object and choose
Modify > Arrange > Move
Forward.

Move an object
to the front of
a layer

Select the object and choose
Modify > Arrange > Bring to
Front.

fo fw o

Use the Arrange commands to change the stacking
order of objccts However, you may not see a change in
the stacking order if the objccts are not overlapping,
Pasting an objcct behind or in front of an object withina
group or a chipping path integrates the pasted object into
the group or the chipping path. Clipping paths are paths
in which other objects are pasted inside. To learn how to
create clipping paths, also known as paste insides, see

“Working with clipping paths” on page 129.
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To select all objects on a single layer in a
multilayer document:

1 Hold down Option (Macintosh) or Control
(Windows) and click any open padlock on the
Layers panel to lock all layers.

2 Unlock the layer containing the objects you want
to select.

€ - [o] %]
Layers ]
Ergleioses |
%_ Rectangles

v
»a [ Chairs
w#a  Gudes

» % & [T Background

3 Choose Edit > Select > All in Document to select
all objects on the unlocked layer.

10 hide selected objects on a layer without turning off
the layer, select one or more objects and choose View >
Hide Selection. See “Hiding selected objects from view”

on page 93.

Grouping objects

Grouping two or more objects freezes their positions
and stacking order relative to one another, so you can
manipulate them as a single object. Objects within a
group retain their individual characteristics, unless you
modify the entire group.

To Do this

Group objects  1.Select multiple objects.

2.Choose Modify > Group or use
Command-G (Macintosh) or
Control-G (Windows).

After grouping, click any object
in the group to select the entire
group.

Grouping objects on different
layers moves these objects to the
current drawing layer but retains
their relative stacking order.

—_

Ungroup

.Select the group.
objects

.Choose Modify > Ungroup or
use Command-U (Macintosh) or
Control-U (Windows).

Ungrouping objects with the
General > “Remember layer
info” preference checked returns
these objects to their original
layers.

N
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Subselecting within a group

Grouped object

Component subselected

16 work with individual objects within a group, either
ungroup the objects or subselect only the objects you
want to modify. Modifying atributes of a subselected
object changes only the subselected object and not the
rest of the group. Subselected objects cannot be moved to
other layers or grouped with other groups.

To

Do this

Subselect one object
within a group

Subselect two or
more objects within
a group

Subselect one object
behind another
object within a

group

Deselect a
subselected object

Select the group
containing a
subselected object

Hold down Option
(Macintosh) or Alt (Windows)
and select the object.

Hold down Shift-Option
(Macintosh) or Shift-Alt
(Windows) and select
the objects.

Hold down Control-Option
and click the object
(Macintosh) or hold down
Control-Alt and right-click the
object (Windows).

Press Tab or click the
document outside the group.

Choose Edit > Select >
Superselect, or press
Tilde (~).

Working with nested objects

ested objects are objects 1n groups within lareer
Nested object bj group hin larg
groups. Manipulate them just as you would any other

gOUP

To nest an object within an existing group:

1

Select an object and a group.

Choose Modify > Group or use Command-G
(Macintosh) or Control-G (Windows).

Use Group up to 20 times 1n succession to nest
objects within a group, or to combine groups within
a larger group. A nested object 1s an object within a
group. Although the actual nesting limic 1s 28,
certain objects such as inline graphics and paste
insides may have nested objects within them and
therefore may account for more than one nest.
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To subselect a nested group: Using Styles

1 Hold down Option (Macintosh) or Alt (Windows) o )

and select an object within the nested group. Use styles to maintain visual consistency and to
sumphfy formatting. Modify object styles and paragraph
styles to quickly change graphics and text throughout
your document. You can create and save styles to use as
part of a template.

2 Choose Edit > Select > Superselect or press
Tilde (~) until you have selected the nested
group you want.

Object styles—Usc object styles to formar graphics
with preset stroke, fill, color, and halfrone attributes.
These attributes are available in the Stroke Inspector, the
Fill Inspector, or in the Halftones panel. Object styles

are available in the Styles panel.

Paragraph styles—Format individual paragraphs or
entire text blocks. Options include font, color, style, size,
justification, text effects, tabs, margins, spacing, range
kerning, baseline shift, hanging puncruaton, and
paragraph rules. These attributes are available in the Text
menu, the Text Inspector, or the Text toolbar. Paragraph
styles are available in the Styles panel, the Text Character
Inspector, and the Text toolbar (Windows).

[ .
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— Assign a paragraph style to
selected text or text blocks.

Text Character Inspector
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Navigating the Styles panel

"To show or hide the Styles panel, choose

Window > Panels > Styles or use Command-3
(Macintosh) or Control3 (Windows). The Styles panel
displays the current object styles and paragraph styles in
your document. It 1s the primary ool for adding,
duphcating, removing, and modifying object and
paragraph styles. Choose available commands from the
Options pop-up. Click a style name and choose Edit

from this pop-up to set specific attributes.

Choose from two viewing options available in the
Opuons pop-up on the Styles panel: Show names or
Hide names. When Show names 1s selected, styles are
. . . . 4

listed by name, with eicher the graphic or text symbol
shown. When Hide names 1s selected, styles are
represented using previews that reflect the styles’

actribures.
Object style icon

i
s |

[ ]
oo Tae
EL T
Ciacha

A iy
Seraniaa

|
Paragraph style icon

Show names selected

Object style preview

I I
s |

%

Paragraph style preview

Hide names selected

Managing styles

Applying a style

To apply a style

Do this

To selected objects
or text

Using drag and drop

Using the
paragraph styles
pop-up in the Text
Character Inspector
or the Text toolbar
(Windows)

From one object to
another using Copy
Attributes and Paste
Attributes

1.Select one or more objects,
paragraphs, or text blocks.

2.Click a style name in the
Styles panel to apply the
style's attributes to the
object or text.

Drag and drop a style from
the Styles panel to an object
or text.

1.Select one or more
paragraphs or text blocks.

2.Choose a style name to
apply the style’s attributes
to the text.

1.Select the source object.

Choose Edit > Copy
Attributes or use
Command-Shift-Option-C
(Macintosh) or Control-
Shift-Alt-C (Windows).

3.Select the destination
object and choose
Edit > Paste Attributes or
use Command-Shift-
Option-V (Macintosh) or
Control-Shift-Alt-V
(Windows).

N
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oy _,::? - Canterbury Tale:
fs Geoffrey Chaucer
circa 1400

Drag and dyop a style to apply it 1o a pdmgmp/y of text

By default, applying a paragraph style changes

an individual paragraph’s atcributes. To affect an entire
text block, choose the Text » DLagglng a paragraph style
changes™> “Entire text container” preference. To learn
how to prevent changmg text effects, paragraph rules,
hanging punctu1non tabs, or margins when applying a
new style, see “Keeping previously applied paragraph

attributes” on page 103.

See FreeHand Help for additional information
regarding the Object > “New graphic styles” preference
and the Text > “Buuld paragraph based on’ prcfcrcncc

Adding, duplicating, and removing styles

Mew

Duplicate
Remaove
Remove unused

Hide names

Edit...
Redefine. ..
Set parent...

Irnport...
Export...

CHYE Styles
RGE Styles

Options pop-up on the Styles panel

To

Do this

Add a new style

Add a new style
based on a selection

Duplicate a style

Remove a style

Remove all unused
styles

1.Choose
Edit > Select > None to
deselect objects.

2.Set object or text
attributes.

3.Choose New from the
Options pop-up.

1.Select an object or text.

2.Choose New from the
Options pop-up.

1.Choose
Edit > Select > None to
deselect objects.

2.Click a style name on the
Styles panel.

3.Choose Duplicate from the
Options pop-up.

1.Choose Edit > Select >
None to deselect objects.

2.Click a style name on the
Styles panel.

3.Choose Remove from the
Options pop-up.

Choose Remove unused from
the Options pop-up.

Note: To rename a style, double-click the style name,
type a new name, and press Return.

Organizing Your lllustration
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Importing and exporting styles

Mew

Cuplicate
Rermnave
Remove unused

Hide names

Edit...
Redefine...
Set parent...

Irnpart...
Export...

CHMYE Styles
RGE Styles

Options pop-up on the Styles panel

Use the Style panel's Options pop-up to import and
export styles. Export styles to transfer to other
dlustrations, distribute to other users, or store for future
use.

To export styles

1 Choose Window > Panels > Styles to display the
Styles panel.

2 Choose Export from the Options pop-up.

3 Using the Export dialog box, choose styles for
export.

4 Choose a destination—type a file name for the
exported style library, and click Export.

FreeHand has many preset object styles that can
enhance your illustrations. These preset styles are

located n Styles panel's Options pop-up.

To import styles

1 Choose Window > Panels > Styles to display the
Styles panel.

2 Choose Import from the Options pop-up.

3 Click the name of the styles library or FreeHand
document containing the desired styles, and click
Import.

Modifying styles

To edit an object style:
1 Click an object style name in the Styles panel.

2 Choose Edit from the Options pop-up to display
the Edit Style dialog box.
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3 Change any attribute and click OK to save your
style.

You can modify any stroke, fill, color, or halftone
atrribure 1n the Edir Style dialog box.

To edit a paragraph style:

1 Click a paragraph style name on the Styles panel.

2 Choose Edit from the Options pop-up to display
the Edit Style dialog box.

3 Change any attribute and click OK to save your
style.
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10 regain the settings present before modifying a
paragraph style in the Edic Style dialog box, choose
Restore Original Values from the Global Settings pop-
up. Choose Restore Program Defaults to regain the
default sertings.
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Keeping previously applied paragraph
attributes

When creating a new style or modifying an existing
stylc, disable atcributes in the Edic S[yle dialog box. This
prevents rnodifying them when applying the style to
text thar already has the attributes you want.

To disable Do this

Font Choose No selection from the Font
pop-up.

Style Choose No selection from the Style
pop-up.

Point size Leave the field blank.

Justification Click the blank button to the right

of the justified button.

Choose No selection from the
Leading pop-up.

Leading

Text effect Choose No selection from the Text

effect pop-up.

Color Uncheck Style affects text color.
Paragraph Leave the fields blank.

spacing

Spacing % Leave the fields blank.

Range kerning Leave the field blank.

Baseline shift Leave the field blank.

Horizontal scale Leave the field blank.

Hang Click the Hang punctuation

punctuation checkbox until a hyphen [-]
(Macintosh) or a dimmed check
mark (Windows) appears.

Rules Choose No selection from the
Rules pop-up.

Tabs and Check the No selection checkbox

margins on the text ruler.

All settings Choose No selection from the

Global Settings pop-up.

Each click of the Hang punctuation checkbox changes
its status. An empty checkbox indicates that hanging
punctuation is turned off. An X (Macintosh) ora check
mark (Windows) indicates that the option 1s turned on.
A hyphen (Macintosh) or a dimmed check mark

(Windows) indicates No selection.

Note: Unlike choosing No selection, choosing None in
the Rules pop-up removes all paragraph rules in
paragraphs to which the style is applied, and choosing
No effect in the Text effect pop-up removes all text
effects.
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Overriding styles

o &

"-l-..lrll

To

Do this

Override a style

Redefine a style
based on a selected
object or text

Remove a style
override

1.Select an object,
paragraph, or text block.

2.Change any stroke, fill,
color, halftone, or text
attribute.

3.When you select the object
or text, the overridden style
appears highlighted with a
“+"in front of it.

—_

.Select an object and apply
the desired attributes.

2.Choose Redefine from the
Options pop-up in the
Styles panel.
In the Redefine style dialog
box, click the name of the
style you are redefining,
and click OK. The style now
assumes the attributes of
the selected object or text.

_

.Select an object,
paragraph, or text block
with an overridden style.

.Click its style name.

3.The original style applies to
the object or text, removing
any override.

N

To base one style on another style:

1 Choose Edit > Select > None to deselect
all objects.

2 Click the style name for the child or dependent
style.

3 Choose Set Parent from the Options pop-up to
display the Set Parent dialog box.

4 Choose another style to be the parent or source
style, and click OK.

Use Set Parent from the Options pop-up to base
variations of a style on another style. The resulting style,
called the child style, depends on the attributes of its
source style, called the parent style. When you edita
parent stvlc the actributes shared bV the Ch1 d stvlc also
change. Attnburcs unique to the child style do not
change.

If you remove a child style from an object or text, the
parent style becomes the active style, but the object or
text retains all of 1ts ateributes.

To copy style information to another document:

1 Select an object, paragraph, or text block in the
source document and choose Edit > Cut
or Copy.

2 Open the destination document and choose
Edit > Paste.

The objcc[ Or fext appears in the document, and 1ts
style appears 1n the Styles panel.
J J

When a style n the destunation document has the same
name as the style you want to copy, the style 1
overridden but not redefined.

Use the Import and Export commands to transfer styles
between documents. See “Importing and exporting

styles” on page 102.
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Vector drawing
When drawing in FreeHand, paths are the basic

elements of your graphic designs. Generated

. 4 . . .
mathemancally within FreeHand, a path consists of at
least two points. Each point connects one or more line
segments, either straight or curved.

Because of the way it generates lines on screen,
FreeHand 1s classified as a vector drawing application.
Vector applications PIOdUCC resolution- mdependcnt
graphics, which appear crisp and smooth regardless of
the level of on-screen magmﬁcanon A vector graphic
always appears at your computer’s maximuim screen
resolution, no matter how closely you zoom in to see its
detauls.

In contrast, by dlsplaymg a matrix of pixels on screen,
bitmap image applications produce resolution-
dependent gr aphlcs ‘When viewed from afar, these
pixels form a continuous graphic, but as you zoom 1n,
the graphic becomes increasingly gmnulated as you
begin to see individual pixels.

Bitmap image applications, such as Macromedia xRes,
are best used for computerized painting and texturizing,
as well as for editing continuous-tone graphics such as
Pho[ographs Whether vector or bi[map, cach
application has its unique strengths. To learn how other
apphications work with FreeHand, see Chaprer 10,
“Working with Other Applications.”

Vector z’maga

Bz'tmqb image

Path characteristics

Vector graphics consist of paths, which consist of points
and parh segments. A path segment, either straight or
curved, 1s the element spanning two points. Paths have a
variety of characteristics:

0 DPach status (opcn or closed)
0 Stroke and fill aceribuces

0 Direction
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Types of paths

0 Open—An open path 1s one where the beginning
point and the ending point do not connect.

O~ B

Open paths

O CIosed—Althoug h 1t may have ovcrlapplng path
segments, a path is not closed until the beginning
and ending points are the same.

OO

Closed paths

Stroke and fill attributes

Color, the primary actribute for both strokes and fills,
enables you to distinguish other visible attributes of
open and closed paths Without color, paths would not
appear on screen or i print.

0 A stroke consists of the attriburtes applied to a paths
line segments. To display and print fills contained i
open paths, check the Object > “Show fill for new
open paths’ preference.

0 A fill consists of the attributes applied to the area
within the border of a closed path. Closed paths
always print both strokes and fills.

Fill
Stroke

The Stroke, Fill, and Both selectors in the Color List
indicate the color applied to paths. To learn how to apply
strokes and fills to paths, see Chaprer 6, “Color, Strokes,

and Fills”

Direction

When drawing a path, the order in which you place
points establishes path direction. Think of path
direction as eicher clockwise or counterclockwise. The
innal pach direction of FreeHand's preset shapes—
ellipses, rectangles, and polygons—is clockwise.

Ending point

/ N

Beginning point

-

Beginning and ending point

Path direction determines which handle adjusts a given
path segment and to which path end an arrowhead
applies. Path direction 15 also important when you bind
text to a path, blend paths, or fill composite paths created
from two paths with different directions.

To Changc the path direction of any path once drawn,
use the Reverse Direction path operation. Choose
Modity > Alter Path > Reverse Direction, choose

Xtras > Clcanup > Reverse Direction, or click the Reverse
Direction button on the Operations panel.

Drawing 107



Selecting paths

Using the Pointer tool, select paths just as you would
any other object: either click the path or drag a selection
area around the path. Hold down Shift when clicking

paths to select more than one.

With a path selected, the Object Inspector provides
feedback on path characteristics and displays the
following;

o [
[@e[m[AD
Fath

Foints: 4

Even/odd fill
O Clazed

Flatness: El

A path of 4 points is selected

0 Object type—A path 15 an object. When your
selection includes more than one object, the Object
Inspector tells you the number of objects selected.

O Number of points—FrecHand's limit of 32,000
points per path lets you import very complex files
from other sources. Depending upon your output,
you may want to monitor the number of points in a
selected path. Increasing the number of points
increases the file size, slows redraw, and slows
printing. The fewer points a path has, the caster it 1s
to modify, display, and print. Use Xtras > Cleanup >
Simplify to decrease the number of points in a path.
Use Find & Replace Graphics to selectively simplify
paths in an entire document. For more information

on Find & Replace Graphics see page 144.

Even/odd fill—With Even/odd fill checked,
overlapping portions of closed paths are transparent.

Closed—Check Closed to automatically connect
the endpoints of a selected, open path. Uncheck
Closed to remove the last path segment from a
selected, closed path.

Flatness—On a PostScript outpur device, a curve
consists of a series of tiny line segments. Flarness
gauges the size of the line segments comprising a
path—the lower the flatness value, the smaller the
line segments and the smoother the path. If your
output device generates PostScript error messages,
assign a higher flatness value. Printed objects wall
appear more blocky, but the document will print
faster.

Use this option only when you want to assign
different flatness values to individual paths. The
flacness value set in the Objcct Inspector overrides
the value set in the Output Opuions dialog box,
which 1s for the entire document.
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Point characteristics

Points not only determine path direction bur also the
shape and position of adjacent path segments. Providing
the framework for vector graphic&, corner, curve, and
connector points are useful tools to create and edic paths.
Most of the points you create will be corner or curve
points.

Type of point  Function Handle behavior

Corner

Creates Corner point handles
hinges are retracted and
between move independently.
adjacent path Therefore, it is

segments possible to adjust
adjacent path
segments, either
straight or curved,
one at a time.
Curve Maintains By default, curve
smooth, point handles extend.
winding They move around a
transitions point in tandem,
through a affecting adjacent
point path segments at the
between same time.
adjacent
curves
Connector Maintains When a connector
smooth point is preceded by
transitions or followed by a
between a curve, handles

straight path extend. The position
segment and of the points on

a curved one either side of a

or between  connector point
two curves limits the movement
meeting at a  of its handles.

sharp angle

Selecting points

Using the Pointer tool, chick individual points to select
them, or drag a selection area around either an entire
path or a portion of it to select points. Hold down Shift
when clicking points to select more than one. Selected
points appear hollow rather than solid.

With a point selected, the Object Inspector provides
feedback of point characteristics, in addition to the path
information shown in “Se]ecting paths” on page 108.

Podrd: b
l—— Click to change the point type
Hundlen of a selected point.

E1E] — Click to retract point

ko handles.

[ =11
[i=::] 4 =z H— Enter position of pointin
relation to the page ruler’s zero
point.

Check to automatically
adjust point handles.

0 Point type—Use the Pointer, Pen, or Bezigon tools
to select a point. With a point selected, one of three
point buttons 1s selected. To change the point type,
select a pointand click a different point button.

0 Handles—To retract handles and adjust the path
shape, select a pointand click the button
corresponding to its point handle.

0 Automatic—This setting positions the point
handles of a selected point with respect to the
position of the preceding and following points.
Select the desired points and then check Automaic.
Manually adjusting or retracting a point handle
turns off Automatic.

The Automatic settng 1s useful when you want to
drag a selected point so that the curvature of the
path segments before and after the point
automatically adjust.

0 Point location—The Point location entry fields
display the x and y coordinates of the point in the
document unit of measurement. The displaycd
point location 1s relative to the zero pont defined on
the active page.
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Viewing paths with highlight color
Check the General > “Highlight selected paths’

preference to view the non-printing highlight color of
pa[hsA With “Highlight selected paths" checked, a line of
the designated highlight color appears on top of the
sclected path. With “Highlight selected paths’
unchecked, only the pons of the selected path appear in

the highlight color:
]

This line is selected with the “Fighlight selected patbs”
preference checked T e bighlight co/fr appears on top of the
path

Hiding selected objects from view

To hide spccific objects, select them and choose

View > Hide Selection.
Using Hide Selection hides all selected objects. Hidden

objects print as if they are visible. Locked objects remain

locked when hidden. Guides cannot be hidden using
Hide Selection.

To show all hidden objects as selected objects, choose

View > Show All

If an object was hidden, and then the layer on which the
hidden object was turned off, the hidden object 1s shown
again when the layer is turned on.

Note: Choosing Show All does not show hidden layers.

Selecting a path with the right mouse
button (Windows)

Commands from a variety of menus appear in the Path
shortcut menu. To display path commands, select one or
more paths with the right mouse button.

E dit »

Carrer
Connector

Path 3
Export Object
Frint O bject

Amange 3
Lock

Group

Froperties
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Choosing shortcut commands for paths

(Windows)

Choose To

Edit Display the Edit menu showing
commands applicable to the
path.

Text Create a new text block that

Curve, Corner, or
Connector

Path

Tools

Xtras

Select

View

Export Object

Print Object

Arrange

Lock or Unlock

Group or Ungroup

Properties

flows either along or inside the
path.

Change the point type of a
selected point.

Change the status of the path to
either Open or Closed.

Choose one of the applicable
Toolbox tools.

Choose a command from the
Xtras menu.

Choose to select All, All in
Document, None, or to
Superselect.

Choose a magnification view for
the active page.

Export one or more selected
objects.

Print one or more selected
objects.

Move the path or object by
choosing:

Bring to Front,
Move Forward,
Move Backward, or
Send to Back.

Lock or unlock the path’s
position. Locked paths cannot
be transformed, cut, or deleted.

Group or ungroup objects.

Display the Object Inspector to
view path or point options.

Toolbox tools for drawing paths

Use

To

Pointer tool

Shortcut key: 0 (zero)

h

Rectangle tool
Shortcut key: 1

[]

Polygon tool
Shortcut key: 2

O

Ellipse tool
Shortcut key: 3

-

Line tool
Shortcut key: 4

™

Freehand tool
Shortcut key: 5

e

Pen tool
Shortcut key: 6

d

Select paths and other
objects on screen. Although
the Pointer tool is not a
drawing tool, it is essential
for selection and placement
of objects.

Draw rectangles and squares.

Draw polygons and stars.

Draw ellipses and circles.

Draw straight lines.

Draw freeform paths.

Choose from three options:
Freehand, Variable stroke,
and Calligraphic pen.

Draw by placing points.

Use the Pen tool to anchor
points and manipulate point
handles as you draw.
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Use To

Knife tool
Shortcut key: 7

&

Cut a path into two or
more paths.

Bezigon tool
Shortcut key: 8

Draw by placing points.

Use the Bezigon tool to
reposition a point before

releasing the mouse button
I;’ to place it. Point handles
adjust to adjacent path
segments.

Freeform tool
Shortcut key: 9

Edit a path or paths within a
specified area.

Choose from two options:
Push/Pull, or Reshape Area.
ol

Trace tool Trace both imported and

native graphics and text to
: yield editable paths.

"To momentarily switch back to the Pomnter tool while
drawing, hold down Command (Macintosh) or
Control (Windows). This is useful when you need to
quuckly select an object while using a drawing tool.

Double-chick any ool button with a bracker in 1ts
upper-right corner to display tool options.

Drawing basics

In FreeHand, there are three ways to draw:

0o Todraw paths by dragging, use the Rectanglc,
Polygon, Line, Ellipse, or Freehand tools. FreeHand

auromatlcally places the appropriate type of point.

0 Todraw paths by placing points, use either the Pen
or Bezigon tools. Choose the types of points to place
as you draw.

0 o create paths by tracing another object, use the
Trace tool. FreeHand traces text, bitmap images, or
vector graphics to yield editable paths.

Drawing by dragging

To draw using a basic shape tool:

1 Select one of the shape tools: Rectangle,
Polygon, Ellipse, or Line.

2 Hold down the mouse button to start a path,
drag to draw, and release the mouse button to
end the path.

To constrain a shape, hold down Shift while

dragging.

Use Shift with To constrain shapes to
Rectangle tool Squares

Ellipse tool Circles

Polygon tool Angles at increments of 45°
Line tool Angles at increments of 45°
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10 draw a rectangle, an ellipse, or a line from 1ts center,
hold down Option (Macintosh) or Alt (Windows) and
drag the respective tool. The Polygon tool automatically
draws from the center.

.$.

The center cursor

16 both constrain a shape and draw it from 1ts center,
hold down ShifeOprion (Macintosh) or Shifr-Ale

(Windows) while using a drawing tool.

When drawn, rectangles and ellipses are ntially
grouped. When selected, a rectangle and an ellipse are
labeled as such 1n the Object Inspector. Choose
Command-U (Macintosh) or Control-U (Windows)
to ungroup them and manipulate individual poines. If
ungrouped they are no longer editable as rectangles or
ellipses.

The corner radius value determines the curvature of the
corners of your rectangle.

Creating polygons and stars

To Do this

Set the 1.Double-click the Polygon tool to
number of display the Polygon Tool dialog
sides for box.

polygons 2.Choose either the Polygon or Star
and stars

option.

3.Choose a value ranging from 3 to
20 using the Number of Sides
slider or enter a value up to 360 in
the entry field.

Set the angle 1.Choose the Star option to create a
of star points  star and set the Number of Sides.
Star options appear.

2.Click the Automatic option or
move the acute/obtuse slider to set
the star shape.

With Automatic selected, stars are
drawn to preset star shapes.
Moving the acute/obtuse slider
changes Automatic to Manual.

Paolyjgon Taol
To assign avalue Do this Rumbar of Sses
mr— | b
Before drawing 1.Double-click the Rectangle o
a rectangle tool to display the Rectangle f—— 1N
Tool dialog box. C: Falggan O dhor |
2.Enter a numerical value or use 4tar Points
the slider to adjust the corner O Ewieanaier () Prisaeal
radius, click OK, and then Atwts [T obiuse
draw the rectangle. =
A value of zero yields ’ :
standard, 90° corners.
After drawing Select the rectangle and then
a rectangle enter a numerical value in the

Corner radius entry field in the
Object Inspector. Press Return.
The shape of the rectangle
changes.

AR

Automanc Acute Obtuse
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Using the Freehand tool

With the Frechand tool, draw freeform paths following
the direction of your hand movements. The three modes
of operation for this tool are Freechand, Variable stroke,

and Calligraphic pen.

To draw a path using the Freehand tool:

1 Double-click the Freehand tool to display the
Freehand Tool dialog box.

2 Click one of three options in the dialog box:
Freehand, Variable stroke, or Calligraphic pen.
Click OK.

3 Hold down the mouse button to start a path,
drag to draw, and release the mouse button to
end the path.

4 Hold down Option (Macintosh) or Alt (Windows)
to draw a straight line with the Freehand tool.

Options
Tight fit [] Draw dotted line

Fireehand options in the Freehand ‘lool dialog box.

Options
Tight fit [] Draw dotted line
[] Auto remove overlap (slow)
Width

Min: f J—————
Mas: o

Variable stroke options in the
Fieeband lool dialog box.

npfions
] Toghst et [] Braame ol besll e
Iml ] lag il

[ 1]

e NiHed O Parsalile

G lrr

Angle

R J
L

Callgraphic pen gptions in the Frechand Tool dialog box.

To draw paths with more accuracy, check Tight fitin the
Frechand tool options. As you draw, Tight fit tells
FreeHand to match your hand movements as closely as
possible to the paths on screen. Wich Tighe fie
unchecked, FreeHand yields more simplified paths with
fewer pomnts. The visual difference 15 usually not
noticeable, but fewer path points generally make
printing faster.

Note: To speed up path creation, check Draw dotted
line. With this checked, FreeHand displays fragmented
paths as you draw; the actual path appears when you
release the mouse button.

Using the Variable stroke tool and the
Calligraphic pen

Depending upon the width settings, the Variable stroke
tool and the Calligraphic pen tool draw closed paths
with stroke and fill ateributes. Width refers to the
distance between the centerline of the strokes opposite
each other. Verify that the Color List displays the stroke
and fill atcribures of your choice.

To draw paths of varying widths:

1 Click the Variable option in the Freehand Tool
dialog box.

For the Calligraphic pen only, click the Fixed

option to set calligraphic paths to a constant width.

2 Set minimum and maximum widths for your
path, and then start drawing.
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3 Asyou draw, increase and decrease path width
in one of the following ways:

0 Todecrease path width, use the left cursor key,
the numeral 1 key, or the open bracker key.

) @) )

0 To increase path width, use the right cursor key,
the numeral 2 key, or the close bracker key.

&) ®)

Note: The open and close bracket keys apply only to
the Macintosh.

Each ume you press a key, the width changes by one-
eighth of the width range as defined in the Variable

stroke tool settings or the Calligraphic pen settings.

When using a pressure- sensitive tablet, the width of the
path segments increase or decrease according to the
amount of pressure appllcd When switching from the
Wacom pressure-sensitive pen to 1ts eraser, FreeHand
switches from a drawing tool to the Knife tool.

"To automatically remove overlap from paths as you
draw, check Auto remove ovalap which mainrtains the
path’s original shape while lemovmg unnecessary path
segments. Auto remove overlap yields composite paths.

Auto remove overlap unchecked

Auto remove overlap checked

Note that checking Auto remove overlap may slow
redraw. Therefore, you may first draw the path and
remove overlap later. Select the finished path and then
choose Modify > Alter Path > Remove Overlap, choose
Xrras > Cleanup > Remove Overlap, or click the Remove
Overlap button on the Operations panel.

To set the angle of the Calligraphic pen, enter a degree
value in the Angle entry field or move the circular
Angle dial to a location representing an angle from 0" to
360". The angle set corresponds to the angle of the
Calligraphic pen tip. Choose no stroke and a Basic fill to
most closely approach a real calligraphy pen.

To crase as you draw using the Frechand tool, continue
to hold down the mouse button, press Command
(Macintosh) or Control (Windows), and trace
backwards—opposi[c to the path’s original direction.
Release the modifier key to continue drawing,

Drawing by placing points

The Pen tool and the Bezigon tool

The fundamental difference between the Pen tool and
the Bezigon tool 1s the way cach places points:

0 Use the Pen tool to place anchored points and
interactively mampulate handles to adjust path
ihapc "To move the position of the point and the
point handles simultancously, ho Id down

Command (Macintosh) or Control (Windows) as

you place a pornt.

0 Use the Bezigon tool to create and then freely move
a point before placing it; FreeHand adjusts handles
and path shape in reference to the position of the
point.
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When it 1s important for you to control the shape of the
. 4 .

path regardless of point position, use the Pen tool. When

you want FreeHand to predict the curve for you, use the

automatic curvature of the Bezigon tool.

Uke the Bezigon tool to create paths that automatically

curve.

Use the Pen Do this
tool to
Place a corner  Click.

point

Place a curve
point

Place a
connector point

Continue a path
from its last
point

As you place a corner point, hold
down Option (Macintosh) or Alt
(Windows) and drag to extend a
handle as you place it. This handle
affects the next path segment.

Click and drag.

Curve point handles extend
automatically. Since the Pen tool
anchors points in place, use the
point handles to adjust path
shape.

Press Command (Macintosh) or
Control (Windows) while dragging
to move the curve point to a

new location.

Hold down Control, click, and
drag (Macintosh).

Hold down Alt and the right
mouse button and drag
(Windows).

Dragging as you place a connector
point extends a handle. This
handle affects the next path
segment.

Select the last point on the path
and click with the Pen tool to
continue the path.
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10 place a path segment at a sharp angle to a preceding
curve, place a curve pomntand leave it selected. With the
Pen tool, click the point to retract 1ts outgoing handle.
Place the next point wherever you wish.

Placing a path segment at a sharp angle.

Use the Bezigon Do this
tool to

Place a Click.

corner point With the Bezigon tool, you
cannot extend handles until
after the point is placed.

Place a
curve point

Hold down Option (Macintosh)
or Alt (Windows) and click.

Curve point handles extend
automatically. Both the handles
and the preceding and following
curves adjust as you position the
point. Releasing the mouse
anchors the point in place.

Place a connector Hold down Control, click, and
point drag (Macintosh).

Hold down Alt and the right
mouse button and drag
(Windows).

Inserting and deleting points

106 nsert a corner, curve, or connector point into the
muddle of a path, click the path with the Pen ool or the
Bezigon tool. For example, with the Pen tool, click and
drag to insert a curve point and extend 1ts handles.
Reshape adjacent path segments. With the Bezigon tool,
insert a curve point and reshape the path using
automartic curvature.

Repositioning points
Reposition points in paths using any of three methods:

0 With the Pointer tool or the Bezigon tool, select an
endpoint or a point in the middle ofa path and
move 1t. Release the mouse button to place the
point.

0 With the Pen tool, select an endpoint or a middle
point. Hold down Command (Macintosh) or
Control (Windows) and drag the point to a new
place. Release the mouse button. Using erther
method, point handles and path segments adjust
auromarically.

0 With the Freeform tool, reshape a path or an area
containing paths. Points are added, deleted, or

changed accordingly.

To reposition two or more pornts at a time, use the
Pointer tool to select a point and then hold down Shift
to select more points, or drag a selection area around a
portion of the path. Use the Pointer tool to click one of
the selected points and drag to reshape the path. Point
handles and path segments adjust auromarically as you
move the point.

Closing paths

To close a path manually with the Pointer, Pen, or
Bezigon tool, select an endpoint and drag 1t to the other
endpoint. When the point turns into a black square,
release the mouse button to close the path. To close a
path automatically, select a path, display the Object
Inspecror, and check Closed. In Windows, right-click
the path to open the Path shortcut menu and choose

Pach > Closed.

As you draw a path with the Pen or Bezigon tools,
double-click as you place the last point to end the path
or press Tab to deselect the path. Click in a new place to
start another path.
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Path cursors

As you draw and edit paths, cursors confirm the
operation you are performing,

This cursor Indicates

_|_

at

+ & o

Using a tool (other than Freeform).
This is the standard crosshair cursor.

Placing the first path point of a new
path when using either the Pen or
Bezigon tool.

Closing a path when one endpoint is
on top of the other.

Inserting a point into the middle of
a path.

Placing the cursor over the endpoint
of a path drawn with the Freehand
tool. Continue drawing from this
endpoint rather than beginning a
new path.

Basic point handle manipulation

To extend point handles manually, select a corner, curve,
or connector point. First hold down Option
(Macintosh) or Alt (Windows). Then, using the
Pointer tool, click and drag handles, one at a time, from
the selected point. The first handle you extend curves
the path segment following the point. The second
handle you extend curves the path segment preceding
the point.

Note: If you click a point before you hold down Option
(Macintosh) or Alt (Windows) when extending point
handles manually, dragging will clone the path rather
than extend point handles unless you release the
modifier key before releasing the mouse button.

To extend point handles using the Object Inspector,
select a curve point with handles retracted. Use either
Command-T (Macintosh) or Control-I (Windows) to
display the Object Inspector. Check Automatic to adjust
point handles and adjacent path segments to best
conform to the existing path. Therefore, the curve point
handles do not necessarily return to the position in
which they were first placed. Checking Automatic does
not extend the handles of corner or connector points.

To retract point handles automatically, select a point
with handles extended and display the Object Inspector.
For curve points, click the lefr and righ[ point handle
buttons. For corner and connector points, check
Auromatic; FreeHand automatcally adjusts the
adjacent path segments.

To retract point handles manually, select a corner, curve,
or connector point with handles extended. With the
Pornter tool, click and drag the end of each handle into
the point.
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Adjust the curvature and the angle of path segments by
manipulating point handles. The range and direction of
handle movement vartes for each type of point. In
FreeHand, point handles are slender with small point
knobs. If you wish to use larger handles, uncheck the
General > “Smaller handles™ preference.

The farcher you drag a handle away from a corner, curve,
or connector point, the more pronounced the curve
becomes.

Constraining path segments as you
place points

To Do this

Place a corner point  Hold down Shift and click the
at the constrain angle Pen tool or Bezigon tool.

Place a curve point at Hold down Shift and click

the constrain angle  and drag the Pen tool. Hold
down Shift-Option
(Macintosh) or Shift-Alt
(Windows) and click the
Bezigon tool.

Place a connector Hold down Control-Shift
point at the constrain and click the Pen tool or
angle (Macintosh) Bezigon tool.

The Modify > Constrain command affects editing
points, creating objects such as rectangles and ellipses,
and constraining angles usmg Shifc. When holdmg
down Shift as you place a point, the angle set in the
Constrain dialog box determines the angle of a newly
placed pom[ measured from the axis of the previously
placed point.

When the constrain value is 0 (zero), holding down
Shift constrains objects to 07, 45°, 907, etc. Changmg the
constrain angle to 10 for example chanocs constrain

lines to 107, 55°, 100°, and so on.
90°

180° 0°

270°
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Path manipulation

Choose from several path-modification techniques.

Using Bend-O-Matic

To change path shape using the Pointer tool, hold down
Opuon (Macintosh) or Alt (Windows), point to the
path, not individual points, and drag the path to a new
position. Point handles adjust automatically to the
position of the point. This 1s known as Bend-O-Matic.

Editing paths without selecting point

R

For greater control and flexibility when changing the
shape of a path, use the Freeform tool to push or pull any
part of the path. Unlike Bend-O-Matig, the Freeform
tool automatically adds points, deletes points, or changes
point type along the path as you edit the path. The
Reshape Area feature reshapes all paths within an area.
Double-click the Freeform tool in the Toolbox to display
the Freeform tool dialog box.
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Push/Pull—Check to display sectings for the Freeform
tool’s push and pull features.

Reshape Area—Check to display settings for the
Freeform tool's reshape feature.

Size—To set the diameter of the push cursor, type a
number from I to 1000 pixels or use the shider.

Precision— o set the accuracy of the push cursor, enter
a number from 1 to 10 or use the slider. Lower numbers
result i less precision (fewer points added to the path);
higher numbers result in more precision (more points

added to the parh).

Bend—Choose one of two bend methods in the pop-up.

0 To pulla segment between two points on a selected
path, choose Between Points.

o To pull a segment ofa spccific length with the pull
cursor as the centerpoint, choose By Length.

Length—When bending By Length, enter a segment

length from 1 to 1000 pixels or use the shder:

Size (Pressure)—Check to activate a drawing tablets

pressure-sensitive size adjustment capabulity.

Length (Pressure)—Check to activate a drawing
tablet’s pressure-sensitive length adjustment capability.

The cursor changes to reflect the current Freeform tool
feature.

This cursor  Indicates

The Freeform tool is active. Click and

[:i:.:. hold on a selected path to activate the
pull cursor. Click and hold away from
the selected path to activate the push
cursor.

[:: The pull cursor is active, and By Length
is set, if on a selected path. Pull the
path to reshape the path. This cursor
also indicates no path is selected. Use
the Freeform cursor to select a path.

[:i_s The pull cursor is active and Between

Points is set. Pull the path to reshape

the path.

The push cursor is active; push the
selected path with the adjustable
outer circle to reshape the path.

.’If'_'cll-l The reshape area cursor is active; pull
LY o, all paths inside a specified radius and
= with a specified gravitational strength.

Note: To deselect a path, press Tab.
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To pull a path segment of a specified length:

1

Double-click the Freeform tool in the Toolbox to
display the Freeform Tool dialog box.

Choose the Push/Pull option.
Choose By Length in the Bend pop-up.

Specify the length of the path segment to be
pulled in the Length field or use the slider, and
then click OK.

Point to the selected path, press and hold the
mouse button, and drag the path.

specified length »

Pull: By Lengz‘b

To pull a path segment between two points:

1

Double-click the Freeform tool in the Toolbox to
display the Freeform Tool dialog box.

Choose the Push/Pull option.

Select Between Points in the Bend pop-up, and
then click OK.

Move the cursor onto the selected path, click and
hold the mouse, and drag the path.

Pull Between Points

To push a path segment:

1

Double-click the Freeform tool in the Toolbox to
display the Freeform Tool dialog box.

2 Choose the Push/Pull option.

Type the size (diameter) of the push cursor from
1 to 1000 pixels or use the slider.

Type the precision from 1 to 10 or use the slider,
and then click OK.

Move the cursor away from the path and click
and hold the mouse button.

The push cursor appears. If the pull cursor appears
instead, select the path.

Drag the push cursor along the path.

The outer circle pushes the path.

DPush set at 50 Curve after being pushed

Note: Toincrease the width of the push cursor, press the
right cursor key, the number 2 key, or the close bracket
key. To decrease the width, press the left cursor key, the
number 1 key, or the open bracket key.

To

Do this

Temporarily
switch between
By Length and
Between Points

Clone the path
you are
changing and

Hold down Option (Macintosh) or
Alt (Windows) before you start
moving the pull cursor and then
drag the cursor.

Hold down Option (Macintosh) or
Alt (Windows) after you start
moving the cursor.

leave the
original path

Constrain push
cursor direction

Hold down Shift while using the
Freeform tool to push a path.

to 45-degree
increments

Temporarily
switch to the

Hold down Command (Macintosh)
or Control (Windows).

Pointer tool
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Freeform Reshape Area

Choose Reshape Area in the Freeform Tool dialog box to
display the Freeform Reshape dialog box.
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With Reshape Area chosen, the Freeform tool button in
the Toolbox changes to indicate that Reshape Area
mode 15 active.

@&

Freeform toolbar button in Reshape Area mode

To reshape an area of a drawing:

1

Double-click the Freeform tool in the Toolbox to
display the Freeform Tool dialog box.

Check the Reshape Area option.

Type the size (diameter) of the reshaping circle
from 1 to 1000 pixels or use the slider.

Type the strength of the reshaping circle from 1
to 100 percent, and click OK.

With the General > “Smoother editing” preference
checked, the distance between the red inner circle
and the outer circle represents the strength setting,

Move the reshape area cursor over an area to be
reshaped.

Hold down the mouse button and drag the
reshape area cursor.

Using the Knife tool

Use the Knife tool to manually spht paths yielding
either open or closed paths. Select a pach and drag the
Knife tool across the path.

[T
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0  Freehand—Usc to cut along a freeform path.
With the Frechand option selected, hold down
Option (Macintosh) or Al (Windows) to cuta

straight line.

0 Straight—Usc to cut along a straight line.

Width—Set the width of the Knife tool’s path. The
higher the value, the wider the cur; the width 1s best
seen when cutting a filled path with Close cut paths

checked.

Close cut paths—With Close cut paths checked,
both the stroke and the fill are retained. With Close
cut paths unchecked, only the stroke of a filled path
1s retained. FreeHand adds endponts at the
ntersection of the Knufe tool and your path.

L] [Z]

Unchecked Checked

Tight fit—Create a cut that closely follows the path
of your hand movements.

Note: When switching from the Wacom pressure-
sensitive pen to its eraser, FreeHand switches from a
drawing tool to the Knife tool.
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Replicating an existing path

Cireate new paths that resemble an existing path by
duplicating or cloning,

Duplicating

"To duplicate an object, select the path and choose
Edic> Duplicate or use Command-D (Macintosh) or
Control-D (Windows). A copy of the path appears
offset from the original. Holding down Option
(Macintosh) or Al (Windows%whcn dragging an

object also copies 1t.

Cloning

1o clone an object, select the path and choose

Edit> Clone or use Command-= (Macintosh) or
Control-Shift-C (Windows). A copy of the path
appears on top of the original. Use Clone when you
want to maintain the original pachs position. For
example, to copy a path and scale the resulting path so
that the centers of both objects march, use Clone.

Power-duplicating

Using power-duplication, you can repeatedly move,
scale, rotate, reflect, or skew copies of an object. Combine
more than one kind of transformation, bur use each
kind of transformation only once.

Moving, scalng, and rotating

To power-duplicare, select an object, choose Edit>
Duplicate or Edit> Clone, transform the object, and
then choose Edit > Duplicate again. Do not deselect the
transformed copy before duplicating 1t. Choosing Edic >
Duplicate with the most recent copy selected applies the
transformation to the next copy.

To learn how to transform an object, see “Modifying
shape and position” on page 139. Experiment by using
the Mirror Xtra tool to create rotated and reflected
copes of an origmal object.
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Drawing by automatically tracing

10 trace a graphic, click the Trace tool in the
@l Toolbox. Use the Trace tool crosshair cursor to
drag a selection area around the object to
trace. Hold down Shift to constrain the Trace tool’s
selection area to a square.

Set the maximum

number of colors.
Select the color mode.

Trace Tagk Set the resolution to
Chior wadn Low, Normal, or High.
[0 3 | [ -
I e I Select the layers to
Pemiotion: [yt | =] trace: All, Background,
Tomp— T - or Foreground.
Puts warsnikn: ———H— The path conversion
setting determines how
[ e partn FreeHand generates the
i ! trace paths from the
— original graphic.
o I
e | Path conversion options
1] appear according to the
i [ TEY .
setting chosen from the
[Tancel ) pop-up.

Gauge how closely
the trace paths
conform to the
shape of the
original graphic.

Determine how many
stray pixels FreeHand
retains when tracing a
bitmap image.

The original default setrings for the Trace tool providc
good results when tracing birmap and vector graphucs
using a reasonable amount of RAM. See “Considering
resolution and memory allocation” on page 125.

The Trace ool traces any object appearing on screen:
TIFFs, EPSs, LRGs, PNGs, text, or native graphics. The
Trace tool traces graphics according to the settings in the
Trace Tool dialog box. Double-chick the Trace tool in the
Toolbox to display trace settings. Because the Trace tool’s
settings are saved to the FreeHand Preferences file when
you quit FreeHand, 1t 1s a good practice to confirm the
dialog box settings before tracing objects.

Choosing a color mode

To set the color mode of your resulting trace, choose
either Colors or Grays from the Color mode pop up in
the Trace Tool dialog box. Whether your original
graphic 1s bitmap or vector, use the Trace tool to convert
a graphic in one of the following ways:

0 From color to color
0 From grayscale to grayscale
0 From color to grayscale

For example, 1f you wish to trace a color TIFF in
grayscale, then choose Grays from the Color mode pop-
up. In the resulting vector graphic, gray values are
substituted for the original color pixels in the TIFE

Note: Use the Name All Colors Xtra to place colors from
imported or traced graphics into the Color List. Choose
Xtras > Colors > Name All Colors.

Choosing the number of colors

FreeHand nternally identfies the frequcncy of each
color in a graphic and then averages all color values
evenly within the number of colors set in the Color
mode pop-up (up 10 256). Since the colors available
determine how true of a match your trace is to the
original graphic, choose a hlgh value when tracing
graphics with subtle color variations. Ortherwise, you
may lose these variations in your trace.

It the graphic goes beyond the Limut you specify,
FreeHand automatically converts the excess values to
the closest values of the colors selected in the graphic. In
the Color mode pop-up, either enter a color value limit
in the entry field or choose from the pop-up. Scttings

higher than 16 require more RAM.
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Considering resolution and memory
allocation

When tracing graphics, choose High, Normal, or Low
resolution in the Resolution pop-up to determine the
degree of detail n the resulung trace. A serting of High
will capure more detail than a secting of Normal, and a
setting of Normal more than a setting of Low. However,
there are two advantagcs of using Normal or Low. One
is that conversion time is less than when using the High
setting, The other 1s that the Low setring requires less
RAM than the Normal setting and Normal less than
High.

FreeHand must perform an intense operation when
tracing high-resolution TTFFs. Therefore, you may need
to allocate more RAM to FreeHand on the Macintosh.
When the amount of system RAM limits your ability
to trace a high-resolution graphic and you cannot
allocate more RAM, FreeHand uses the lowest
allowable resolution setting.

Choosing trace layers

With the Trace | ayers pop-up, designate traceable layers:
All, Foreground, or Background. FreeHand traces all
paths on the layers designated.

Choosing the way FreeHand creates
trace paths

Trace paths can be erther open or closed. FreeHand
converts your graphics into paths according to the
settings in the Pach conversion pop-up.

The Path conversion pop-up consists of four choices:
Outline, Centerline, Center/Outline, and Outer edge.
These settings determine the placement of strokes 1n
the resulting trace paths.

0  Outline—FreeHand traces along the outside border

of the graphuc elements. The resulting trace objects
are closed, filled paths.

Choosing Outline displays the Overlap
paths checkbox.

0 With Overlap paths checked, the trace objects
overlap each other to prevent light leaks.
Checking this option is most suitable when
tracing continuous-tone images such as scans of

photographs, paintings, and rendered graphucs.
0 Uncheck Overlap paths when tracing logos,

line art, and text.

Centerline—FreeHand traces at the center of the
graphlc strokes. This option 15 best suited for tracing
line-intensive graphics that have almost no filled
areas, such as technical drawings and schematics.

Choosing Centerline displays the Uniform lines
checkbox.

0 Checking Uniform lines yields a trace object
with a consistent stroke width of one point
throughout, even though the original graphic
contamns lines of varying widths.

0 With Uniform lines unchecked, FreeHand
generates open paths with varying stroke
widchs.

Centerline/Outline—Choose this to use a
combination of both Outline and Centerline
methods. FreeHand evaluates the original graphic
and decides what ateributes to give each trace path
based on the Open paths below option.

Enter a value from 2 to 10 pixels in the Open paths
below entry field. The default value is 3 pixels. The
Trace tool uses this value to determine which paths
are drawn as open paths. For example, using the
defaulr secng of 3, FreeHand draws an open,
stroked path for any 1tem 1n the graphic that is less
than 3 pixels wide.

Outer edge—FreeHand traces only the outer
contours of the graphic, providing an accurate
clipping path so that the original graphic can be
pasted inside.
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Setting trace conformity

Use the Trace conformity slider or entry field, with
values ranging from 0 to 10, to define how closely the
resulting paths conform to the curved and straight lines
of the onginal graphic. A setting of 10 produces
resulting paths that closely conform to the origimnal
graphic, but it increases the number of points in the
trace paths. A setting of 0 has the least amount of
conformity to the original graphic and has fewer points,
resulting in a smaller converted graphic file. This setting
15 useful to create traces thart are less precise versions of
the original graphic.

Setting noise tolerance

With the Noise tolerance slider or entry field,
FreeHand eliminates stray pixels, or noise, most
frequently found n bad scans or original graphcs of
poor quality. The higher the setting, the more FreeHand
ignores noise. In contrast, a minimum setting makes
FreeHand keep as much file information as possible.

Working with complex
objects

Groups

Grouping two or more objects freezes their positions
and stacking order relative to one another, so you can
manipulate them as a single object. Objcc[s within a
group retain stroke and fill actributes. Apply path
operation, transformation, and distortion commands to
an entire group.

Ungrouped, selected object Grouped, selected obyjects

When you transform groups, stroke widths sta
) group y
proportional if “Strokes™ 1s checked 1n the Scale subpanel
of the Transform panel. Check Transform as Unit in the
Object Inspector to transform scroke widths to show

] p
perspective. When these objects are ungrouped, the
stroke width reverts to 1ts undistorted state.
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Composite paths

Joiing two or more closed paths creates a composite
path, which acts as a single path. Stroke and fill
actributes of the object farthest back are applied to every
object within the composite path. Union, Remove
Overlap, Expand Stroke, Punch, and Convert to Paths

can be used to create composite paths.

To create a composite path:

1 Select two or more closed paths.

2 Choose Modify > Join or use Command-J
(Macintosh) or Control-J (Windows).

To edit a path within a composite path:

1 Select a composite path.

2 Hold down Option (Macintosh) or Alt (Windows)
to subselect a path within the composite path.

Hold down Shuft while subsclecting to subselect
more than one path.

To split a composite path:

1 Select a composite path.

2 Choose Modify > Split or use Command-Shift-J
(Macintosh) or Control-Shift-J (Windows).

To remove transparent sections of a
composite path:

1 Select a composite path.

2 Display the Object Inspector and uncheck
Even/odd fill.
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Working with path direction

0 Even/odd fills—With a composite path selected
and Even/odd fill checked in the Object Inspector,
overlapping subpaths of a composite path alternate
between filled and transparent. With Even/odd fill
unchecked, these overlapping sections are filled or
transparent based on the Winding of the fill

0 Winding fills—Closed paths have one of two
directions: clockwise or counterclockwise. When a
clockwise path meets a counterclockwise path these
paths y1cld a transparent, overlapping section 1n a
composite path. When two closed paths of the same
direction overlap, these paths yield a filled,
overlapping section. If your composite path’s
winding fill does not behave as expected, then try
Modify > Alter Path > Correct Direction or
subselect a path and apply Modify > Alter Path >

Reverse Direction.

Fills based on Even/odd fill—Faths are filled and
tangparent regardless of direction.

Fills based on winding—All paths are of the same
direction in this example, so overlapping sections

are filled

To apply Correct Direction:
1 Select a composite path.

2 Choose Modify > Alter Path > Correct Direction,
Xtras > Cleanup > Correct Direction, or click the
Correct Direction button on the Operations
panel.

(X

In addition to composite paths, path direction is
important when Working with arrowheads, blends, or
text or blends attached to paths, and when exporting

paths.

Since some applications, such as Adobe Illustrator, base
fills on winding use the winding method o fill
composne paths for use in another application. Before
exporting, apply Remove Overlap to a comp05|te path
with Even/odd fill to reconstruct the composite path
such that no path overlaps. This yields an accurate
screen representation of your original path, although
paths themselves are in discrete sections.
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Working with clipping paths 4 Select the clipping path.

Filla closed path with any object: vector graphics, text, e ,
TIEFFs, EPSs, LRGs, and PNGs. These paths are called rd "-__
clipping paths, and the items they contain are called i 1
contents. 1o use composite paths as clipping paths, \ |
create the composite path before pasting inside. When N, i
transforming a clipping path, the contents are A
transformed when Contents 1s checked 1n the
Transform panel.

5 Choose Edit > Paste Inside.

To create a clipping path (using Paste Inside): Only the contents within the clipping path are

1 Select an object to use as the contents. visible. Whatever fill is set in the Fill Inspector
appears 1n areas not covered by the contents.

- '

fg:: |
__d

[
“r‘ ] j 1o modity the clipping path, select it and modfy 1t.

=

Adjusting the path shows or hides portions of the
contents.

2 Position the contents as you want it to appear in
the clipping path.

3 Choose Edit > Cut.
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To edit contents:
1 Select the clipping path.
2 Select its contents.

0O Subselect the contents to edit them.

0 Double-click the handle to select all contents
for editing.

Once items in the contents are selected, edit as usual.

3 With the Pointer tool, drag the handle to
reposition the contents.

Contents extending beyond the clipping path are
hidden, not deleted.

_il
.

To remove contents from a clipping path:

1 Select the clipping path.
2 Choose Edit > Cut Contents.

To add additional contents to a clipping path:
1 Select an object or objects.

Choose Edit > Cut.

Choose Edit > Paste Inside.

The new elements appear in front of the original
contents.

Modifying objects

Creating new paths from existing paths

Use To
Union Combine two or more closed paths
into a single path enclosing the
{E entire area of the original paths.
Stroke and fill attributes of the

object farthest back are applied to
the resulting path.

Divide Cut selected paths into sections
defined by areas of overlap. Use
open paths, closed paths, or a
@ combination. Stroke and fill

attributes of the topmost path are
applied to the areas common to all
selected paths.

Intersect Create a path enclosing the area
common to all selected, closed
| -:Iml paths. Stroke and fill attributes of
oLt the object farthest back are applied
to the resulting path.
Punch Remove portions of selected, closed
paths below the topmost, closed
{I-.I path. Stroke and fill attributes
- remain unchanged.
Crop Remove portions of selected, closed
paths outside the area of the
E; topmost, closed path. Stroke and fill
attributes remain unchanged.
Transparency Create a new path from the area
common to two or more closed
paths containing Basic fills. Using
# the color information from the fills

of the original paths, an
intermediate color giving the
appearance of transparency is
created. To make the topmost path
appear more transparent, enter a
value greater than 50 in the
Transparency dialog box. Values less
than 50 make the topmost object
appear more opaque.

Blend Create a transition between two or
more paths, with respect to shape,

!h) stroke, and fill.
o
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"To apply Blend, Union, Divide, Intersect, Punch, Crop,
or Transparency, first sclect objects. Then, choose
Window > Xtras > Operations to display the Operations
panel, and click the appropriate button, or choose one of
these commands from Modify > Combne.

Applying Union, Divide, Intersect, Punch, or Crop to
objects may yield a composite path, which consists of
individual paths joined together.

With the Object > “Path opmations consume original
paths’ plcfcrence checked, origina | paths are deleted
when using any path operation. Uncheck this
prcfcrcncc to retain orginal paths automancally To
retain original paths for a single path operation without
changing the default setting, hold down Shift while
applying a path operation.

Applying Divide discards segments of open paths
outside areas of overlap regardless of whether the “Path
operations consume original paths™ preference is
checked. However, Divide discards closed paths

depending upon the preference setting,

Note: For a complete discussion of blends, see
“Working with blends” on page 133. See “Creating
interlocking shapes” on page 69 to learn how to
weave objects in front of and behind other objects
using Divide.

Objects selected Union
Divide Intersect
Punch Crop
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Maintaining fills and contents when
dividing

To yield composite paths that maintain these fills across
individual paths, hold down Option (Macintosh) or Alc
(Windowss when applying Divide to paths with
Gradient fills. To subselect a path within a composite
path, hold down Option (Macintosh) or Alt
(Windows) and click it with the Pointer tool. Splitting a
composite path (Modify > Split) applies the Gradient fill

to each individual path.

Gradient joined Gradient spht

When applying Divide to a clipping path, make sure
that it is the top object in the stacking order so that the
paste mside’s contents are not lost. Hold down Opuon
(Macintosh) or Alt (Windows) when applying Divide
to a clipping path to yield a composite path in which
cach divided area shows a portion of the paste

inside’s contents.

Duvide a chpping Subselect and move
path with contents each divided area with
115 contents,

g Expand Stroke

Use Expand Stroke to create closed paths from open

paths.

To expand the stroke of a path:

1 Select a path and choose Expand Stroke.

Choose Xtras > Path Operations > Expand Stroke,
Modify > Alter Pach » Expand Stroke, or click the

Expand Stroke button on the Operations panel.

2 Enter a Width value and click OK.
The Width value sets the width of the resulting

closed path, with the appearance that the stroke of
the open path has been widened. You can adjust the
line cap or the muter limit and click OK. The
primary location of these options 1s the Stroke
Inspector.
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Inset Path

Following the edge of the original path, Inset Pach
expands or contracts one or more closed paths by a
specified amount.

To create an inset path or paths:

1 Select a closed path and then choose Inset Path.

Choose Xtras > Path Operations > Inset Path,
Modify > Alter Path > Inset Pach, or click the Inset

Path button on the Operations panel.

Inset Path

Inset:
A
Join:
Miter limit:[5 |

Before Inset Lath

2 Set options in the Inset Path dialog box.

After Inset Lath

To Do this

Apply Inset Path to  Enter a positive or negative
alter the path once  value in the Inset entry field
and click OK.

Apply Inset Path to  In addition to entering an

alter the path in Inset value, enter the number

steps of steps and choose whether
you want a uniform, farther,
or nearer arrangement of the
new paths.

Working with blends

Paths are blended from bottom to top n the stacking
order. Blend paths must have the same stroke type and
fll type. Blends do not work on groups, composite paths,
bitmap 1mages, or paths with Tiled fills. Blends
auromatically regenerate after modification. Once
ungrouped, they no longer retain blend properties and
will not regenerate. Click the Blend button on the
Operations panel, choose Modify > Combine > Blends,

or Xtras > Create > Blends.

Blends between spot colors result in intermediate steps
using only tints of those spot colors and will print on
Just two separation plates. When printing a spot-to-
process blend, the spot color s set to overprint the
process color. Steps 1n spot-to-spot and spot-to-process
blends are set to process colors if the blend 1s ungrouped.
This also occurs if incompatible colors or fills are chosen,
or 1f the blends are exported to earlier versions of
FreeHand or to applications such as Illustrator, which
do not support spot colors in blends.

To create a blend:

1 Select multiple objects.

2 Click the Blend button on the Operations panel,
choose Modify > Combine > Blend, or choose
Xtras > Create > Blend.

To blend an open path to a closed path:

1 Select the open path and apply Expand Stroke
with the width of the path’s original stroke.

2 Hold down Shift, select the closed path, and
choose Modify > Combine > Blend or use
Command-Shift-B (Macintosh) or Control-Shift-B
(Windows).
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To blend objects from point to point:

1 Select objects and subselect points within each
object.

2 Choose Modify > Combine > Blend.

The selected points determine the transformation
pattern of the intermediate blend paths, moving
from one path to another. Path direction can also

affect blending,

fil

|

0

i)

|

)

)0

Before blend After blend

I—Point selected

Point selected

Before blend After blend

QPO“’W

Point selected

Before blend After blend

Modifying blends

b =[]
o|z|mAlD
Blend
Humber of steps:
,25_
Range %:
First: IW
Last: ’m

0 Enter avalue in the Number of steps entry field in
the Object Inspector to adjust the number of
intermediate paths. The greater the value entered,
the smoother the blend. The Range % values

auromatically update.

Note: Specify 256 steps or less for a color or tint blend
when printing to a PostScript Level 1 device. Extra steps
increase processing time and file size without improving

quality.

0 Designate where the steps begin and end b
adjusting the Range % in the Object Inspector. The
steps appear at even intervals between the original
paths. The Firse entry field affects how closely the
steps are placed to the bottom path. The Last entry
field affects how closely the steps are placed to the

top path.

Range ¥
Fast [
[y T

0 The number of steps 1s related to the target printer
resolution of the document. Smoothness of blends
depends on the number of steps in the blend and
the distance between the steps. For example, a blend
15 inches across with 25 steps would not be as
smooth as a blend 2 inches across with 25 steps.
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0 Subselect one of the original paths and
make changes.

=

0 Change one of the colors by dropping a color chip
onto the blend.

G

1 Select a path.

2 Hold down Shift and select the blend.
3 Choose Modify > Combine > Join Blend to Path.

I
N === !

Modifying blends on a path

0 Show path in the Object Inspector shows or hides
the path.

7

0 With Rotate on path checked i the Object
Inspector, the blend 1s rotated around the path.
With it unchecked, the blend s positioned parallel
to the path.

0 Hold down Option (Macintosh) or Al
(Windows) and click to subsclect the path to edit.

[T Baotate on path
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The center of the first object in the blend 1s matched to
the first pomnt in the path and the rest of the blend
follows the path. Subselect the path and reverse its
direction to make the blend flow in the opposite
direction.

Removing a blend from a path

0 Splicting a blend from a path yields the blend and
the path.

0 Ungrouping a blend from a path yields the path and
breaks the blend mto the original paths and the
steps, which remain in the same position.

Note: Exporting FreeHand 8 documents containing
blends along a path to versions of FreeHand earlier than
FreeHand 7 causes the blends along a path to be
converted to groups.

Use the Shadow tool 1n the Xrra Tools panel to apply
drop shadows to FreeHand vector objects. The Shadow
tool does not apply shadows to bitmap mages, EPSs,

clipping paths, or text. Choose from three different rypes
of shadows: Hard Edge, Soft Edge, and Zoom.

QR

Hard Fdge Soft Edge Zoom

Adding drop shadows to objects

To apply a drop shadow:
1 Select one or more objects.

2 Choose Window > Xtras > Xtra Tools to display
the Xtra Tools panel, and click the Shadow
button.

Double-click the Shadow tool button to display

options.

3 Drag the Shadow tool on the original object or
objects to initiate the shadow, move the Keyline
preview of the shadow to a desired location, and
release the mouse button.

Moving the Shadow tool moves only the shadow,
not the original object. The original object and its
shadow comprise a group.

"To apply a drop shadow to text, first convert the text to
paths. To apply a drop shadow to a clipping path, apply
the shadow to an object before using itas a clipping path
or cut the contents of a paste inside to apply the shadow
only to the clipping path Then, select the contents,
choose Edic > Cut, subselect the clipping path within its
group, and choose Edit > Paste Inside.
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I—Choose from three types of
L | shadows.
e dua e
L T . .
[ Fill options vary.

Set the shadow's size as a
percentage of the original.

Position the shadow with

L]
. respect to the original.

(s i) ()

Setting the drop shadow’s fill

Full options vary depending upon the shadow type. For

Hard Edge and Soft Edge shadows, choose from these

options in the Fill pop-up:

0 Tint—Define the shadow color as a tint of the
original object’s color. A value of 0 yields white; a
value of 100 yields 100 percent of the original

object’s color.

0 Shade—Define the shadow color as a percentage of
black added to the original object’s color.

0  Color—Define the shadow color according to the
color chip dropped onto the color well available with
this option.

Soft Edge provides these additional options:

0 Fade to—Drop a color onto the Fade to color well
to define the shadow’s background color. The
defaule 1s white.

0 Soft edge—Define the degree to which the
shadow’s edges are softened to the Fade o color. A
value of 0 yields a hard edge; a value of 100 softens
the shadow throughout.

Designate the color for the Zoom shadow type using
two color wells—one for the stroke color and one for the
fill color.

The Shadow tool creates incremental colors to achieve
the Soft Edge and Zoom effects. Applying soft-edged or
zoomed shadows to objects with spot, Hexachrome, or

RGB colors yields incremental CMYK process colors.

-

Use Emboss to create a three-dimensional effect in
which the edges of an object are raised or impressed. Use
the Emboss Xtra only on objects that are closed paths
with Basic, Gradient, or Pattern fills. Applying the
Emboss Xtra creates multple objects much like

blending or smudging,

Embossing objects

f

:;J.I.'_i r.'r_

A

Emboss Deboss

Chisel

Ridge

-~ o

=
I

=

Drawing 137



Choose Window > Xtras > Operations to display the
Operations panel, select one or more objects, and click
the Emboss button to display the Emboss dialog box.
Choose one of five effects from the buttons across the
top: Emboss, Deboss, Chisel, Ridge, or Quilt. Set
options, and click Apply to preview the effect, or click
OK to apply the effect and close the dialog box.
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Note: To apply the effect without opening the dialog
box, hold down Command (Macintosh) or Control
(Windows), and click the Emboss button. Alternatively,
choose Xtras > Create > Emboss to display options and
apply the effect.

Specifying the relief

0 Vary—The Vary option sets the way in which an
object’s colors create highlight and shadow. Choose
erther Contrast or Colors from the pop-up.
Contrast uses tnts of the paths original colors to
create highlight and percentages of black combined
with the path’s original color to create shadow.
Colors uses colors you specify in the Highlight and

Shadow color wells available with chis option.

The Emboss Xtra creates incremental colors to
achieve each effect. Applying Emboss, Deboss,
Chusel, Ridge, or Quilt to objects with spor,
Hexachrome, or RGB colors yields incremental

CMYK process colors.

0 Depth—Depth controls the distance by which the
effect 1s raised or impressed. Shder values range from
1 to 20, but you can enter a value up to 72 in the
field. Values are measured in the documents unit of
measurement.

0 Angle—Angle controls the placement of the light
source, which affects the direction of the highlight
and shadow. Values are measured i degrees.

0 Soft Edge—Check Soft Edge to apply a blended
look to the relief. Soft Edge 15 available only with
Emboss and Deboss.
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Modifying shape and
position

Using transformation tools

The following tools transform points or objects: Move,
Rotate, Scale, Skew, and Reflect.

To manually transform an object:

1 Select a transformation tool from the Toolbox.

2 Click in the document to establish the center of
transformation.

To set the center of transformation to the center of
the object, hold down Shift and click with the
mouse button.

3 Drag to transform the object.

The farther you drag away from the point of
transformation, the more control obtained over the
transformation.

Hold down Shift while transforming to constrain
to 45" increments.

To numerically transform an object:

1 Click the appropriate button in the
Transform panel.

2 Enter values in the Center entry fields to set the
center of transformation.

3 Adjust settings in the Transform panel and click
Apply.

Transforming contents and fills

Each transformation tool offers the option to transform
the contents and fills of objects. In addition, the Scale
tool offers an option to transform lines. The Contents
and Fills settings in the Transform panel affect both
manual and numerical transformation.

' Conlantz
F Fa:

When you transform groups, stroke widths stay
proportional. Check Transform as a Unit in the Object
Inspector to transform stroke widths to show
perspective. When these objects are ungrouped, the
stroke width reverts to 1ts undistorted state.

Use To
Move Precisely move objects a given
distance with respect to their current
_,,':| position.
Positive x values move the selection

right and negative x values move the
selection left. Positive y values move
the selection up and negative y
values move the selection down.

You cannot set a center of
transformation for the Move tool.

Rotate Apply two-dimensional rotations
to objects.
1‘:} Positive values rotate the selection
counterclockwise around its center.

Negative values rotate the selection
clockwise around its center.

Scale Proportionally enlarge or
reduce objects.
'T:’l Uncheck Uniform to adjust x and y
scaling separately.

Positive x values enlarge the
selection horizontally and negative x
values reduce the selection
horizontally. Positive y values enlarge
the selection vertically and negative
y values reduce the selection

vertically.
Skew Obliquely transform objects.
e Positive h values skew the selection
e to the right and negative h values
skew the selection to the left.

Positive v values skew the selection
up and negative v values skew the
selection down.

Reflect Flip objects.
: A reflect axis of 90° flips the
*h selection horizontally. A reflect axis
. of 180° flips the selection vertically.

Note: Use the cursor keys to move selected objects in
preset increments. Set the increment in the
General > “Cursor key distance" preference.
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Using 3D Rotation

The 3D Rotation Xtra tool applies three-dimensional
rotations to two-dimensional objects. See “3D Rotation”

in FreeHand Help.

Using transformation handles

Using the Pointer tool, double-click an object or a
selection of objects to activate eight transformation
handles for the entire selection. Double-click again to
deactivate the handles. To prevent activation of the
transformation handles, uncheck the General > “Enable
transform handles” preference.

Drag these handles to move, rotate, or scale objects
withour using the Transform tools 1n the Toolbox or the
Transform panel. Moving the Pointer tool over and
around the selection changes the cursor o indicate
which transformarion function 1s available.

s
| -
T
—
=

Transformation handles active for selected objects

To activate the transformation handles of a text block,
double-click the text block’s border. To adjust the
kerning or the leading of a text block with
transformation handles active, hold down Command
(Macintosh) or Control (Windows) and drag the
appropriate text block handle. For an explanation of
how text block handles work, sec Anatomy of a text

block” on page 181.

Cursors indicating transformation functions

To Do this

Move Move the cursor over the object
within the selection rectangle, and

1%} drag the object to a new position.
Do not drag the centerpoint.

Rotate Move the cursor next to one of the
handles, and drag to turn the object

t_, clockwise or counterclockwise.

Hold down Shift when dragging to
rotate in 45-degree increments.

Scale Move the cursor over one of the
- handles, and drag to resize the
L object according to the direction of
the cursor.

Hold down Shift when dragging to
resize proportionally.

Set the center Drag the centerpoint to a new
of rotation location.

~

When using transformation handles to move, rotate, or
scale an object or objects, holding down Opution
(Macintosh) or Alt (Windows) copies the entire

selection. A plus sign next to the cursor indicates

copying,

Working with the centerpoint

Drag the object’s centerpoint anywhere in the document
to set the center of rotation. To reset a centerpoint,
deselect and then reselect the object, or hold down Shift
and click the object.

f 1

1
Centerpoint
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1o move an object without moving its centerpoint, hold
down Command (Macintosh) or Control (Windows),
and drag the object to a new location. To add an object to
a selection without moving the centerpoint, hold down
Command (Macintosh) or Control (Windows), and
chck the additional object.

When using Command-C and Command-V
(Macintosh§ or Control-C and Control-V (Windows)
to copy and paste an object, the centerpoint of the object
does not move.

Activating transformation handles in a
specified selection

16 transform an object within a group or a paste inside,
hold down Option (Macintosh) or Al (Windows),
select the object, and release the modifier key. Double-
chick the selected object to actvate the transformation
handles, and then move, rotate, or scale it. Pressing
Tilde () activates transformation handles for the entire
group or paste inside without moving the centerpoint.

Press Tilde (*) o activate bandles for an entire group.

10 transform points wichin a selected path, select the
points, double-click a point to activate transformation
handles for the entire selection, and then move, rotate, or
scale the points. Pressing Tilde (") activates
transformation handles for the entire path without
moving the centerpoint.

Transform panel settings

When moving, rotating, or scaling an object, its move
distance, rotation angle, or scale percentage appears in
the Transform panel, respectively. Fach subpanel of the
Transform panel has x and y coordinate fields that
indicate the location of an object’s center after each
transformation.

Check Contents, Fulls, or Lines to speaify what object
attributes are affected by the transformation. Contents
refers to the objects pasted inside a clipping path. Fills
refers to the objects within a Tiled fill. Lines refers to the
strokes of objects 1 paste msides and Tiled fills.

Creating patterns with reflections of a
path

Use the Mirror Xtra tool to create simple or complex
patterns by creating one or more reflections of an
exssting path. 1o choose the Mirror Xtra tool, select a
path, then click the Mirror tool button on the Xtra

Tools panel.

Click and drag the mirror cursor to specify the halfway
point between the selected path and its reflection or the
centerpoint ofa group of reflections. Kﬁylines show the
position of each reflection upon release.

To Do this

Rotate the Hold down Option (Macintosh) or
keylines around Alt (Windows).

the cursor

Constrain Hold down Option-Shift

rotation to 45°  (Macintosh) or Alt-Shift

degree (Windows).

increments

Toggle between Up and Down cursor keys
reflect and

rotate when

setting Multiple

mirrors

Increase or
Decrease
number of axis
when setting
Multiple mirrors

Right and Left cursor keys

Note: An entire path, text container, or image must be
selected when you use the Mirror tool. If only some
points on a path are selected, FreeHand selects the
entire path to mirror.
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Double-click the Mirror Xtra tool to display the Mirror

0  Effect type—Choose berween muluple clones of

paths and therr reflections (Reflect) or muluple
clones of paths only (Rotate). To switch between
Reflect and Rotate while using the tool, press the up
or down cursor key.

Close Paths—With Close Paths checked,
FreeHand closes any open paths whose endpoints
are no farther apart than the width specified by the
General > “Snap distance” preference.

dialog box.
Firror
‘ | | Bariical =|
]
[ Timee Fadha
[ Cancel :|
Choose To create
Vertical A copy of the selected path flipped
along its vertical edge (default).
Horizontal A copy of the selected path flipped
along its horizontal edge.
Horizontal A 2x2 matrix of reflections centered
and Vertical  on the cursor location.
Multiple A radial array of either clones and

their reflections or clones only,
centered on the cursor location.

Choosing the Muluple option displays additional

options.

Pirror

1 ] | et i pn =|
4 | | I |
- = | =|
: E Uik Patink

Y e

0 Reflection factor—Typc a number | through 100
or use the slider to enter 1 through 50. If Reflect 1s
set, the path and its reflection are muluplied. If
Rorate is set, only the path 1s multiplied. To increase
the reflection factor while using the tool, press the
nght cursor key. 1o decrease the reflection factor,
press the lefr cursor key.

Using distortion tools

The following tools distort objects: Envelope, Add
Points, Roughen, Bend, and Fisheye Lens.

Choose Xtras > Distort > Envelope and Add Points or
click the appropriate buttons on the Operations panel.

Click the Roughen, Bend, and Fisheye Lens buttons on

the Xtra Tools panel.
Use To
Envelope Distort an object by altering the
outer boundary.
e
L5
Add Points Add points halfway between every
pair of points on a path.
Roughen Create a jagged effect.
Bend Create a bloated or spiked effect.
Fisheye Lens Create a concave or convex effect.

See FreeHand Help for a more detailed explanation
about each of these distortion tools.
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Aligning objects or points

The Align panel options either align or distribute
objects or points along a horizontal axis, vertical axis, or
both axes. The vertical and horizontal pop-up options
determine the position of cach alignment.

Choose Window > Panels > Align or choose
Modify > Align to dsplay the Align panel.

Click an outer-edge trapezoid
to set objects to align to the
top, bottom, left, or right.

Click any of nine squares to
set vertical and horizontal
alignment options.

@90 [nochange  ~ 11— Choose a vertical option.
8 [mechnge ~F—Choose a horizontal option.

[ align to page

| (o 71— Click to apply alignment to

| selected points or objects.

Check to orient alignment to page dimensions.

Three rectangles in the preview illustrate the current
alignment setting; they do not represent the actual
selected points or objects. When a distribute option 1s
set, a fourth rectangle appears. Select objects and double-
click a preview area to directly apply the alignment.

When Align o Pagc is checked, one or more objects are
aligned or distributed 1n relation to the current page
dimensions. If only one object 1s selected, Align to Page
must be checked to apply an alignment.

i

Use To

Align objects Align objects based on an
object’s center or one side of

its bounding box.

Distribute objects  Place objects at even distances
from one another based on an
object’s center or one side of

its bounding box.

Maintain horizontal position
and adjust vertical position.

Aligh top
Align center
Align bottom
Distribute tops

Maintain vertical position and
adjust horizontal position.

Align right
Distribute lefts

Aligning and distributing ponts 1s simular to moving
POINS USING AUTOMATIC CUTVATULE; adjaccnt paths move
according to the position of the point rather than the
position of its handles. To move points to a position,
select at least two points in one or more paths, and
choose a setting from the Align panel. To achieve a
smooth arc when aligning points, check Automatic in
the Object Inspector. Align and distribute selected

points in a path with other objects.

Drawing 143



16 use an object’s position as a basis for aligning other
objects, lock 1t 1n position. Select it and the other objects,
and then set the alignment. The unlocked objects align
to the locked one.

To lock an object, choose Command-L (Macintosh) or
Control-L (Windows); to unlock an object, choose

Command-ShifeL (Macintosh) or Control-Shife-L
(Windows).

Using other methods to distribute objects

Two ways to evenly space 1dentical objects across a page
are blending and power-duplicating Blends quickly
create and space objects.

To use a blend to distribute objects:

1 Create an object and copy and paste it.

2 Position the copy where the last object should be
and select both the object and its copy.

3 Choose Modify > Combine > Blend.
Set the Number of steps in the Object Inspector.

To use power duplication to distribute objects:
1 Create the first object and clone it.

2 Transform it with the tools in the
Transform panel.

Do not deselect the transformed object

before duplicating.
3 Duplicate it and repeat.

Modifying attributes

e | .
Find & Replace Graphics

Use Find & Replace Graphics to search for objects by
name or with stmilar characteristics. The Find &
Replace Graphics panel has two tabs: Find & Replace

and Select.

Click the Find & Replace tab to find and modify every
occurrence of a specific attribute. Click the Select tab to
select every object with a given attribute. Designate the
range of your search to include the entire document, a
page, or only the current selection.

To display the Find & Replace Graphics dialog box,
choose Edit> Find & Replace > Graphics, use
Command-Option-E (Macintosh) or Control-Al-E
(Windows), or click the Find & Replace Graphics

button on the Main toolbar.

Find & Replace

L HE
Find and Replace ] Select ]
Altribute: Change in:
| Calar ﬂ | Selection ﬂ
From: To
[ whits v | [ whie ¥ |
Apply to:
Fillz & Strokes <
W Include Tints
LChange

Note: The Find & Replace feature applies to hidden
objects. The Select feature does not apply to hidden
objects.
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Use

To find

Color

Stroke width

Font

Remove

Path shape

Simplify

Rotate

Scale

Blend steps

Any color applied to objects and
replace with another color.

Strokes within a given range of
widths and replace with a new
stroke width or modify the width
using mathematical equations.

Any font, style, or type size and
replace with a font of a given style
and size, or modify the size using
mathematical equations.

Invisible objects, overprinting,
custom halftones, or contents.

Path shapes exactly matching that of
the object pasted in the panel and
replace with any object, except TIFFs
and EPSs.

Applied transformations are
considered exact copies. Contents
pasted inside a clipping path are not
searched. EPSs and TIFFs will not

be found.

Paths with a given number of points
and replace with simplified paths
according to the Allowable

Change value.

Use mathematical equations to
specify a range of values.

All objects and rotate them around
their individual centerpoints
according to the Rotation angle.

All objects to scale them according
to the Scale factor.

Blends with a given number of steps
and replace with a blend of the
given number of steps or resampled
at the current printer output
resolution.

Use math functions to specify a
range of values.

Select

o IS T=T
Find and Replace | Select ]
Attribute: Search in:
| Caolar ﬂ | Drocument ﬂ

[ whis -
Find ir:
Fillz & Strokes hd

W Include tints

[ Remave from selection

Find

Use To select objects containing
Color The specified color.
Style The specified object or

Same as selection

Fill type

Stroke type

Stroke width

Font

Text effect

Object name

Object type

paragraph style.
Matching strokes and fills.

A particular fill type or any
filled object.

A particular stroke type, any
stroked object, arrowhead, or
dashed line.

A particular range of stroke
width values.

A particular font, style, or
range of type size.

A particular text effect or any
text effect.

A note matching the object
name.

Assign names to objects using
Xtras > Other > Set Note.

A given number of points,
composite paths, clipping
paths, groups, blends, ellipses,
rectangles, text, bitmaps, or
EPSs.

Check Open paths only to find
and select all open paths, so
that you may easily fill or
remove fills from open paths
imported from earlier versions
of FreeHand.
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Use To select objects containing

Path shape Path shapes exactly matching
the object pasted in the panel.
Applied transformations are

considered exact copies. EPSs
and TIFFs will not be found.

Halftone Halftones.
Overprint Strokes and fills set to
overprint.

Find & Replace Graphics offers options to select and
modify object attribures. For all scarches, choose a
category from the Attribute pop-up and define the
search area in the Change in pop-up: Selection, Page, or
Document. For numeric entry fields, use equations (+ -,
* /) 1o specify values.

4 ¥ il U sphiny -
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To replace color:

1 Select a From color and a To color from the Color
List pop-ups.
Make sure that all the colors 1n the document are

named before ﬁnding and replacing,

2 Choose from the Apply to pop-up to confine
your search to strokes, fills, or both. Check
Include tints to include tints of the From pop-up
base color.

3 Click Change to apply the replacement color.

The number of items changed appears at the lower-
left corner of the dialog box.

RN F T T T T ——
|r-:u-uu:-| nbh |
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To replace stroke width:

1

Enter minimum and maximum widths to define a
search range. Enter a width in the Min entry field
and leave the Max entry field blank to search for
a specific width.

Enter a value in the To entry field to define the
replacement width.

Click Change to apply the replacement stroke.

Use mathematical equations to search for stroke
widths and to define replacement stroke widths. In
the example above, all stroke widths berween 0.5
and 2 points are increased by 20%.

To replace a font:

1

Select a font type from the From pop-up, choose
a style, and enter minimum and maximum point
sizes.

Enter a replacement font, style, and size.

You can use mathematical equations to specify font
s1zes.

3 Click Change to apply the replacement font.
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To rotate or scale multiple objects:

1 Choose Rotate and enter a Rotation angle,
or choose Scale and enter Scale factor
percentages.

Entering the same percentage in both the xand y
entry fields scales objects proportionally.

2 Click Change to apply the rotation angle or the
scale factor according to the range of your object
search.

Use Find & Replace Graphics to rotate and scale
objects relative to each object’s center, which are
operations not available when using the
transformation tools alone.

To find objects with a magenta fill and a
black stroke:

1  Click the Select tab, and search for all objects
with a magenta fill. Choose Color from the
Attribute pop-up, Document from the Search
pop-up, magenta from the Color List pop-up,
and Fills from the Find in pop-up.

Ltreats
[ =1
BErcn= -

Fimdm

[ iradisdy ik

Foard 45 P

2 Choose Selection from the Search pop-up, black
from the Color List pop-up, and Strokes from the
Find in pop-up.

3 Click Find.

lllustrating with stored objects

Use the Graphic Hose tool in the Xtra Tools panel to
spray frequently used objects on your document page for
quick illustration. Each hose consists of up to 10 objects
that can reside in a FreeHand document, including
groups, blends, text, EPSs, and TIFFs. Choose from a
collection of preset hoses, or create your own hoses.
Choose Window > Xtras > Xtra Tools to display the Xra
Tools panel, and click the Graphic Hose button. To
spray objects, drag the tool on your document page. The
speed and direction that you drag the tool affects how
objects are placed.

| Graphic Hose

. b Graphic Hose cursor

Objects comprising a hose

Spraying the hose

Note: Use the left and right cursor keys to increase or
decrease the spacing as you spray hose objects. Use the
up and down cursor keys to increase or decrease the
scale factor as you spray hose objects. See “Specifying
an array” on page 149.
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Managing hoses

Double-click the Graphic Hose button to display
options. The Graphic Hose panel has two buttons:
Hose and Opuions.

Choose a hose to
activate it.

Preview objects contained in
the active hose.

Cogy oot |
Comiyeip
[E=si  =H——Choose an object to
preview.
Hose setting

"To actvare a hose, click the Hose button on the Graphic
Hose panel and choose from available hoses listed i the
active hose pop-up. The Rename and Duplicate
commands 1n the active hose pop-up only affect the
active hose. Choose New when adding a hose to the List.
The Contents pop-up lists each object available in the
active hose and previews each in the window provided.

To add a new hose:

1 Click the Hose button on the Graphic Hose panel,
and choose New from the active hose pop-up.

2 Name your hose in the Hose dialog box, and click
Save to add it to the list.

Mame;
Tresen

|

=0
||

3 Select one or more objects, choose Edit > Cut or

Copy, and click Paste in to add it to the list of
active hose objects in the Contents pop-up.

When basing a new hose on a default hose, duplicate
and rename the default hose to prevent advertent
modification.

To delete a hose, discard the corresponding FreeHand
file of the same name from the Xtras\Graphic Hose
folder in the FreeHand application folder. If you modify
a default hose and cannor retrieve 1t by using Edic >
Undo, you must uninstall and then reinstall FreeHand
to regain the default set of hoses.

Managing hose objects

The Contents pop-up lists the objects available in the
acuve hose. To add an object to the active hose, select 1,
cutor copy it, and click Paste in. The maximum number
of objects that can comprise a single hose 1s 10. Each new
object 15 assigned a name: Object-1, Object-2, and so on.
Choose an object name from the Contents pop-up to
display 1t 1n the preview. Once an object 1s deleted from
the active hose, it 1s not possible to use Edic > Undo to
retrieve 1.

Note: Avoid placing too many memory-intensive
objects such as EPS and TIFF images in a hose because
spraying a great number of these generally results in
larger and slower documents.

148 Chapter5



Specifying an array

On the Graphic Hose panel, click the Options button
to specify the way in which hose objects are sprayed in

J J . . J
your document. Define how objects are ordered, spaced,
scaled, and rotated.

Choose

To

Random
(Spacing pop-up)

|

Graphic Hose [

3 Hose ) Options
Order:
Spacing:

3

Tight Looze
Secale:

3

Rotate:

Options setting

Uniform
(Scale pop-up)

— Control the order of

sprayed objects.

. Random
Control the distance

L (Scale pop-up)

between sprayed. objects.

— Control the size of

sprayed objects.
Uniform
(Rotate pop-up)

— Control the rotation of

Incremental

sprayed objects.
(Rotate pop-up)

Random
(Rotate pop-up)

Setting Graphic Hose options

Randomly space objects based
on a percentage of
randomness ranging from 0 to
200, where 0 indicates no
deviation from the value
specified in the entry field.

Scale objects progressively by a
fixed percentage, ranging from
1 to 300.

Randomly scale objects based
on a percentage of
randomness ranging from 0 to
300, where 0 indicates no
deviation from the percentage
specified in the entry field.

Rotate objects progressively by
a fixed rotation angle.

Rotate objects by progressively
increasing or decreasing the
rotation angle.

Randomly rotate objects by
applying a rotation angle
ranging from 0 to the angle
specified in the entry field.

Choose

To

Loop
(Order pop-up)

Back and Forth
(Order pop-up)

Place objects in the order they
appear in the Contents pop-up.

Place objects from first to last
and then from last to first in

the order they appear in the
Contents pop-up.

Random

Randomly place objects listed
(Order pop-up)

in the Contents pop-up.

Grid Space objects in rows and
(Spacing pop-up) columns defined by a fixed
distance.

Variable

Space objects based on a
(Spacing pop-up)

specified value. Slider values
range from 0 to 100, where 0
is Tight and 100 is Loose. Enter
a value of up to 100 in the
entry field.
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CHAPTER 6
Color, Strokes, and Fills
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Using color in FreeHand
The Color Mixer and the Color List are the mainstays

of your work environment. Use these panels to create,
modify, and organize the colors in your document.
Using the Color Mixer, create process colors, adjust hue,
lightness, and sacuration, and choose colors from the
System Color dialog box. Using the Tints panel, create
colors that are tints of existing colors.

Color chips

[ ]
P |T"H: |
HEBEEEE

Color wells
Ozgﬂnm’ colors Lmhg

Create colors using the
the Color List

Color Mixer:

Use the Color List to track the colors in your document.
The Color List automatically names colors according to
their color component values, such as percentages of
CMYK or RGB. When you select an object, 1ts color
name appears highlighted i the Color List.

Name your colors for fast, easy, and accurate access.
When objects in the document contain unnamed
colors—colors that are in a document but not on the
Color List—use the Name All Colors Xtra to add them
to the Color List. If viewing color names 1s unnecessary,
choose Hide names from the Color List Options pop-
up to display only the color chips.

Use the Color List Options pop-up to modify existing
colors or add new ones from a vartety of custom color-
matching hibraries.

Color List options include adding, duplicating, and
removing colors. Other options convert spot colors into
process colors, and vice versa, and convert CMYK
colors to RGB colors, and vice versa.

To learn about using CMYK and RGB colors, see the
Show Me movie “Colors” in FreeHand Help.

Working efficiently with color

Displaying the Color Mixer

&1

Clict this button on the Main toolbar to show or bide the
Color Mixer:

0 Choose Window > Panels > Color Mixer.

0 Use Command-Shife-C (Macintosh) or Control-
Shife9 (Windows).

0 Double-click a color chip in the Color List.

Displaying the Color List

Click this button on the Main toolbar to show or bide the
Color List

0 Choose Window > Panels > Color List.

0 Use Command-9 (Macintosh) or
Control-9 (Windows).

0 Double-click a color well in the Color Mixer.

Double-click a color well or color chip almost anywhere
n the application to show or hide both the Color Mixer

and the Color List.
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Viewing colors in the Color Mixer

CMYK view
RGB view
HLS view

pifese | puie |  —— System Color

HERL T H— Add to Color List
M= p— button
#[w |F—1T
w4 |
#o__ T Color well (split)

| .

| [
Original  New

0 CMYK view—The Color Mixer displays
percentages of the cyan, magenta, yellow, and black
color components for the standard, four-color
printing process.

0 RGB view—The Color Mixer displays red, green,
and blue color components. RGB values are
calculated based on a range of 0 to 255,

0 HLS view—The Color Mixer displays the hue,
lightness, and saturation of an RGB color.

0  System Color—The Color Mixer displays the
Apple Color Picker (Macintosh) or the Windows
Color dialog box (Windows).

The color well at the bottom of the Color Mixer 1s splhit
nto two sections. When creating or modifying color,
the Color Mixer displays the original color on the left
side of the color well and the new color on the right side
of the color well. Uncheck the Colors > “Color Mixer/
Tincs panel uses split color well” prcfcrcncc to view the
new color across the entire color well.

Note: The on-screen accuracy of color chips and wells
depends on the current settings in the Colors > “Color
Management” preference. See Chapter 9, “Color
Management,"” to set on-screen colors to closely
approximate colors in your final output.

Drag a color chip onto the Color Mixer color well or
hold Option (Macintosh) or Control (Windows) and
chick the color chip. The Color Mixer displays the color’s
CMYK or RGB values as appropriate.

0 Dragging and droppinga CMYK color changes the
Color Mixer to CMYK mode.

0 Dragging and dropping an RGB color changes the
Color Mixer to RGB mode. When the Color Mixer
is in HLS mode, dropping an RGB color onto the

color well does not change the mode.

On the Color List, process color names are italicized and
spot color names are plain. A triple-dot symbol
designates RGB colors. CMYK colors have no symbol.
A black hexagon designates Hexachrome colors, as
shown on page 156. Colors created in HLS view, Apple
Color Picker, and Windows Color dialog box are

RGB colors.

Color attributes  Naming convention

CMYK process

(italic) W 55z 15m 65y 15k
CMYK t
(plain) "° W &5c 20m 65y 15k

RGB process
(italic: triple doty M 51 3199 750 X

RGB spot (plain;

triple dot) M 51r 1253 79b 3

Creating colors

To create a CMYK color or an RGB color:

1 Click the CMYK or RGB mode button to display
either Color Mixer mode.

2 To adjust color component values, move the
sliders or enter values in each entry field. Use the
color well to monitor the color as you mix it.

When you switch to RGB mode from CMYK or
vice versa, notice that the sliders and fields change to
display the color’s relevant component values.

3 Drag a chip from the color well to apply directly
to an object’s stroke or fill, or add the newly
created color to the Color List. See “Applying
color directly to objects” on page 155 and
“Adding colors to the Color List” on page 155.
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Hue, lightness, and saturation

tiser | Lightness slider
I I T I )
sifsma |= +— Hue entry field
|l |w— Lightness entry field
l'_ *lz_ |=4— Saturation entry field
| —ﬁ_ Color well

Color point
Color picker

Click the HLS button to display the HLS color picker.
FreeHand displays the hue, lightness, and saturation
values of any color appearing in the Color List. The

HLS panel produces RGB colors.

0 Hue—Hue is the color itself, such as green, orange,
or pink. Switch to CMYK view or RGB view to see
the color component values that correspond to the
hue that 1s numerically identfied in the Hue entry
field and indicated by the color point.

0 Lightness—Lightness indicates how close the hue
1s to black (0%§or white (100%).
0 Saturation—Sacuration refers to the vividness or

dullness of the hue. Increasing saturation adds color;
decreasing saturation adds gray.

To modify Do this

Hue Choose a different color point from
the HLS color picker,

click and drag the color point, or
enter a new degree value in the Hue

entry field.
Lightness Move the slider or enter a percentage
value in the Lightness entry field.
Saturation  Enter a percentage value of

saturation in the Saturation entry
field.

Displaying the Tints panel

The Tints panel displays options for creating tints. Use
the Color Mixer toolbar button to display the Tints
pancl, unless the Tints pzmel has been removed from the
Color Mixer. Choose Window > Panels > Tints, or use

Command-ShifcZ (Macintosh) or Control-Shife3
(Windows) to display the Tints pancl.

Note: In FreeHand 8, the Tints panel is a tabbed panel.
In previous versions, Tint was a Color Mixer view.

Creating tints

Tints are colors derived from percentages of a base color.
Choose a base color from the Color List or drag a color
onto either base color well.

Drag a base color onto the color well.

Click to choose the Tints panel.

spot or process, and add it to
the Color List.

J Click to name a tint, specify

Choose a base color from the
| [ i
Color List pop-up.
— Click to choose a tint preset
in 10% increments.

— Enter a value from 1 to 100
to specify a custom tint
percentage value.

View the newly created tint; drag on the Color
List, a color well, or a graphic element.

View the base color or drag onto a base color.

To create a tint:
1 Display the Tints panel.

2 Drag a color chip onto either of the Tints panel’s
base color wells, or choose a base color from the
Color List pop-up.

3 Click on a preset tint from the tint bar, create a
custom tint by moving the slider, or enter a
percentage from 1 to 100 in the entry field.

4 Drag a chip from the color well to apply directly
to an object’s stroke or fill, or add the newly
created tint to the Color List. See “Applying color
directly to objects” on page 155 and “Adding
colors to the Color List” on page 155.
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If not on the Color List already, the base color 1s
added to the Color List along with the newly
created tint. The unt’s name comprises the tint
percentage and the original name.

— Base color

W &5c 15m &5y 15k
SO% 65c 15m 65y 15k — Tint

Applying color directly to objects

Drop a color chip onto the stroke or fill of an object.

Hold down Shuft as you drag to force a color to apply to
only the fill of an object. Use this method to change any
other fill type to Basic.

I}‘

Hold down Command (Macintosh) or Control-Shift
(Windows) as you drag to force a color to apply only to
the stroke of an object.

Change any selected object’s fill by selecting another fill
opuon 11 the Fill Inspector. The most efficient way to
change any fill to a graduated fill or a radsal fill 1s to use
modifier keys as you drag a color onto an object.

%

10 force a color to apply as a graduated Gradient fill,
hold down Control as you drag a color chip onto an
object. Where you drop the color sets the angle of the

Gradient fill.

'k

"o force a color to apply as a radial Gradient full, hold
down Option (Macintosh) or Alt (Windows) as you
drag a color chip onto an object. Where you drop the
color sets the fill's center.

For detailed information about applying color to text, see

Chaprer 7 “Text”

Adding colors to the Color List

Add to the Color List those colors you mtend to use in
your FreeHand illustration. Create colors in the Color
Mixer or choose them from color-matching system
librartes.

Adding colors from the Color Mixer or

Tints panel

Choose one of the following ways to add colors created
in the Color Mixer or tints created in the Tints panel:

+8=

Add to Color List button

0 Click the Add to Color List button on the Color
Mixer or Tints panel. Name the color and specity
Spot or Process in the Add to Color List dialog box.
Hold down Command (Macintosh) or Control
(Windows) while cheking the Add to Color List
button to bypass the dialog box and reuse the last
choice of Process or Spot.

Add to Color List

11c 35m 15y 0k
[ |
® Process ) Spot

0 Drag the newly created color from the color well of
the Color Mixer or Tints panel and drop it erther
onto an empty space at the botrom of the Color List
or onto the color drop box. Do not drop a color onto
an existing color name.

Codoer |
0 _| & oieaw|
e

0 Cireate a color and choose New from the Color List

Options pop-up.

Color drop box

0 In Windows, night-click any color well on the Color
Mixer or Tints panel to choose the Add to Color
List command.
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Adding Colors from an object with
unnamed colors

Unnamed colors are colors that appear in the
illustration but not on the Color List. Choose one of the
following ways to add colors from objects:

0 Selectan object and display erther the Stroke or Fill
Inspector. Drag a color chip from an Inspector color

well to the Color List or choose the Add to Color

List command from a Color List pop-up.

0 Selectan object, choose the Eyedropper tool from
the Xtra Tools panel, and drag a color chip from the
object to the Color List color well.

0 Choose Xtras > Colors > Name All Colors to add to

the Color List all unnamed colors in a document.

See “Naming unnamed colors™ on page 158.

Adding Colors from copied or imported
objects

The Color List displays colors from some imported file
formats automaucally, such as FreeHand, Adobe
Mlustrator, and Corel DRAW. Named colors applied to
copied or imported objects, such as EPS files, remain in
the Color List even if you delete the objects.

Note: FreeHand adds named spot or process colors from
an editable EPS to the Color List upon import. Check
the Import/Export > “Convert editable EPS when
imported” Import preference to import EPS files

as editable.

Adding colors from a pre-defined library

Listed in the Color List Options pop-up, the predefined
color libraries that come with FreeHand are part of
commercially avalable color-matching systems and
contain both spot and process colors. Color-matching
systems provide printed and on-screen color chips for
designers and contain mstructions for printers so they
print the colors you specify. Consult with your
commercial printer to know which color libraries they
support and recommend. See “Color libraries” on

page 160.

LS FIS RS R R L
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Choose colors from color hibrary dialog boes, such as this one
for the Pantone Hexachrome Coated color hibrary.

Custom colors display the name of the custom color
library with a hibrary-specific color reference. Pantone®
Hexachrome colors comprise two of the custom color
libraries in FreeHand. In the Color List, these colors
appear with hexagon-shaped icons to the right of the
color names.

FANTONE HEXNACHIROME B 10-12 ST
FANTONE HEX ACHRGME Greern CWC
FANTONE HEXACHREGME H 530-2 ST

Organizing colors in the Color List

As you drag newly created colors from the Color Mixer
and drop them onto the Color List, FreeHand names
them. Newly added colors appear at the bottom of the
Color List, but you can rearrange them.

Fill selector
Stroke selector
Both selector

Choose options for modifying,
T importing, and exporting colors,
J il | and for choosing color libraries.

E 5] [Getions' ~1[FH— Drop a color chip onto the drop
box to add it to the Color List.

|

hite
M Elack

B Registration — View the colors in the Color List.

156 Chapter6



The Color List default colors are None, White, Black,
and Registration. These colors cannot be deleted or
renamed. Black 1s a spot black that prints on the process
black plate. Registration-colored objects, such as crop

marks or trim marks, print solid on all color separations.

l_ [2g¢ g7m 36y 1 =1 Color List pop-up

Color List pop-up’s color well

Color List pop-ups appear throughour the application
to easily apply colors to selected objects or name
unnamed colors. These pop-ups show the named colors
in the document, replicating the Color List. Each color
name has a color chip next to 1t.

Using the Color List selectors

Use the Color List selectors to view and assign fill and
stroke colors. Selecting an object displays the colors in
the selectors.

To apply fill and stroke colors to selected objects, drag
colors onto selectors, or activate a selector and click on a
color name 1n the Color List.

Newly created objects automatically assume the current
fill and stroke color scheme shown 1n the selectors if the
Object> “Changing objects changes defaults” preference
1s checked.

These selectors Indicate

The Fill selector is active; None is
applied to both fill and stroke.

The Fill selector is active; a color

E Izl is applied to fill; None is applied
to stroke; fill and stroke color

choices differ from one another.

The Stroke selector is active; the
same color is applied to both fill
and stroke.

The Stroke selector is active; two
or more objects are selected and
at least one object’s fill and one
object’s stroke differ from

the fill and stroke of other
selected objects.

A thick, black border indicates the active selector. The
sclectors display the fill and stroke colors currently
applied to them. When None 15 applied to a selector, an
Xis displayed.

When two or more objects are selected and do not share
the same fill color, a dash 15 displayed in the Fill selector;
the same 1s true of stroke colors and the Stroke selector.
When the fill color and stroke color differ—whether one
object or several are selected—a dash is displayed in the
Both selector.

Rearranging colors

10 rearrange colors in the Color List, click a color name
and drag it to a new position. Make sure that you drag
the color name and not the color chip; otherwise, you
will replace an existing color rather than relocare the one
you are moving,

1o move contiguous names, hold down Shift and click
the range of colors. To move two or more names while
skipping names between them, hold down Command
(Macintosh) or Control (Windows) and click the name
of each color.

Assigning custom color names

To rename a color in the Color List:

1 Double-click the color name to highlight it and
type the new name.

Clicking the color name applies that color to all
selected objects. If thar 1s not your intent, deselect all
objects before editing a color name.

2 Press Return or click anywhere in the application
to apply the name.

When you enter a custom color name directly into
the Color List that 1s the same as one alrcady on
the panel, a dialog box prompts you to use a
different name.

Color, Strokes, and Fills 157



Naming unnamed colors

Use the Add to Color List button to name unnamed
colors. For example, 1f you drag a color directly from the
Color Mixer to an object or from a TIFF 1mage using
the Eyedropper tool to the Fill Inspector color well,
FreeHand does not automatically name the color and
does not add 1t to the Color List.

To name and add the color, click the Add to Color List
button in the Color Mixer or Tints panel. Accept the

default name or enter a name for the color 1n the Add to
Color List dalog box. Define 1t as exther spot or process

and click OK.

Add to Color List

[ [11c35m 15y 0k |
() Spot

(® Process

Duplicates of names already on the Color List are
labeled wich a dash and a duplica[c—countc‘r number at
the end of the name as shown below.

M &5 15m &5y 15k Original name
B £5c 15m €5y 15k-1+—— Duplicate name

Click Cancel 1in the Add to Color List dialog box to
leave the color unnamed and omiut 1t from the Color

List.

When objects contain an unnamed base color and its
tints, the Name All Colors Xtra adds each tint and 1ts
base color to the Color List. Since Name All Colors
adds a base color for each tne, you can delete duplicate
base colors. Hold down Command (Macintosh%
Control (Windows) while cheking each duplicate and
choose Remove from the Color List Options pop-up. If
the base color 1s named, Name All Colors adds only the
tints to the Color List.

or

To name unnamed colors throughout a document,
choose Xtras > Colors > Name All Colors to place every
color used 1n the document in the Color List. FreeHand
names them 1n the Color List using their corresponding
color values.

Click one or more colors and use Remove or Replace to
standardize your colors by eliminating the ones you do
not need. Alternatively, choose Xtras > Delete > Unused
Named Colors to remove all unused colors 1f the Color
List pop-ups become unmanageable.

Sorting colors

To sort the Color List entries by color name, choose
Xtras > Colors > Sort Color List by Name. FreeHand
sorts the colors first numerically and then alphabetically.

The default colors—None, White, Black, and

Reggstration—remain at the top of the Color List,

Hiding color names

When using FreeHand for process prin[ing, color
composite printing, or screen output such as Internet or
mulumedia, the ability to hide names 1n the Color List
becomes very uscful, since 1t 1s not necessary to visually

. . R J J
distinguish between spot and process colors. When
working with custom color libraries, you can view a
large number of colors at once.

Choose Hide names in the Options pop-up to hide
color names and RGB or Hexachrome icons. This
option economizes space on the Color List by arranging
color chips in a grid according to the current width of
the panel. Changing the width of the Color List reflows
the color chips into a new row and column
arrangement. A solid border around a single color chip
indicates the color 1s active.

o {ER

J Colors
v

Tivrning on Hide names displays only chips on the Color List

You cannot rearrange the Color List when Hide names
is turned on. Moving a color either replaces an existing
color or adds an existing color to the Color List.
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Duplicating colors

To duplicate a color, choose a color on the Color Listand
choose Duplicate from the Options pop-up. The new
color 1s named “Copy of [original color|.”

Removing colors

To remove colors, click a color name on the Color List
and choose Remove from the Options pop-up.
Removing colors from the Color List does not remove
them from corresponding FreeHand objects. These
colors remain 1 the objects as unnamed colors. When
removing multple colors, a dialog box prompts you to
etther remove all colors or only the unused colors.

Y

0 Spot colors—Convert removed spot colors to
process colors. Objects containing these spot-to-
process converted colors may not print separations
as intended.

O Hexachrome colors—Convert removed
Hexachrome colors to RGB values. The
Hexachrome icon appears to the side of the name in

the Color List.

0 Tints—Removing a color that 1s a base color for
tints also removes from the Color List all tints that
were based on the color.

Note: It is not possible to remove or replace imported
spot or process colors from a locked or uneditable EPS.
To know whether an imported EPS is locked, switch to
Keyline mode, Command-K (Macintosh) or Control-K

(Windows). If the EPS displays an X-box, then the EPS
is locked.

Modifying color

To alter color component values of an
existing color:

1 Drag a color chip from the Color List to the color
well in the Color Mixer.

2 Adjust the color values in the Color Mixer by
entering new values in any of the entry fields or
by moving the corresponding sliders.

Modified color

Original color

3 Drag a color chip from the Color Mixer’s color
well and drop it onto the original chip in the
Color List.

To prevent color names from automaticall
changing when altering color values, uncheck the
Colors > Auto-rename changed colors™ preference.
The default name of a color 1s retained when
dragging the replacement color chip onto the
original color chip.

To replace colors in the Color List:

1 Choose a color name and choose Replace from
the Color List Options pop-up.

A dialog box prompts you to choose another color
from the Color List or from a color library. With
Black, White, None, or Registration chosen,
Replace 15 not available in the pop-up.

Replace Color

Replace with color from:

& Colar Tibrary

[PANTONE® HEXACHROME  ~

I Colar List

[
() ()

2 Choose a color from the Color library pop-up or
the Color List pop-up and click OK.
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All selected objects wath an old color will display the
new color.

The Colors > Auto-rename changed colors”
preference—whether checked or unchecked—does
not effect the Replace option from the Color List

Options pop-up to replace colors. Also, the

preference does not affect colors with custom names.

Converting colors

Dc‘signa[c how a color prints to separations by
converting 1t to either a spot or process color.

O From Process to Spot—Choose a color name n
the Color List. Choose Make spot from the Options
pop-up.

0 From Spot to Process—Choose a color name in
the Color List. Choose Make process from the
Options pop-up.

Converting colors from CMYK to RGB, or vice versa,
nvolves transferring colors from one color space into
another.

O From CMYK to RGB—Choose a color name 1n the
Color List. Choose Make RGB from the Options
pop-up. Make RGB changes the CMYK color to

the nearest RGB value.

O From RGB or Hexachrome to CMYK—Choose a
color name 1n the Color List. Choose Make
CMYK from the Options pop-up. Make CMYK
changes the RGB or Hexachrome color to the

nearest CMYK value.

Note: Converted colors may not appear the same as
they did before they were converted, especially if a
color management preference is active.

Converting colors when exporting

"To maintain color consistency when exporting a file in
PDE EPS, and Adobe [lustrator 7x formats, or when
dragging and dropping into another application, three
conversion options are available from the Convert
Colors to pop-up: CMYK, RGB, and CMYK

and RGB.

Using FreeHand's Convert Colors to options before
exporting is typically more precise than relying on the
import conversion features of other applications. For
more information, see Chapter 10, “Working with

Other Applications”

Color libraries

To add colors from a color-matching
system library:

1 Choose a color-matching system library from the
Options pop-up on the Color List.

2 Choose colors from the library dialog box and
click OK to add them to the Color List.

To import colors from a custom color library:

1 Choose a custom color library from the Color List
Options pop-up.

2 Choose the colors to add and click OK.

It a custom color library 1s stored outside of the
Color folder in the FreeHand application folder,
choose Import from the Color List Options pop-up

to locate and open the library.

Import the colors from a Pho[oshop or xRes color index
table into FreeHand so that the color values are the same
in either application. Choose Xtras > Colors > Import

RGB Color Table, and then choose the Photoshop ACT

file or xRes CTB file that contains the index to import.

To export colors to create a custom color library:

1 Choose Export from the Color List Options pop-
up, choose the colors for export, and click OK.

Export non-Hexachrome colors from the Color List
as a custom color library and share them among
multiple documents.

2 In the Create Color Library dialog box, type a
Library name, and then type a file name. Enter
the number of rows and columns and any notes.

3 Click Save as (Macintosh) or Browse (Windows)
and specify the Color folder (Macintosh) or
Fh8\English\Colors folder (Windows) as the
destination. Click Save.
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Converting colors during import and export Stroking and f||||ng objects

0 Exporting documents to previous versions of

FreeHand—When exporting to the FreeHand 3x, Choosing stroke and fill types
4 x, and Sx formats, all colors are converted to
CMYK process or spot colors because FreeHand Choose from five stroke types n the Stroke Inspector:

3x, 4x, and Jx store all colors as CMYXK. The color None, Basic, Custom, Pattern, and PostScript.
names remain unchanged in the original document
after export. Colors originally defined as RGB or
Hexachrome remain in CMYK format even after
reopening them in FreeHand 8.

Choose from nine fill types in the Fill Inspector: None,
Basic, Custom, Gradient, Lens, Pattern, PostScripe,
Textured, and Tiled. An open path, a closed path, ora
composite path can have only one fill. Each object
0 Importing documents from previous versions of within a group can have its own fill

FreeHand—FreeHand § stores colors internally as

CMYK, RGB, or Hexachrome (CMYKOG).

Because FreeHand 3.x, 4.x, and 3x store colors as

CMYK, documents converted from these versions

to FreeHand 8 contain CMYK spot or process

colors, even 1f these colors have RGB color names on

the Color List.

Note: For more information on FreeHand's color
libraries, see FreeHand Help.
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Compatible output devices

On-screen and printed appearance

These

Print to

These

Appear

Basic strokes
and fills

Custom
strokes
and fills

Pattern
strokes and
fills

PostScript
strokes

PostScript fills

Gradient fills
Lens fills
Textured fills

Tiled fills

PostScript and non-PostScript.

PostScript.

PostScript Level 2 or higher.

Pattern strokes are designed for use
on low- and medium-resolution
printers, not for output to film
recorders and imagesetters, because
the pattern dots appear

much smaller on high-resolution
output devices.

PostScript.

PostScript.

PostScript fills do not print to non-
PostScript printers even after
exporting FreeHand documents that
contain them to file formats such as
TIFF, PICT, or LRG.

PostScript and non-PostScript.
PostScript and non-PostScript.
PostScript.

PostScript and non-PostScript.

Basic strokes
and fills

Custom
strokes

Custom fills

Pattern
strokes and
fills

PostScript
strokes

PostScript fills

Gradient fills

Lens fills

Textured fills

Tiled fills

Solid on screen and in print.

Solid on screen, but print correctly.

In print, color appears on the solid
portions of the pattern and
transparent areas print correctly—
except for the Arrow, Braid, and
Neon stroke patterns, which are
opaque.

With an opaque pattern of C's on
screen but print correctly.

In print, color appears only on the
solid portions of five of the custom
fills. The background of four of the
custom fills is opaque—even if there
are spaces between repeating
patterns.

At 72 dpi (dots per inch) on screen
and print at a fixed resolution.

Solid on screen and print according
to the PostScript code.

In print, color appears on the solid
portions of the pattern and
transparent areas print correctly.

With an opaque pattern of PS’s on
screen but print according to the
PostScript code.

In print, color appears on the solid

portions of the pattern and
transparent areas print correctly.

Opaque on screen and in print.

As any of a variety of custom effects
created by the lens.

With an opaque pattern of C's.

In print, color appears only on the
solid portions of the pattern, but
the background is opaque.

Transparent. Objects behind them
appear through the spaces in the
pattern.
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Overprinting

Overprlntlng Is one way to avoid trapping problems
when printing separations. Check the Overprint option
n the Stroke or Fill [mpcctor to print the color ofa
stroke or fill on top of the colors beneath 1t.

ith the Redraw > “Display overprinting objects
With the Red >Dply p g objects”
preference checked, overprinting strokes or fills appear as
a pattern of white O’s on screen but print normally to a
PostScript or non-PostScript printer. Check this

p prp
preference to view strokes and fills on screen. The
Overprint setting 1s available for Basic strokes and fills

and Gradient fills.

For a more detailed discussion of overprinting,
knocking out, and trapping, see “Overprintng” on

page 236 and “Trapping” on page 238.

Basic strokes

||
= — Check to overprint strokes.
ﬁ T

Tih E—— Choose a type of cap:

o = =] =] Butt, Round, or Square.
b
il — Choose a type of join:
I e el "'l Miter, Round, or Beveled.
A e el

[Hese =|[ W= =H— Choose arrowheads to apply

to the ends of open paths.

Choose No dash or any of
several dashed strokes.

Stroke Inspector: Basic

1he ampersand object has a black stroke and a fill of None

Following are descriptions of the Basic stroke options
appearing on the Stroke Inspector. Width appears for all
stroke types.

Width

Width specifies the thickness of a stroke. FreeHand
offers default line widths in the Width pop-up on the
Stroke Inspector and throughout the application. Preset
widths range from a harline (025 of a pomt) to 12
points. Width pop- ups display width settngs in pomts
regardless of the unir of measurement set for the entire
document. Type custom widths in the Width entry
field, and then press Return.

Hairline

Add or edit the preset width values in the

Object> “Default line weights™ preference. Like that of
the Width pop-ups, the unit of measurement for these
width values is always points.

106 apply a Custom stroke width i a different unut of
measurement than that set for the document, enter a
value and a unit override code into a Width entry field.
For example, with the unit of measurement set to inches,
typing “p/” in the Width entry field converts 7 points to
11667 inches. The “# symbol in the Unit overrides

chart refers to the numerical value.
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Unit overrides

Use For example

#i for inches 7i = 7 inches
p# for points p7 = 7 points
#p for picas 7p = 7 picas

#m for millimeters 7m = 7 millimeters

Q)

Q
||-°

"

Butt cap

Round cap

Square cap

A butt cap 1s flush with the end of the path. Round and
square caps extend beyond the end of the path by half
the stroke width. To change the ends of an open path,
select a path and choose another cap option to change.

Joins

Mter join

Beveled jom

Jomns define how two path segments meet—muter,
round, or beveled. To change the corners in an open or
closed path, select a path and choose another join option
to change the path’s corner or curves.

Miter limit

A muter jomn automatically becomes a beveled join
when the join's muter limit exceeds the value set in the
Suroke Inspector.

The miter limit is the ratio between the length of the
miter join and the stroke width. This measurement sets
the maximum length of a miter join. Any length beyond
this Limit automatically converts the muter jomn to a
beveled join. FreeHand accepts values ranging

from 1 to 57
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For example, 1f you enter 2 as the muter imut for a stroke
width of 3 points, the miter join converts to a beveled
join when the length of the miter join exceeds 6.

Miter join

|

]

Beveled join

1be arvows mdicate the length of the miter joim.

Dashed strokes

Dashed strokes are strokes with transparent breaks.

To edit a dashed stroke and create a new one:

1 Hold down Option (Macintosh) or Alt (Windows)
while choosing a dash from the dash type pop-
up in the Stroke Inspector to display the Dash
Editor.

2 To set dash sizes, enter values in one or more of
the On entry fields. To set the space sizes
between dashes, enter values in one or more of
the Off entry fields.

Vcrify the unit of measurement in the Units pop-
up at the lower-left corner of the document window.

3 Click OK to add a new dash to the Dash pop-up.

The new dashed stroke appears at the bottom of
the Dash pop-up rather than replacing the original
dash. FreeHand applies this newly created dashed
stroke to any selected paths. If no path s selected,
then the dashed stroke applies to the next

path created.

The Dash pop-up can display up to 255 dashed
strokes. Once you have added new dashed strokes to
the Dash pop-up you cannot remove them from the
document.

The center line is a
dashed stroke.

Arrowhead Editor

Arrowheads extend beyond the end of the path. Create
or edit paths using the Arrowhead Editor.

Arrowheads

(=~ | -]

The lefc pop-up applies an arrowhead to the first point
(origin) of the selected path, and the right pop-up applies
to the last point. Arrowheads are proportional to the
stroke width and extend beyond the end of the path.
Arrowheads indicate path direction.

To create an arrowhead from an existing one:

1 Choose Basic from the stroke type pop-up on the
Stroke Inspector.

2 Hold down Option (Macintosh) or Alt (Windows)
and choose an arrowhead to display the
Arrowhead Editor.

Create or edit the arrowhead.

W

4 Click New to add a new arrowhead to the
Arrowheads pop-up.

Both the left and the right pop-ups can list up to
255 arrowheads. Once you have added new
arrowheads to the pop-up you cannot remove them
from the document.
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To create a new arrowhead:

1 Cut or copy an object from your document.

2 Choose New from the Arrowheads pop-up to
display the Arrowhead Editor, and click Paste in.

Custom strokes

A Custom stroke applies a preset repeating PostScript
pattern to a path. Modify the width, length of each
pattern, spacing between patterns, and color of 22 of the
23 Custom strokes. Neon 15 the only Custom stroke that
1s not editable.

0 Length—Set the horizontal distance of a single
pattern in a series.

0 Spacing—Sct the distance berween cach
occurrence of a repeating pattern.

1o edita Custom stroke, change the width or length of
its repeating pattern or the spacing between patterns.
Type values in the Width, Length, and Spacing entry
fields in the Stroke Inspector. Press Return to apply.

B+ B[AL
WE=_ -
e
Effack
[
wpdrey |2 |

gl #0 Ll

I
A sample of the current Custom stroke is displayed,
but modifications to stroke width, length, spacing,
or color do not change the sample.

The center line is a wedge
Custom stroke.

Note: When transformed, a Custom stroke pattern
keeps its original length and spacing. However, the
pattern’s orientation follows path's orientation.
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Custom stroke catalog

Right
mov PTRTRTRTRTR, L

Roman
sl eecees el el

Snowflake MMM OO

Braid fffff AQRTAORTAOKRTAOATAOKTAOK
Squiggle
T

Checkr - 1.8.8.0.8.8 ¢
R R RRRE

Swirl DDV

Crepe A A A A A A S33BBH
A 2 2 4 4 & 4

Teeth ) U U U UV VU N

Diamond ‘ ‘ ‘ ‘ ‘ ‘
- 000000

Heart

Three Waves

Two Waves

vy

.\ \ \ | |
Neon

“ AHAAN
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Basic fills

ADEIRW
[BT——————=H— Choose fill colors from

T,;.“,,_w the Color List pop-up.

— Check to overprint fills.

Fill Inspector: Basic

1 be circle object has a blue Basic fill and a black Basic stroke

Custom fills

A Custom fill applies a preset, repeating PostScript
pattern to a path. Except for “Black and white noise,”
cach Custom fill is editable 1n the Fill Inspector and has
its OWN Options.

Black & white noise
Bricks Hatch
Circles

|
[emasfy

LS i
F:ﬁ‘, ) Noise

Tiger teeth

0"< e )
i Top noise
HASICS ]
| L Ssquares
Random leaves

Random grass

Cusstom fills

6]%[m[A[D)]

[
Width
Effect:
Arrow =
Length:
Spacing : D
44444

Sample enlarged

Apply one of ten Custom
fills to a selected object.

Tiger teeth

Tooth:
]

Background :

*of teeth:
ﬁ.ng]e:"“

6] [m[A[D]

Each pop-up applies color to
the designated portion of
the Tiger teeth Custom fill.

Fill Inspector: Custom: Tiger teeth

Note: Because a Custom fill prints at one size on all
PostScript output devices, it does not scale with its

respective object; the fill keeps its original size even
though the path itself increases or decreases in size.

168 Chapter6



Pattern strokes and fills

FreeHand offers 64 editable bitmap patterns for both
strokes and fills. Color appears on the solid portions of
the patterns.

M £ EE

= B B

Lattern strokes and fills

Use the Stroke Inspector to edit Pattern strokes and the
Full Inspector to edit Pattern fills.

| — Edit patterns pixel by pixel.

— Use the slider to choose from
64 predefined patterns.

Stroke Inspector: Pattern

Important: Do not use Pattern strokes and fills when
printing to high-resolution output devices, including
imagesetters.

Pattern display and preview

An editable display of the pattern appears on the lefrand
a preview of that pattern appears on the right. As you
edit the pattern on the left, the overall effect previews on

the righ.

Clear and Invert

The Clear button removes a pattern from the entry field
and displays white until you choose another or create a
new pattern. The Invert button mverses pixel color—
from black to white or from white to black.

Pattern type

Scroll through the predefined pattern types using the
slider at the bottom of the Stroke Inspector. The chosen
pattern appears in the display and preview.

Note: A Pattern stroke or fill does not transform with its
respective object; the stroke or fill pattern keeps its
original orientation and size even though the path itself
transforms.

PostScript strokes and fills

PostScript applies a stroke or a fill of a umique pattern
and shape that you create in the PostScript code entry
field. FreeHand sends the PostScript code entered 1n the
Stroke or Fill Inspector to the PostScript Interpreter in
your printers Raster Image Processor RIP). If your
code 15 incorrect, you will recerve a PostScript error
message when printing,
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Enter PostScript code sequences up to 255 characters.
Use the spacebar to separate code commands, letting the
teXt Wrap on Its Ow1. After entering or pasting code,
press Return to apply the code to a selected object.

6]~[m[A[D]

PostScript R

]

FostSeript code:

1 srand flattenpath
{newpath moveta} {2
copy 2 {3 dup 2 mul
rand exch rmod sub add
exch} repeat lineto S
movetal {} {closepath}

ol @ 1l dmah, el o
w1 1T gy

pathforall [ E o L p e
Wt i S et o e
D5l o F1 repead
Stroke Inspector Fill Inspector

The center line is a
PostScript stroke.

PostScript stroke and fill

PostScript resources

PostScript programming 1s beyond the scope of this
manual. To learn PostSeript programming or to find
more nformanion about the PostScript description
language, consult such books as memg PostSerip: A
Visual Approach, by Ross Smith (Bcrkelcy, California:
Peachpit Press, 1990) and the Poylfcrzpl [ﬂngmge
Reference Manual, Second Edition, by Adobe Systems
Incorporarted (Rcading, Massachusetts: Addison-
Wesley, 1990).

Gradient fills

Use the top color well to apply color to the start of a
graduated fill or to the perimeter of a radial fill. Use the
bottom color well to apply color to the end of the
graduated fill or to the center of a radial fill

Graduated fill

Radial fill

The color transition 1n graduared fills 15 always straight.
In radial fulls 1t 15 always circular, regardless of the shape
of the fill. Use blends along a path to create fills that
follow the contours of an object. See Chaprer 5,
“Drawing,” to learn about blends.

El Graduated fills

Graduated fills consist of smooth color progressions that
extend from one edge of an object to 1ts opposite edge at

the angle you specify.
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62 |m[AlD]
W [Ek ]

— Use the color ramp to create
multicolor graduated fills.

=lis]

O Dwverprint

Taper:

[Linesr  ~H— Set the rate of color transition.

Q7_ Set the angle of taper.

[ro_]°
A [wmite____~]

Fill Inspector: Gradient > (gmdmlfd

Taper

A linear taper progresses in increments of equal width
from one color to another. A loganthmic taper
progresses from a narrow band of color to ncreasingly
wider increments towards another color.

Linear taper

Logarithmic taper

Angle

Set the graduated fill's angle using the Fill Inspecror’s
Angle dial. FreeHand’s default angle 1s 270°. Hold down
Shift to constrain the angle to 45 increments. As with
all angle dials in FreeHand, 07 1s at 3 o'clock, and 90" 1s

at 12 o'clock.

IE' Radial fills

A radial fill conststs of a series of concentric color
progressions that extend from the farthest edge to the
center of an object’s bounding box. The centerpoint s st
relative to the bounding box.

— Use the color ramp to create
multicolor radial fills.

— Use the locate center preview
to set the center of a radial fill.

Fill Inspector: Gradhent > rachal

Locate center preview

Drag the knob in the locate center preview to set the
centerpoint for radial fills. The knobs default position 15
the center of the preview. Hold down Shiftand click
anywhere 1n the preview to reset the radial fill's center to
the center of the fill object’s bounding box.

Note: To simultaneously set a radial fill's center position
and center color, hold down Option (Macintosh) or Alt
(Windows) while dropping the color chip onto the
object.

Multicolor fills

To apply a multicolor fill, choose the Gradient option
from the Fill Inspector. Chck either the graduated fill
button or the radial fill button. Drop colors onto the
color ramp.
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Color ramp

The color ramp displays a preview of your fill. Use it to
specify colors: a minimum of 2 colors and a maximum

Spot colors under a lens are converted to process colors
for outpur. Use the Eyedropper Xtra tool to capture new
colors created by a Lens fill effect.

of 32.

To

Do this

Add a color to the
color ramp

Reposition a color
within the fill

Place a color in
more than one
location on the
color ramp

Remove a color
from the color
ramp

Change a color on
the color ramp

Drag a color chip onto the
desired location on the color
ramp. A color well for this chip
appears.

Drag a color chip along the
color ramp to a new position.

Hold down Control (Macintosh)
or Alt (Windows) and drag an
existing color on the color ramp
to copy it to a new location.

Choose a color chip, drag it
away from the color ramp to
an inactive area, and release
the mouse button.

Drag a new color
onto an existing color chip.

To change the colors of the top
color well and the bottom color
well, choose a new color from
the appropriate Color List pop-

up.

Note: Changing the fill from multicolor to Basic fills the
object with the color displayed in the top color well.

Lens fills

A Lens fill transforms a selected object into any of six
special-effect lenses—Transparency, Magnify, Invert,
Lighten, Darken, and Monochrome. These effects in
turn modify the appearance of images, objects, and text
over which the lens 1s placed.

i [25
[0]=][=[A]D]

[Lene  ~
[Transparency  ~1]1
[ |Er—

Opacity .
o J=r—a

[ Centerpaint

[ Objects Only

O Snapshat

Fill Inspector: Lens

Choose the Lens fill.
Choose a type of Lens fill.
Choose a color.

Adjust the effect.

Check to display a moveable
centerpoint handle located at x
and y coordinates in the fields.

Check to apply the lens effect to
objects but not to empty areas.

Check to capture the current
contents of a lens as a
moveable picture.

Centerpoint—Check to display a moveable centerpoint
handle at the center of a selected lens. Drag the
centerpoint anywhere in the document using the
Ponter tool. Shift-clicking the centerpoint returns the
centerpoint to the center of the lens. Unchecking
Centerpoint removes the centerpoint. Deselecting the
lens causes the centerpoint to disappear without
changing the lens effect.

Magnify fill at 3x
magnification.
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Objects Only—Check to apply the lens effect to
objects, not empty areas, under the lens.

| —— Invert fill with Objects

w Only checked

Invert fill with
Objects Only unchecked

Snapshot—Check to capture the current contents of
the lens, allowing the lens to be moved anywhere in the
document without changing the lens contents.

With Snapshot checked,
the magnify fill retains its
contents when moved.

The image remains in the
lens without checking
Centerpoint.

Note: Choosing a new Lens type automatically
unchecks Centerpoint, Objects Only, and Snapshot.

From one Lens fill to another, the options located
between the Lens type pop-up and the Centerpoint
checkbox on the Fill Inspector differ.

Transparency

Enter a number from 0 (complctcly transparcnt) o 100
(complctcly opaque) or use the slider to adjust the
opacity of the transparency fill.

Applyinga tmnpa;w? Jill to the fairy’s wing and gown
ect.

creates a see-through g

Magnify

Enter a number from 1 to 100 or use the slider to adjust
the number of times the magnify fill magniﬁcs objects
under 1t.

Centerpoint

5 s N

The e//ng bas a magmfy fill set at 3x with a floating

cemerpomt.
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Invert

Colors under the mvert fill appear as their
complementary CMYK colors (their opposites on a
color wheel).

An myert fill apphed to an image creates a negatve image

Lighten

Enter a number from 0 (no change) to 100 (completely
white), or use the slider to adjust the percentage by
which the lighten fill lightens colors under it.

A triangle with no stroke has a lhghten fill to simulate a
nay of hght

Darken

Enter a number from 0 (no change) to 100 (complctely
black), or use the slider to adjust the percentage by
which the darken fill darkens colors under it.

An object created by tracing the water bas darken fill to
darken the water:

Monochrome

Choose a color 1n the monochrome Fill Inspector:
Colors under the monochrome fill appear as
monochrome degrees of that color. Each color under the
monochrome fill appears as a tint of the chosen color:
The amount of lightness in the origmal color determines
the tint value.

A monochrome fill creates a monockrome effect
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Using Lens fills

A lens does not actually change properties of the objects
under it; 1t creates duplicate ochcts inside the lens. Thm
i1s apparent when Ccntcrpom[ 1s checked and the lens 1s
moved from the centerpoint or vice versa.

Remember that using Lens fills, especially on top of each
. 4l

other, can quickly add hundreds of objects to the

document, greatly increasing both file size and princ

time, which may render your file unprintable.

An awareness of the placcmcnt of laycrs, as well as the
arrangement of objects within a layer, 1s key to successtul
use of Lens fills.

EDS files are not affected by lens-filled objects. An object
with a paste inside cannot receive a Lens fill; however, a
lens-filled object can be pasted inside another object.
Text cannot recetve a Lens fill unless the text 1s
converted to paths.

To remove a Lens fill, select the lens-filled object, and
then choose None or another type of fill in the Fill
Inspector, or delete the lens-filled object.

Up to eight lenses can be stacked on top of each other.
When a ninth lens 1s stacked upon eight others, the
bottom lens no longer affects the lenses above 1t.

Tiled fills

Tiled fills are patterns based on a repeating object, or tile,
that you create. Create a Tiled fill using graphics or text
pasted mnto the Fill Inspector. FreeHand will not allow

EPSs, bitmap images, or other Tiled fills in a Tiled fill.

o [
|O|’?»|EI|A|D|

Tﬂed
W Click to paste from the Clipboard.
(Copr ot T | — Click to copy tile to the Clipboard.

Type or use the wheel to set the

Angle
> g — angle (orientation) of the tile.
seale 5: ——— Type x and y values to reduce or
- Jioe_] enlarge the tile.
Offset: — Type x and y values to set the
XiD wlo ] starting position of the tile.

Fill Inspector: 1 iled

Spacing
The bounding box of each repeating object of a Tiled fill

aburs those of 1ts neighbors and determines the space
berween each object. When the Tiled fill consists of text,
the text block determines the size of the tile, unless the
text is first converted to paths. The more complex the fill,
the slower it prints and redraws on screen.

Scale%

Enter x and y values to set percentages of the original
object’s height and width. Enter equal values to scale
proportionally or different values to create distortion.
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Offset

Enter a positive value or a negative value to realign the
pattern within the object you are filling by the amount

you specify.

0 Positve x values move the fill to the right
0 Negative x values move the fill to the left.
0 Positve y values move the fill up.

0 Negauve y values move the fill down.

To create and apply a Tiled fill:

1 Create an object to use as the tile and choose
Edit > Cut or Copy. If you choose Copy,

remember to deselect the original object before

proceeding.

2 Select an object. Choose Tiled from the Fill
Inspector and click Paste in.

Note: To create a Tiled fill with space between its

repeating tiles, draw a rectangle with a stroke and fill of

None around the tile, and paste them in together.

To realign a Tiled fill within an object:

1 Select the object with a Tiled fill.

2 Display the Transform panel and uncheck the Fills

checkbox.

[T Tranaterm 1 |
A EEEE7
Mone dinbmce

wle |

(] Il' |

El Cordmde
O Fie

[ETTY]

3 Drag the object with the Pointer tool over its
Tiled fill, realigning them.

4 Check Fills in the Transform panel and reposition

the object as needed.

T Transform G0
D)5l e EN
Move distance :
0 |0.354976

y:|-0.534626

Contents
Fills
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Textured fills

Texeured fills are non-editable PostScript language
patterns. Because Textured fills printac one size, they
cannot be scaled with an object. Choose a Textured fill
from the Fill Inspector. The sample displays the
currently chosen Textured fill. Note that the sample
does not change as you modify the fill color:

Textured fills
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Basic FreeHand text

concepts

The Text tool and the Pointer tool are the only tools
necessary for working with text, and they appear in the

Toolbox.

A

Using the Text tool

To

Do this

Create a new
text block

Type text

Highlight text

Select a word

Select a
paragraph

Select all text
within a text
block

Momentarily
switch to the
Pointer tool

Switch to the
Pointer tool

Click or click and drag in your
document.

Click in your document and begin
typing, or click within an existing
text block to place an insertion
point and begin typing.

Click to place an insertion point
and drag to include the desired
characters, words, or paragraphs.

Double-click anywhere in the
word.

Triple-click anywhere in the
paragraph.

Choose Edit > Select > All after
placing an insertion point to select
all text within a text block or linked
text blocks.

Selecting all text and pressing
Delete does not remove the text
block, only the characters.

Hold down Command (Macintosh)
or Control (Windows). Release
Command or Control to return to
the Text tool.

Press 0 (zero) when no text block is
selected.

Using the Pointer tool

To

Do this

Select a text block

Manipulate a text

block handle

Link one text block

to another

Finish typing

Switch to the Text

tool

Click a text block. Drag to move
it, or press Delete to remove it.

Click a side-middle or bottom-
middle handle to turn on or
turn off auto-expansion, or click
and drag a side handle to adjust
kerning, a bottom handle to
adjust leading, or a corner
handle to adjust the size of a
text block.

Click and drag from the link box
of one text block to the body of
another text block.

Click outside the text block.

Clicking outside the text block
with the Text tool creates a new
text block.

won

Press “." (period), press “A,” or
double-click a text block. On the
Macintosh, use Shift-F9.

Note: On the Macintosh, use Command-Tab to finish
typing text and deselect the text block.
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Anatomy of a text block

FreeHand text 1s container-based. There are two kinds
of containers, or text blocks: standard and auto-
expanding, Text blocks selected with the Pointer tool
display eight handles and a link box. Learning how these

handles work 1s crucial to understanding text in

FreeHand.

Drag the top-middle
handle to adjust leading.

Drag corner handles to

Mﬂ;‘}" .f:!ﬂ'ﬂf .|'I_ scale the text block.
little lamb.
Its fleece
was white
A5 SO,

Drag the side-middle
handle to adjust range
kerning.

Use the link box to link
one text block to another
or to an object.

Solid middle handles indicate a standard text block.
Hollow middle handles indicate an auto-expanding text
block. Double-click a handle to switch between solid
and hollow.

When switching between standard and auto-
expanding, click directly on the approprate text block
handle and not on the border. Double-clicking the
border of a text block activates the text block’s
transformation handles.

A standard text block maintains a fixed size. In contrast,
an auto-expanding text block dynamucally increases or
decreases 1n size to fit the text 1t contains.

Use standard text blocks for large amounts of text. In
standard text blocks, text automatically wraps from one
line to the next. Use auto-expanding text blocks for
small amounts of text, like labels and captions.

The highlight color of text block borders are visible on
screen in Preview mode—when deselected, only the text
is visible. In Keyline mode, both the text block border
and the text 15 visible. If a selected text block does not
display 1ts highlight color 1n Preview mode, check the
General> “Smoother editing”> “Highlight selected

paths” preference.

See Applying color to text blocks™ on page 195 to assign

color to text block borders.

Text blocks selected with the Text tool display only the
text rulers and the Text tool cursor. To show or hide the
text rulers, choose View > Text Rulers or use
Command-/ (Macintosh) or Control-Shift-Al-T
(Windows).

Ennnn_
Mary had a

little lamb.
lts f?ﬁaﬂ*

wes white
A5 SHot.

Creating text blocks

With the Text > “New text containers auto-expand”
preference checked, click the Text ool to create a text
block that expands both horizontally and vertically
when typing,

To create a standard text block with the Text > “New text
containers auto-expand” preference checked, drag the
Text tool to the size of the text block. With this
preference unchecked, click with the Text tool to create a
standard text block, i which text wraps automatically.

On the Macintosh, hold down Control and click with
the Text tool to create an auto-expanding text block
when this preference 1s unchecked.

Choose one of the following ways o turn on auto-
expansion of existing text blocks:
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0 Using the Pointer tool, double-click the side-middle
handles to turn on or turn off horizontal auto-
expansion. Double-click the bottom-muddle handle
to turn on or turn off vertical auto-expansion.

0 Select single or multiple text blocks. Click the
horizontal and vertical buttons on the Object
Inspector to turn on or turn off auto-expansion.

=3

16 turn on or turn off auto-expansion for all text blocks
within a selection of multiple objects, on the active page,
or within a document, use the Find & Replace Graphics
panel. Choose Edit> Find & Replace > Graphics, and
click the Select panel. Choose Object type from the
Attribute pop-up and Text from the Object type pop-
up. Specify a scarch criteria in the Search pop-up and
click Find. This selects all text blocks. Click the
appropriate buttons on the Object Inspector to turn on
or turn off auto-expansion.

Auro-expanding text blocks function like standard text
blocks, with these exceptions:

0 Auto-expanding text blocks can contain only one
column.

0 The corner handles of an auto-expanding text block
do not scale the text block.

0 Desclecting an empry auto-expanding text block
deletes 1.

Manually adjusting spacing and leading

To Do this

Increase or
decrease letter
spacing (range

Drag a side-middle handle.

kerning)

Increase or Hold down Option (Macintosh) or

decrease word  Alt (Windows) and drag a side-

spacing middle handle of a single-column
text block.

Increase or Drag a top-middle or bottom-

decrease leading middle handle.

"To modify range kerning and leading using the Text
Inspector, the Text menu, or the Text toolbar, see
‘Adjusting kerning and range kerning” on page 190. For

information about word spacing, see “Spacmg" on

page 204.

Manually scaling standard text blocks

In a standard text block, a dot in the link box indicates
text overflow. When this happens, scale the text block, or
link the overflow text block to another text block or to

an object. An empty link box indicates all the
contarners text 1s visible.

To Do this

Scale a text Drag a corner handle with the

block Pointer tool. Text within the
container reflows to fill the new
size.

Scale a Hold down Shift and drag a

text block corner handle. Text within the

proportionally

container reflows to fill the new
size.

Scale a text Hold down Option (Macintosh) or
block and text  Alt (Windows) and drag a corner
(font size) handle.
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To Do this

Scale a text Hold down Shift-Option
block and text  (Macintosh) or Shift-Alt

(font size) (Windows) and drag a corner

proportionally  handle.

Reduce the size Double-click the link box with the
of a text block  Pointer tool.

to fit the text

Only standard text blocks are scalable. Use corner
handles when scaling. The top-, bottom-, or side-middle
handles change text actributes rather than reflow rext. To
scale a text block by assigning precise dimensions, select
a text block and enter width and heighr values in the

Object Inspector:

Linking text blocks

Ten bes, o ol ris b it s ¥ b Nk v g
] ——ra— I ey
Tt 1 dilar in th Ard b S #rd trar

Thek BRI dr

dimm kins

1 hree text blocks and a parb

Link text blocks to flow text from one text block to
another or from a text block to an object, such as a pach.
A linked object acquures text block attributes and retains
these attributes even after deleting text from the object.
Use the Objcc[ Inspector and the Text Inspector
together to format text inked to a path.

To create a link, select the link box of a text block with
text overflow and drag the link line to the nside of an
empty text block or onto an object. Once objects are
linked, text flows mnto the empty text block or into the
object. Link any number of text blocks on a single page
or across multiple pages.

Changes to selected textin a linked text block may affect
text in other linked blocks. For example, when enlarging
the font size in one text block, text may reflow into the
next block.

Breaking links

To break a link, click the link box of a text block and
drag the link line to an empty area in the document.
Text flows back nto the last linked text block. Breaking
links in the muddle of a chain of text blocks leaves empty
text blocks after the last linked block.

To break a link and retain text placement:

1 With the Text tool, select the text in the second
text block and choose Edit > Cut.

2 Drag a link line from the link box of the first text
block to an empty area in the document.

3 Place an insertion point in the second text block
with the Text tool and choose Edit > Paste.

Text remains intact but is no longer linked. The first
text block has an empty link box indicating no text
overflow and no link.

Cutting or deleting a text block other than the first text
block 1n a linked series does not delete the text itself.
When pasting the cut text block, the text 1s a copy of the
original text. After deleting a text block, the existing text
reflows across the remaining text blocks.

Text 183



Deleting empty text blocks or objects

Breaking links may leave empty blocks. With an empry
text block selected, press Delete, or choose Edit> Clear,
or double-click 1ts link box to delete 1t. Because
deselected text blocks are invisible in Preview mode,
choose View > Preview to turn off Preview mode or use

Command-K (Macintosh) or Control-K (Windows)

to switch to Keyline mode.

To delete all the empty text blocks in a document,
choose Xtras > Delete > Empry Text Blocks, or use Find
& Replace Graphics to remove all mvisible objects.
Choose Edit> Find & Replace > Graphics, and click the
Find & Replace tab. Choose Remove from the Artribute
pop-up. choose Invisible objects from the Remove pop-

up, and click Find.

Using the Text Editor

The Text Editor provides another environment for
reviewing and editing text. Use it when textis difficult to
edit on screen or when editing invisible characters.

Tow i Fwion

EllﬂAl LT

P [ T W AR R R

To edit existing text in the Text Editor:

1 Select the text block and choose Text > Editor or
use Command-Shift-E (Macintosh) or Control-
Shift-E (Windows) to display the Text Editor.

2 Edit the text in the Text Editor.
Check the 12 Point Black checkbox in the Text

Editor to ignore forma[ting attributes and display
text 10 12-pomnt black type. This option does not
affect the actual text in a document.

3 Click OK, Cancel, or Apply.
0 Click OK to apply changes to the text and close
the Text Editor.
0 Click Cancel to close the Text Editor without
applying changes.
o Click Apply to apply changes to the text
without leaving the Text Editor.

Here are other ways to display the Text Editor.

0 Tocreate a new text block and open the Text Editor
simultaneously, hold down Opuon (Macintosh) or

Alt (Windows) when creating a text block.

0 To simultaneously make the text active and display
the Text Editor, hold down Option (Macintosh) or
Al (Windows), and double-click a text block with

the Pointer tool.

0 Toalways edir text in the Text Edicor, check the
Text> Always use Text Editor” preference.

Note: In Windows, right-click a text block, and then
choose Editor from the menu to display the Text Editor.
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Showing non-printing text symbols

16 show non-printing text symbols in the Text Editor,
check Show invisibles. These symbols are only visible

and editable 1n the Text Editor, except em dash and en
dash, which are visible 1n all text.

Space Represents a single space.
Tab Represents a tab.
-
End of Represents a hard return at the end of
paragraph a paragraph.
q
End of Forces text following the symbol to
column start at the top of the next column or
_f linked text block.

End of line Forces text following the symbol to

- start on the next line.
Non- Inserts a space that prevents text on
breaking either side of it from breaking at the
space end of a line.
Em space  Inserts a space equal to the width of a
O typeface’s point size.
En Space Inserts a space equal to half an

em space.
i] p

Thin space Inserts a space equal to one-fifth of an

| en space.

Em dash Visible in all text. Inserts a dash the
- width of an em space.

En dash Visible in all text. Inserts a dash the

- width of an en space.

Discretionary Inserts an invisible hyphen indicating
hyphen where text should break at the end of
—_ a line.

Note: Use a discretionary hyphen to hyphenate without
checking Hyphenate in the Text Paragraph Inspector.

To insert a text symbol 1n text, whether in the Text
Editor or in a text block, place the text cursor in the
appropriate place in text, choose Text > Special
Characters, and then choose the appropriate symbol.
Space, tab, and end-of-paragraph symbols are mserted
using the spacebar, Tab key, and Return key, respectively.

Tools to format text

Use the Text Inspector, the Text menu, or the Text
tpolbar to apply precise type spcqﬁcanons to characters,
lines of text, paragraphs, and entire text blocks.

Text Inspector

Choose Window » Inspectors > Text to display the Text
Inspector. Apply frequcntly us§d type spcciﬁcations and
text formatting from one location.

Character
Paragraph
Spacing
Columns and Rows
Adjust Columns
EEIEEE

0 Choose the Text Character Inspector to set the font,
style, size, text alignment, leading, and kerning;
shift the baseline; and apply text effects and

paragraph styles.

0 Choose the Text Paragraph Inspector to set
paragraph spacing, indentation, and hyphenation;
apply hanging punc[ua[ion to paragraphs; and
apply rules to paragraphs.

0 Choose the Text Spacing Inspector to scale
characters horizontally; set word and letter spacing;

and keep words and lines of text together to prevent
awkward breaks at the ends of lines and columns.

0 Choose the Text Columns and Rows Inspector to
create columns and rows and to adjust text flow.

0 Choose the Text Adjust Columns Inspector to
copyfit text precisely.

Text 185



Text menu

Set the font, point size, style, text alignment, leading, and
case; apply text effects; and choose special characters.

Text toolbar

Use the buttons and entry fields to set the font, type size,
type style, leading, and text alignment and perform
advanced functions. Use Command- Opuion-T
(Macintosh) or Control-AleT (Windows) to show or
hide the toolbars.

Font Style Size Leading

In Windows, the Text toolbar includes a paragraph style
pop-up and buttons for Bold and Iralic character styles.
Click both Bold and Iralic buttons to apply a font’
Boldlrtalic character style, when available. An 1con next
to the font name indicates whether the font 1s a
TrueType or a device font. Absence of an 1con indicates a
system font or an unidentfiable font.

Alignment  Flow Inside Path

Tirnes

Plain

=

FreeHand Help

Percentage [%]
Extra [+]
Fixed [=]

|—Convert to Paths

Justified | Detach from Path
Right Attach to Path
Centered
Left

Téxt toolbar (Macintosh)

Paragraph style Font S|ze Leading

S

|| Al

|'Normal Text

Percentage [%]

Extra [+]
Fixed [=]

Character styles

Al|gnment ‘Flow Inside Path

B|/7|=|=|=|=| 7]
Convert to Paths
Justified|  Detach from Path
Right Attach to Path
Centered
Left

Téxt toolbar (Windoms)
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Selecting text with the right mouse Choosing shortcut commands for text

button (Windows)

Many choices available in the Text menu, Text toolbar, Choose To

and the Text Inspectors also appear in the Text shortcut Edit
menu. To display text options, right-click one or more
text blocks. Right-click a path to choose Flow Inside

Display the Edit menu showing
commands applicable to the
text block.

Pach or Actach to Path. Font, Size, Type  Specify a font, a font size, a

Style, Effect, Align, style, a text effect, an

Echt v or Leading alignment, or a leading value.

:‘": : Editor Display the Text Editor.

Topm 3 ] .

Eﬂ, e ' Detach From Path Separate text from its attached

g " path.

L b .
Remove Restore a text block to its status

Edima Transforms before any transformations.

Duiech Frar Pathi
Aewdee Tk

Convert To Paths

Convert text to paths.

Lol Ta Pathe

gt ¥ Select Specify a selection domain.

e ]

" View Choose a magnification view for
HRH * the active page.

Leck

- Arrange Move the text block by
= choosing:

Propstsz Bring to Front,

B} Move Forward,
lext shortcut menu

Lock or Unlock

Group or Ungroup

Properties

Move Backward, or
Send to Back.

Lock or unlock the text block’s
position. Locked text blocks
cannot be transformed, cut,
copied, or deleted.

Group or ungroup objects.

Display the Text Character
Inspector to view text options.
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Setting precise type
specifications

Applying character and paragraph
attributes to text

|

s | 4 || NN Wv |

§
|
[ ][4 ]

— Assign font, type style, type
size, and justification to text.

H,

Fluin =iz

[ET= [ [m][_]

Leufing

ﬂn
i

Fiueps bebie)

ro— T

B

—Enter precise values for leading,
range kerning, and baseline shift.

iﬂ

—Apply an effect to selected text.

JE

Apply a paragraph style to
selected text.

Téxt Character Inspector

Use the Text Character Inspector to apply attributes to
selected characters, a range of text, or an entire text block.
To apply text forma[ting to all text 1n a series of linked
text blocks, place an nsertion point, and choose

Edic> Select > All. Then assign attributes.

Choose a paragraph style from the pop-up on the Text
Character Inspector. Save frequently used attributes in
paragraph styles, and quickly drag and drop formatting
from the S[ylﬁs panel onto paragraphs. For more
nformation about creating and working with

paragraph styles, sce ‘Managing styles” on page 100.

Common text attributes

To specify Do this

Font Choose a font from the
Text > Font menu, from the pop-
up in the Text Character Inspector,
or the Text toolbar.

Style Choose a style from the
Text > Style menu, from the pop-
up in the Text Character Inspector,
or the Text toolbar (Windows).

Choose a point size from the

Text > Size menu, from the pop-
up in the Text Character Inspector,
or the Text toolbar.

To specify a point size not in the
list, choose Text > Size > Other,
enter a value in the Size field, and
click OK; or type a value in the
point size entry field in the Text
Character Inspector or the Text
toolbar, and press Return.

Point size

Choose from the Text > Align
menu, click one of the alignment
buttons in the Text Character
Inspector, or the Text toolbar.

Paragraph
alignment

Choose a capitalization option
from the Text > Convert Case
menu.

Capitalization

Clicking a font name 1n the Font pop-up 1n the Text
Character Inspector previews selected text in the chosen
font. With no text selected, clicking a font name
previews AaBbCcDd” (Macintosh) or the name of the
font (Windows). In Windows, an icon next to the font
name indicates whether the font 1s a TI‘LICTYPE ora
device font. Absence of an 1con indicates a system font
or an unidentifrable font,

axf A0

=N
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Text style keyboard shortcuts

To apply Use

Bold Command-Option-B (Macintosh) or
Control-Alt-B (Windows)

Italic Command-Option-I (Macintosh) or
Control-Alt-1 (Windows)

Bold Italic Command-Shift-Option-O
(Macintosh) or Control-Shift-Alt-O
(Windows)

Plain Command-Shift-Option-P (Macintosh)

or Control-Shift-Alt-P (Windows)

Note: The text style keyboard shortcuts function only
when the corresponding font variation is available.

Text alignment keyboard shortcuts

To align Use

Center Command-Shift-Option-M
(Macintosh) or Control-Shift-Alt-M
(Windows)

Left Command-Shift-Option-L (Macintosh)

or Control-Shift-Alt-L (Windows)

Right Command-Shift-Option-R (Macintosh)
or Control-Shift-Alt-R (Windows)

Justified Command-Shift-Option-J (Macintosh)

or Control-Shift-Alt-J (Windows)

Converting case

Casce 15 the condition of a letter pertaining to whether it
Is uppercase (Capi[al letters) or lowercase %small letters).

Choose from five options for applying to selected texta

case formart from the Text > Convert Case menu. Letters
entered after a case format 1s applied do not conform to

the format.

0 Uppercase—Converts to uppercase all letters i a
selected text block.

O Lowercase—Converts to lowercase all letters in a
selected text block.

0 Small Caps—Converts to uppercase all leters 1n a
sclected text block, then reduces the point size
specified in the Text> Convert Case > Settings dialog
box.

Seitings | Set reduction as

wmall Capsz | a percentage of
uppercase letters.
El 4 of poind s "

0 Title—Converts to uppercase the first letter of each
word 1n a selected text block.

0 Sentence—Converts to an uppercase leter only the
firse lecter of each sentence 1n a selected block of text.

Designating exceptions to capitalization
options

Checking a Convert Case option under Use Exceprions
for protects all words in the list of exceptions when the

checked option 1s applied.

Use Exceptions for: Check options

[] upper Case that are to
[] Lower Case ignore all
[1 small Caps exceptions.

Title Case
[ Sentence Case

[
and !
i Add...

Display an entry
field to add one

: or more
ihe inon at| exceptions.
Delete a
Enter one or more highlighted
exceptions in the entry exception.

field. If entering more
than one, separate each
with a space.
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Adjusting leading

Leading in FreeHand s calculated from the baseline of
one line of text to the baseline of the next. When
;1ssigning lcading from the Text menu, choose Solid to
set leading equal to the type size of the text and choose
Auto to set the leading to 120% of the type size of the
text. Choose Text > Leading > Other to display the
Leading dialog box. Three options appear in this dialog
box, in the Lcading pop-up in the Text Character

Inspecror, and in the Text toolbar:

0 Extra—This option increases the standard leading,
measured in points. The total leading equals the
point size of the type plus the extra leading spcciﬁcd.
Choose + from the Leading pop-up in the Text

Character Inspector or the Text toolbar.

O Fixed—This option sets the leading to the exact
point size specified. Choose = from the Leading pop-
up in the Text Character Inspector or the Text
toolbar.

0 Percentage—This option measures a percentage of
the point size of the type. Standard leading 15 120%.
For example, using 10-point type and entering 120
as the percentage yields a leading of 12 points.
Choose % from the Leading pop-up in the Texe
Character Inspector or the Text toolbar.

Adjusting kerning and range kerning

Kerning refers to the space berween two letters. Range
kerning refers to the letter spacing across a range of
characters. To kern precisely, select text and enter values
1 the enery fields in the Text Character Inspector. Each
kind of kerning value 1s a percentage of an em space,
which is the space equal to the width of a typeface’s
point size. Positive values increase spacing; negative
values decrease spacing,

To adjust space between two characters:
1 Click between two characters with the Text tool.

2 Enter a percentage value in the Kerning entry
field in the Text Character Inspector and press
Return.

Free|Hand &=

To adjust space between a range of characters
(range kerning):

1 Select a range of characters with the Text tool.
2 Do one of the following to apply range kerning:
0 Enter a percentage value in the Range kerning

entry field in the Text Character Inspector and
press Return.

0 Hold down Option (Macintosh) or Control-
Alt (Windows) and press the right or lefc
cursor key to increase or decrease kerning by
one percent of an em.

Fange kerning:

HiZgEd .
r e e H a n[(Rcmt®

0 Hold down Opuion-Shuft (Macintosh) or
Control-Ale-Shift (Windows) and press the
right or left cursor key to increase or decrease
kerning by 10 percent of an em.
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Shifting the baseline
Use the Baseline shift entry field in the Text Character

Inspector to shift text upward (superscript) or
downward <subscript) in relation to the baseline of the
text. Special characters like ® and © usually appear
shifted above the rest of the text.

To shift the baseline:
1 Select text with the Text tool.

2 Enter a value in the Baseline shift entry field in
the Text Character Inspector and press Return.
Enter a positive number to shift the baseline of the
text upward or enter a negative number to shift it
downward.

Alrernatively, use Option (Macintosh) or Control-
Al (Windows) and press the up or down cursor
keys to apply a bascline shift.

Freel§land

Fl‘eeﬁand

Note: To create footnotes and superscript special
characters like © and ™, select shifted text and reduce

the size.

Easeline shift:

Bmpling phit

Using the text rulers to set tabs
and indents

A text block selected wiath the Text tool displays the text
ruler at the top. Text rulers display tab and indent
markers above selected text blocks. To show or hide text
rulers, choose View > Text Rulers or use Command-/

(Macintosh) or Control-ShifcAleT (Windows).

Default tabs lefr-align ac half-inch intervals, regardless of
the unit of measurement for the document. To add
custom tabs to a document, choose from the five kinds
of tabs available on the text ruler: left, right, center,
decimal, and wrapping,

eft-align tab marker
Right-align tab marker
Center-align tab marker
Decimal-align tab marker
Wrapping tab marker

Text ruler  Right indent marker

I I 1 ||

:'h E;nl:\. ":;'l:m:: e oF IIJ-':.."\.-'::':IJ-I I‘-Ic
rastryd aned hie compesr| Thar assghtwm coman o
bt coaurt of Porma. Full |auds he ezong ' i hdar,

Default tab marker

Left indent marker

First-line indent marker

When a page is scrolled so that the top of the text block
15 beyond the top of the document window, the text
ruler floas (remains visible) Just below the title bar. The
text ruler also floats when the text block 1s rotated 90°
and the page 1s scrolled to the left or the right so that the
top of the text block 1s out of view.

Text vuler floating above tet block
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Setting tabs To define a space between two columns created with
wrapping tabs, place a wrapping tab on each side of a
column, and then placc another one at the beginning of
the next column.

Seta tab for a single paragraph or a range of paragraphs.
With paragraphs containing different tab and indent

serrings selected, only the firsc paragraphs tab and indent
setrings appear on the text ruler and the tab area 1s TrEmE

| .,

dimlnc(i Changcs InadC o [hCSC SC[fingS aﬂCCf all .....................................................................

selected paragraphs. Drag and drop tab markers to set 'ﬂ'{"ﬂ:]"l Its And The

tabs manually. To move a tab, drag and drop the tab Had a ﬂ-l."ff-'f EVETY- lambs

marker to a new location. To remove a tab, drag the tab fiiele  poves iiere v

marker off of the text ruler. Double-click the text ruler to lamb.  white thar SHFE 1D

display the Edir Tab dialog box for setting tabs using ) M,

precise values. s Mary go.
o Rl

Use To

Wiapping tabs
Default tabs Align the left edge of text at
half-inch intervals.

Left-align tab  Align the left edge of text to the To set tabs by dragging and dropping markers:

tab marker. 1 Place an insertion point or select a range
of paragraphs.

2 Drag and drop a tab marker onto the text ruler to
specify text alignment.

Right-align tab  Align the right edge of text to the

tab marker. _
All default tabs to the left of the new tab disappear.
3 Place an insertion point and press Tab to align
Center-align tab Align text to the center of the text to the new tab setting.
tab marker.
To set tabs using precise values:

1 Place an insertion point or select a range

Decimal-align  Align text at the decimal point. If of paragraphs.

tab the text does not containa
_ fﬁg't'gjt' point, the tab right-aligns 2 Double-click the text ruler to display the Edit Tab
’ dialog box.

R |
t i e e e e Double-clicking a tab marker displays the Edir Tab

194 9% 465

1005 155% 775 dialog box and 1ts specific tab settings.
1996 135% 1190 3 Enter a value in the Position entry field to set the
distance from the left edge of the column or text
Wrapping tab  Flow multiple lines of text block to the new tab.
between two tab markers. 4 Choosg from the Alignment and Leader pop-ups
to define the tab and click OK.

All default tabs to the left of the new tab disappear.
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5 Place an insertion point and press Tab to align Setting indents
text to the new tab setting. ) ) ) )
To set a paragraph indent, place an nsertion point or

Edit Tab select a range of paragraphs. Drag an indent marker to
Alignment: [Left Set the type of tab. set the desired margin or indent.

Position: -—Set a precise
. location for the tab. Use To

— Set the type of
(‘cancel ) - character used to fill First-line indent  Set the indent of the first line
- the space before a marker independently of the rest of
tab. k the paragraph.
Edit Tab dialog box

I
b+ fr=snd wnd bk

Using tab leaders
. . . Left indent Set the left paragraph margin.
Tab leaders fill the space occupied by a tab with marker paragrap E
characters—add them to any type of tab except ' EREEE
wrapping tabs. Choose from several types of leaders in
the Edit Tab dialog box or create a custom leader. “ith by ther
his freend and b
frothe court of
To add a tab leader: love, to me! Thi

1 Double-click an existing tab marker or the text

Right indent Set the right paragraph margin.
ruler to display the Edit Tab dialog box. n:grkelr 'ght paragrap 9
2 Choose a tab leader from the Leader pop-up. To ‘
enter a custom leader, highlight the entry field, M Faunonk

X hit e mopman
enter a character, and click OK. ! Do

wichpma
slf 1o grest 2
Lows 2w

: Edit Tab of By

[ 21T P EI 39 Alignment; | Decima
T 15.5% | Poaition: [iea
lggﬁ .......... 33 ﬂ% Leader; II

(Cancer | [

Note: Tabs and tab leaders cannot be used in text on
a path.

FEEEE
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To set a hanging indent:

1

2

Place an insertion point or select a range
of paragraphs.

Drag the left indent marker to the right to set the
paragraph indent, and drag the first-line indent
to the left to set a negative first-line indent.
Using the Indents entry fields in the Text Paragraph
Inspector, enter a positive value in the Left entry
field to set the paragraph indent, enter a negative
value in the First entry field to set the first-line
indent, and press Return. Text lines up to the
hanging indent.

e i i Il e i Dy el

o e

Setting margins with the Object Inspector

To apply margins to text within a text block or to
text flowing inside a path:

1
2

Select a text block with the Pointer tool.

Enter values for left, right, top, and bottom in
the Inset entry fields in the Object Inspector and
press Return.

“With hym ther waz 2 genil
Farderser O Houmerale, hin
freend and has T [,
That sereight was comen fro
thee oot of Fomeee, Ful kouds
he soong “Com hider, bowe
i me!’ This

Entering 0 (zero) as the Inset value positions text against
the text block border. Positive values position text inside
the text block border, and negative values position text
outstde the text block border.
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Working with text as objects
Text blocks behave like other FreeHand objects—

precisely position or scale them by entering values in the
Object Inspector, duplicate them, group them, send
them to different layers, and transform them. In regard
to rotating, scaling, skewing, and reflecting, select

Text > Remove Transforms to remove all
transformations applied to a text block. Transforming a
grouped text block transforms the text as well as the text

block.
Coloring text and text blocks

Apply color to text blocks as with other objects. All text
blocks have two parts—the text and the container.

Apply strokes and fills to each part independently.

Applying color to text

To Do this

Apply a Select text with the Text tool and drop
stroke to a color chip onto the color well in the
text Basic Stroke Inspector or onto the

characters  Stroke selector in the Color List.

Apply a fill  Select text with the Text tool and drop

to text a color chip onto the selected text,

characters  the color well in the Fill Inspector, the
Fill selector in the Color List, or drop a
color chip onto the text to apply the
color to all characters in the text
block.

Remove Select text with the Text tool and

a color choose None from the Stroke or Fill

stroke or fill Inspector, or drop the None color chip
from text onto the Stroke or Fill selector in the
characters  Color List.

FreeHand

Stroked and filled text

Applying color to text blocks

To Do this
Apply a Select a text block and drop a color
stroke toa  chip onto the color well in the Stroke
text block Inspector.
With text selected, check the Display
border option in the Object Inspector
to view the stroked outline.
Apply a fill  Select a text block and drop a color
to a text chip onto an empty area in the text
block block or onto the color well in the Fill
Inspector.
Remove Select the text block and choose None

color from a from the Stroke or Fill Inspector, or

text block drop the None color chip onto the
Stroke or Fill selector on the Color
List.

The Colors > “Color List shows™ preference determunes
how the Color List selectors behave with selected texe
blocks. When the preference setting is “Container color,”
the selectors display the stroke and fill attributes of
selected text blocks. Dragging and dropping a color chip
onto one of the selectors changes the color of the text
block, not the text. When the preference setting 1s “Text
color,” the selectors display the stroke and fill attributes of
selected text.

Note: With text blocks selected and the Both selector

active, selecting colors in the Color List only affects the
text fill color. The Both selector is in the indeterminate

state. To learn more about the Color List selectors, see

“Using the Color List selectors” on page 157
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Converting text to paths

Convert text to paths to change the shape of individual
characters, use text as a clipping path, or apply
complicated strokes and fills to the shape of a group of
characters. Apply Text > Convert to Paths to text in any
PostScript Typc 1, PostScript Typc 3 font created with
Fontographer, or any TrueType font installed on your
computer. Text in linked text blocks cannot be
converted to paths.

To convert text to paths:
1 Select a text block with the Pointer tool.

2 Choose Text > Convert to Paths, use Command-
Shift-P (Macintosh) or Control-Shift-P (Windows),
or click the Convert to Paths button on the Text
toolbar.

A text block converts to a group, which no longer is
editable as text. Choose Modify > Ungroup, use
Command-U (Macintosh) or Control-U (Windows).
or click the Ungroup button on the Main toolbar

to ungroup the converted text to yield individual
characters. Each letter in the text becomes an

editable path.

0 Letters with more than one component, such as the
letter 1, convert to composite paths.

0 Letters with enclosed areas, such as B and
O, convert to composite paths with
transparent holes.

0 Allother letters, such as L and Z, convert to a single

path.

Select a word or phrase and choose Modify > Join. Once
jomed, the selected text behaves as a single object. For
more information about composite paths, see

“‘Composite paths” on page 127.

FreeH anc somm
Fl‘ cC :

Converting text to paths may degrade the on-screen
appearance of text characters because your system’s type-
handling unliry, such as Adobe Type Manager (ATM),
no longer maintains the images of the text outlines.
Converting text to paths may also reduce the print
quality of text, especially at sizes 12 points and less.

l After Joining
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Basic text and path
formatting

Attaching text to paths

To place text on a path:
1 Select a text block and a path.

2 Choose Text > Attach to Path, use Command-
Shift-Y (Macintosh) or Control-Shift-Y
(Windows), or click the Attach to Path button on
the Text toolbar.

You can also draw a path, choose Text > Actach to

Path, and type directly on the path.

For a closed path, text flows along the top of the path
and center-aligns by default. For an open path, only
characters up to the firse carriage return or tab are
displayed. A dot may appear 1n the ink box indicating
overflow if the path 1s shorter than the text.

Tvpe specifications of text attached to a path remain
intact. Edit text directly on the path or use the Text
Editor. To type text directly onto a path, select the path,
choose Text > Actach to Path or click the Actach to Path
button on the Text toolbar, and begin typing,

To remove text from a path, select the path with the
Pointer tool and choose Text > Detach from Path, or
click the Detach from Path button on the Text toolbar.

FreeHand 8 automatically adjusts spacing of lefr-aligned
text on a path to avoid overlapping letters due to path
curvature. FreeHand does not adjust text on a path in
files created i earlier versions of FreeHand, unless you
detach them from and re-attach them to the path
Converscly, left- ahgned text attached to paths in
FreeHand 8 retains the adjustment when opened in
previous versions of FrccHand.

o [

]

Text on a path

Specify which part of the text aligns

Text alignrnent :

Teps to the top and bottom of a closed
path. Choose from None, Baseline,
Battor Ascent, and Descent.

Orientation : - Specify text orientation with respect
1o the path
Show path———1— Check to make the path visible.

Inset:

Left:[0 |
|_R‘-ght;— Enter the distance from the right
edge of the path to the right edge

of right-aligned text.

Enter the distance from the beginning of the path to
the left edge of left-aligned and justified text.

Object Inspector: Text on a path

To place text on the top and bottom of an ellipse:

1 Insert a carriage return at the point where the
text should split.

2 Select the text block and an ellipse.
3 Choose Text > Attach to Path.

If text disappcars after choosing Attach to Path, review
the Text alignment pop-ups in the Objc‘ct Inspector.
Text does not appear on a path with None chosen for
both Top and Bottom alignment.

o hym ther v,
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Applying alignment and orientation to text
on a path

Use this orientation To yield

Rotate around path

me

Baselne Ascent Descent
Vertical
/ﬁxjﬁﬂ,t;qk\ AR ON By %TOL%
Baseline Ascent Descent
Skew horizontal
0N, Lon
Baseline Ascent Descent
Skew vertical
M 61" Pay M
Baseline Ascent Descent
Text flows in the direction of the path. Path direction 1s 2 Choose Modify > Alter Path > Reverse Direction.
from left to “gh_[ (ClOCkW'SC) or from "18_}“ to lef The path direction and the direction of the text flow
(counterclockwise). To reverse the direction of the text, reverse.

reverse the direction of the path.

To reverse the direction of text on a path:

1 Hold down Option (Macintosh) or Alt (Windows)
and subselect the path.

When a path 1s not visible on screen, check Show
path i the Object Inspector or view the path in

Keyline mode.
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To move text on a path manually:

1

Place an insertion point in the text or subselect
the path with the Pointer tool.

A triangular text handle appears to the left, center,
or right of the text, depending on the text alignment.
To display text while 1t moves along the path, hold
down Opuion (Macintosh) or Alt (Windows)
while dragging the text handle.

FreeHand .

Drag the triangular handle to move the text
along the path.

The position of the text updates the values in the
Leftand Right Inset entry fields in the Object

Inspector.

| 1]
Lell |74 T ®
b

To move text on a path a precise distance:

1

Place an insertion point in the text or subselect
the path with the Pointer tool.

Enter a value in the Left or Right Inset entry field
in the Object Inspector, and press Return.

Flowing text inside a path

FreeHand text can flow mside any open or closed path.
To type text directly nside a path, select a path, choose

Text> Flow Inside Path and begin typing,

To flow existing text inside a path and apply
an inset:

1

Select both a text block and a closed path with
the Pointer tool.

Choose Text > Flow Inside Path, use Command-
Shift-U (Macintosh) or Control-Shift-U
(Windows), or click the button on the Text
toolbar.

The path now acts like a text block. Edit the text by
double- chckmg the parh with the Pomnter tool, or by

placing an mnsertion point with the Text tool.

3 To apply an inset, display the Object Inspector.

Enter values in the Inset entry fields.

“With hym
ther was a gentil
Pardoner
Rouncivale, his freend
and his compeer, That
streight was comen fro
the court of Rome.
Ful loude he
soong ‘Com

=
D
' 'z Enter values to define the
- margins between the text
(-H k-]
and the path.
Tinphen bartar

Check to make the path visible.

Object Inspector: Text in a path

Note: To remove text from a path, choose
Text > Detach from Path.
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Wrapping text around objects

Click to remove text wrap
i ---+r--: FCCLT] from a selected object.
L |= N — Click to assign text wrap
to an object.

— Enter values to set the distance
between a selected object and text.
Positive numbers begin text flow
outside the selected object.
Negative numbers keep text within
the selected object.

To display the Run Around Selection dialog box, choose
Text > Run Around Selection or use Command-
Opuon-W (Macintosh) or Control-AleW
(Windows). Use Run Around Selection to WrIap text
around a single object, including imported graphics and
composite paths. Apply Run Around Selection to
objects, not to text blocks. Once assigned, all text
automatically wraps around that object.

Before applying Run Around Selection, make sure that
the object 1s on top of the text. Select the object. Then, to
place the object in front of the text, choose

Modity > Arrange > Bring to Front, use Command-F
(Macintosh) or Control-F (Windows), or move one
layer 1n front of another. For more about using the
Layers panel, see “Simplifying a complex illustration
using layers” on page 92

“With hym ther was a gentil

Pardoner OF Rouncivale, his

freend and his compeer
streight was comen frg

trompe of half so greet a Sourr:
This pardoner hadde heer as

Before

“With hym ther was a gentil
Pardoner Of Rouncivale, his
freend and his compeer,
That streight was

comen fro the court

of Rome. Ful loude

he soong ‘Com hider,

love, to me!” This
Somonour bar to hym a

stif burdoun, Was nevere

After

To wrap text around an object:

1 Select the object and choose Text > Run Around
Selection.

Make sure the object 1s in front of the text before
applying Run Around Selection. Select the object
and choose Modify > Arrange > Move Forward or
Bring to Front.

2 Click the text wrap button, enter Standoff values,
and click OK.

Text wraps around the graphic’s bounding box.

To wrap text around a complex object:

1 Draw a closed path around the object and apply
a stroke and fill of None.

Apply the text wrap to the newly created closed
path.

2 With the path selected, choose Text > Run
Around Selection.

Make sure the object 15 1n front of the text before
applying Run Around Selection. Select the object
and choose Modify > Arrange > Move Forward or

Bring to Front.

3 Click the text wrap button, enter Standoff values,
and click OK.

Use this technique to create the callout text used by
magazines. Create a text block with a border stroke and
an nset value. With this text block on top of the main
body of text, select the text wrap button in the Run
Around Selection dialog box to place the text block
inside a column of text or between columns.
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Working with inline graphics

An nline graphic 1s any object pasted 1nto a text block.
The iline graphic becomes a text character, responding
to text flow and modification like standard text. It has a
point size equal to 1ts original height. FreeHand frames
the inline graphic with a bounding box, which acts as
the border between the graphic and the text.

To place an mline graphic, first cut or copy an object.
Place an insertion point in an existing text block and
paste the object. To remove an inline graphic, highlight
the inline graphic with the Text tool, and cut or delete 1.
With an mline graphic selected, Graphic element
appears in the Effects pop-up 1n the Text Character

Inspector.

Inline graphics retain their original graphic atcributes
when placed 1n a text block. Operations altering strokes
and fills do not affect inline graphucs. For example, when
applying a color to text, the text displays the new color
but the inline graphic remains unchanged.

16 use text blocks or text attached to paths as inline
graphics, group them before copying and pasting them
in the destination text block. Otherwise, the text appears
as indwvidual characters when pasted.

« ith hym ther was a
gentil Pardoner Of
Rouncivale, his freend and his
compeer, That streight was
comen fro the court of Rome.
Ful loude he soong ‘Com hider,
love, to me!” This Somonour
bar to hym a stif burdoun, Was
nevere trompe of half so greet

Create drop caps using miline gr@bbia

Positioning inline graphics

After selecting an line graphic and the surrounding
text, use the Text menu, Text Inspectors, or Text toolbar
to adjust the leading, horizontal scale, range kerning, and
baseline shift.

0 Leading—By default, FreeHand places the bottom
of an mline graphic even with the baseline of text
and adjusts the leading at the msertion point to
accommodate the graphic’s height.

0 Kerning—An inline graphic joins the text
character immediately following it. Applying a
negatve kerning value moves text closer to the
graphic. Applying a positive value moves text
farther away from the graphic.

0 Baseline shift—Applying a negative bascline shuft
moves the inline graphic below the baseline of the
surroundmg texe; applvmg a positive baseline shift
moves 1t above the baseline of the surrounding text.

0 Text wrap—Iexc wraps flush with the graphlcs lefe
edge, leaving a shght space at the right edge, in

respect to the mline graphic’s bounding box.

"To modity text wrap, apply Standoff values to the
nline graphic. To apply Standoff values with the
graphic in the text block, select the inline graphic
and choose Edit from the Effects pop-up in the Text
Character Inspector to display the Run Around

Selection dialog box. Enter values.

0 Graphic along a path—71o flow a graphic along a
path, paste an object at the insertion point of text on
a path.

@& V¥ .
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1 hese graphics flow along a path

Transforming inline graphics

Applying a Transform function—Move, Rotate, Scale,
Skew, or Reflect—rto an inline graphic affects the entire
text block. Transform the inline graphic before pasting it
in the text block for the graphic to retain 1ts assigned
actributes. An line graphic pasted mtoa transformed
text block assumes the texts transformartion.
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Editing text and text attributes

An inline graphic appears in the Text Editor as a black
dot. The black dot acts only as a placcholder when
editing rext.

[ Trat (aemt
Bue—ime o )| (eemm ) Copsn |
111 Il
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A black dot represents each inline graphic in the Text Editor

The following are editable atcributes of an inline graphic:

point size, paragraph spacing, word and letter spacing,
baseline shuft, alignment, leading, and horizontal scale.
Changing the font or type style or applying a text effect
does not affect the inline graphic,

When addmg an nline graphic to a paragraph, a

plus (+) sign appears next to the name of the assigned
paragraph style in the Stvlcs panel to indicate an
override. Removing this override reduces or enlarges
the inline graphic proportionally to match the font size
specified 1n the style. After applying the style, changmg
the font size of the graphic only approximates its
original size.

To edit a paragraph style without altering
inline graphics:

1 Deselect all objects. Select a style name on the
Styles panel.

2 Choose Edit from the Options pop-up in the
Styles panel to display the Edit Style dialog box,
change the settings, and click OK.

The new setrings apply to the text 1n the text block,

but not to the inline graphic.

10 learn more about how to create and edit paragraph

styles, see ‘Managing styles” on page 100.

Applying text effects

To apply a text effect, place an msertion point with the
4 . .

Text tool or select text blocks with the Pointer tool.

Choose one of the six avatlable effects from Text > Effect

or the Effects pop-up in the Text Character Inspecror.

To apply an effect using the default sertings, choose an
effect from the Effects pop-up. To edit the settings,
choose Edit from the Effects pop-up to display the Effect
dialog box. To display a dialog box and edit settings
before applying an effect, choose from the Text > Effect
menu commands. The Shadow effect has no serrings.

Text effects

Effect Displays

Highlight

FreeHand

Inline

Shadow

FreeHand
Strikethrough F } I i

FreeHand
T Peeiand

To speed printing, use the Zoom
effect sparingly. It takes longer to
print.

Underline

Note: The Graphic element effect is used for inline
graphics only. For a full description of options available
in each Effect dialog box, see FreeHand Help.
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It text effects do not display on screen, check the
Redraw > “Display text effects” preference. To speed
redraw; assign effects after typing text, or work in

Kcylinc mode.

To find and select text with effects:

1 Choose Edit > Find & Replace > Graphics to
display the Find & Replace Graphics panel.
Display the Select panel and choose Text effect
from the Attribute pop-up.

2 From the Effects pop-up, choose an effect to find
a specific effect or choose Any effect to locate all
effects.

3 Choose Selection, Page, or Document from the
Change in pop-up to define the scope of the
search.

4 Click Find to select text with the specified effect
applied.

This function supports selection of the text effect, but
not editing the settings of the applied effect or replacing
one effect with another.

Advanced text handling

Spacing and aligning words
and characters
Enter values to change the

width of characters in
proportion to the type size.

=

Y

Horiporde! aoaly
"! Min, Opt, and Max values are the
——— allowable deviation from the
spacing of the font in use—as

= T defined by the size of the font's
iyl o |H—space character.
er—— — Enter values to define spacing
Falacted wory between words and characters.
e

[ .
Enter values to prevent widows.

Check to prevent selected
words from breaking at
the end of a line.

Text Spacing Inspector

Note: A widow is a word or part of a word that occupies
the last line of a paragraph. An orphan is the last word
or part of a word in a paragraph that occupies the first
line of a column.
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Scaling text horizontally

Adjust the horizontal scale of selected text to make the
text wider or narrower without changing the text’s
height. Scaling modifies the character shapes but not the
character spacing,

To scale characters horizontally:

1 Select text or a text block.

2 Enter a percentage value in the Horizontal scale
entry field in the Text Spacing Inspector and
press Return.

FreeHand

Horizontal scale:

T
FreeHand &=

Spacing
Spacing % in the Text Spacing Inspector is the

percentage of spacing berween words and characters.
The values entered in the Opr entry fields speaify a
percentage of the optimum spacing values for words and
characters determined by a font’s design. As text reaches
the end of a line, Min and Max values define the range
of allowable deviation of spacing between words or
characters as measured from the entered Opt values. To
apply only Oprt values, enter the same value mn the Min
and Max entry felds.

1o adjust the amount of space between words, enter
positive values in the Word entry fields. To adjust the
amount of space berween letters in text, enter positive or
negative values in the Letter entry fields.

Adjusting word spacing changes the amount of space
berween words in a text block withour affecting range
kerning. Apply character-level spacing attributes by

kerning or range kerning,

Note: Entering minimum letter or word values that are
less than the optimum values automatically adjusts the
spacing for right-justified text down to the minimum. As
a result, right-justified text could have tighter spacing
than intended.
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Keeping words together

Use the Keep together options in the Text Spacing
Inspector to prevent text from breaking in undesirable
ways when 1t reaches the end of a line, column, or

text block.

To keep selected words together, select text and check the
Selected words option to prevent text from breaking at
the end of a line and creating a widow, a word appearing
alone 1n the last line of a paragraph.

My hero is P.
T. Barnum

My hero is
P. T. Barnum

Fap R
O i wwridi

e tmge e
El Srieiird weide

To achieve the same effect, choose Text > Special
Characters > Nonbreaking Space to nsert an invisible
character that prevents words from separating at the end
ofa line.
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Keeping lines together

10 keep a specified number of lines together, place an
nsertion poin, enter a number in the Lines entry field
in the Text Spacing Inspecror, and press Return to keep
text from breaking at the end of a paragraph or at the
end of a text block n a group of linked text blocks.

Enter a value of at least 2 to prevent the first or last line
of a paragraph from breaking and leaving a single line at
the botrom or at the top of a column.

Keep together:
O Selected words

El Tines

Lasimarrn o o sl o i
At amet, e G
o ieler

wl ;
lisim nee
ralih o imirread
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Jokera magins
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reetrod oo

bt ulsmesrper
agTipil |dborte el
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Spacing and aligning paragraphs

Check to place punctuation
outside left and right
paragraph margins.

IDEAC=IERES

Haragraph spacing :

mme:lCI}——Enter values to add space

IE:]T:D before or after a paragraph.

ents .

Right: [16 Enter values to set the distance
First:[0 | between text and the sides of a

[ Hang punctuation column or text block.

L] Hyphenate
Hules: %—Click to display the Edit
~]| Hyphenation dialog box.

L Choose to apply a rule below the
last line of a selected paragraph.

Check to turn
hyphenation on and off.

ane

Text Pﬂmgrqob Inspector

Setting paragraph spacing and adding rules

To enhance page layour, use space or page ornaments to
create visual breaks between paragraphs.

0 Insert paragraph spacing to add space above or

below paragraphs.

O Apply indents to create margins between text and
the left or right edges of a column or a text block.

0 Apply paragraph rules or lines below paragraphs for

a stronger visual break.
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To add spacing above and below a paragraph:

1

2

Place an insertion point and display the Text
Paragraph Inspector.

Enter values in the Above and Below entry fields.

The larger the value entered, the greater the amount
of space between the paragraph and the one above
or below 1t.

Wch by dher was a genail
Fardener OF Bouncivale, his
Freend and his compecs

Thar = 1 was camen fra
the coun ul: Fome. Ful loude i Mgl
he snong ‘Com hider, love, 1o ] S o

el
This Somonour bar wobhym a
stif burdoun, ®as nevere

trampe of half 5o grect a soun.
This panfoner hadde heer
yedomr as wex, Bar smothie it

E =

“With hym cher was a gentil
Pardanes OF Rouancivals, his
Feeerad and his canpest,

Thear srreighe wies comen fro
the coun of Bome. Ful loude
he el ‘Cenn hider, Jove, 1o |
et

Faragraph spacing:

Above:

Below : lCl

This Somanour bar 1o hym a
wil burdoan., Was nevere
immmps ol hall sa ol 3 ML
This pardemer hadde heer as
yelow & wex, Bur smoche it

To create paragraph margins:

1
2

Place an insertion point.

Enter values in the Left and Right entry fields in
the Text Paragraph Inspector.

Positive numbers place text inside the column or
text block, and negative numbers place text outside
the column or text block.

*Wh b nheer s a el
Pardener Of FRowncivale, his
freend and his compeer

Than sureaght W coiven fro dhe.
woun of Boms. Ful loude he Leﬂ;D
‘Cormn hider, love, 1o me? N

Thi= Somarour bar tobiymi a Firet:
¥ |rst.IC|

il bundoun, Wis nevees tiompe
ot hall so greer a soun. This
pardaner hadde beer as yelow e
e, Bt smiihe

“With v ther was
a geniil Pasda per OF
Rouncivale, his
fre=red and his

Ll ilatedd

Thae stroght was

crsmen fic the coant

al Bome, Ful lesde

he soong, ‘Com hider,

lave, 1o me!” G
This S by e (O
1o by a sl

burdoaen, s nevers

iramge af hall =a

groet asoun. This
pardoret hadde heer
a3 yelow 38 woex, Bur

smcibie 1

Enter a value in the First entry field to set the distance
berween the first line of text and the left margin of the
paragraph. The values in the Indents entry fields reflect
the unit of measurement for the document.
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To apply and edit paragraph rules:

1
2

5
6

Place an insertion point.

Choose from the Rules pop-up in the Text
Paragraph Inspector.

0 Choosing Centered places a rule that 1s centered
in the column or text block.

O Choosing Paragraph applies a rule of the same
alignment as the paragraph above 1t.

Choose Edit from the Rules pop-up to display the
Paragraph Rule Width dialog box.

Paragraph Rule Width

Enter a percentage value and choose an option
from the pop-up.

0 Choosing Last line sizes the rule to fica
percentage of the last line in a paragraph.

0 Choosing Column sizes the rule to fita
percentage of the width of the column.

“With hym ther was a gentil
Pardoner Of Rouncivale, his
freend and his compeer,

That streight was comen fro the
court of Rome.

Ful loude he soong ‘Com hider,
love, to me!’

This Somonour bar to hym a
stif burdoun, Was nevere trompe
of half so greet a soun. This
pardoner hadde heer as yelow as
wex, But smothe it

Paragraph rule 100% of last hne

Select the text block.

Apply a stroke using the Stroke Inspector to
display the paragraph rules and uncheck Display
border in the Object Inspector.

A paragraph rule flows with its paragraph, and it 1s

centered vertically in the space below the paragraph.

Setting paragraph alignment

To precisely control how paragraphs align and to fine-
tune the length of lines of justified text, use the
following: hanging punctuation, ragged width, and flush
zone.

O

Check Hang punctuation to verucally ahgn text to
text rather than text to punctuation marks.

Ragged width specifies the minimum distance non-
justified text spreads over a column and 1s expressed
as a percentage of the column’s width.

Flush zone 1s a special type of ragged width—1t
specifies the justification of the last line of a
paragraph. As with ragged width, the flush zone

value 15 a percentage of the column’s width.

To apply hanging punctuation:

1
2

Select text or text blocks.

Check Hang punctuation in the Text Paragraph
Inspector to position punctuation marks outside
the text block margins.

Text now aligns independently of the following
punctuation marks:

ith hym ther was a gentil
ardoner Of Rouncivale, his
reend and his compeer,

B Hesg pare bty
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Hyphenation

Click the Hyphenate Edit button in the Text Paragraph
Inspector to display a dialog box of variables used when
hyphenating paragraphs. On the Macintosh, choose the
current d1ct1on1ry from a pop-up listing the mnstalled
language dictionaries. In Windows, the pop-up shows
only one language at ume. With Hyphenate checked,
FreeHand applies hyphenation according to the selected

dictionary.

Edit Hyphenation

[0 i | ettt
| US Engiish |

Consetutive hiphens: [3_ |
[ 5kip capitalred meprds

[ Il Bl i st Nion

10 set the limut for consecutive hyphens within a
paragraph, enter a number in the Consecutive hyphens
entry field. Check Skip capitalized words to prevent
hyphenation of capitalized words. To override
hyphenation 1n selected text, check Inhibit hyphens in
sclection. To prohibit hyphenation altogether, uncheck

Hyphenate.

To set hyphenation points manually, choose Text >
Special Characters > Discretionary Hyphen, or use
Command-|hyphen| (Macintosh) or Control-Shift-
[hyphen]| (Windows). With selected paragraphs,
check Hyphenate to turn on hyphenation on a per-

paragraph basis.

To adjust ragged width:
1 Select text or text blocks.

2 Click the Edit button in the Text Character
Inspector to display the Edit Alignment

dialog box.
| | || -I—Edit button

3 Enter a percentage value in the Ragged width
entry field and click OK.

“Wlth hym ther Wals “With hym ther w.
a gentil Pardoner Of  a gentil Pardoner

Rouncivale, his Rouncivale, his
freend and his freend and his

computyt, That
streight was comet
fro the court of
Rome. Ful loude hi
soong ‘Com hider
love, to me!’

Ragged width of 0

computyr, That
streight was come
fro the court o

Rome. Ful loude hi
soong ‘Com hider
love, to me!”

Ragged width of 9

T

Entering a value of 95 forces a line of non-justified text
to fill 95% of the column’s width when the line’s original
width is less than 95%. The last line of a paragraph and
lines that already meet or exceed 95% of the column’s
width remain unchanged.

Entering a value of 100 creates text that aligns at both
the left and right margins of the column or text block.
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To adjust flush zone for justified text:

1
2

3 Enter a percentage value in the Flush zone entry

Select text or text blocks.

Click the Edit button in the Text Character
Inspector to display the Edit Alignment

dialog box.

——ETERTe R

I e il il

e

Mg s i |

e g e e

Pl § min IH |

L et B SR T T P

—-—

field and click

0 3
“With hym
gentil Pai
Rouncivale, H

his computy

That streigh
fro the cou
Ful loude he

hider, love,

0 3
“With hym
gentil Pai
Rouncivale, K
his co

That streigh
fro the cou

Ful loude he

OK.

ther was a
doner Of
is freend and
I,

f was comen
t of Rome.
soong ‘Com
o me!’

ther was a
doner Of
is freend and
mputyr,

[ was comen
t of Rome.
soong ‘Com

hider, lov

E, to me!’

100 Flush zone set to 100

0 100 Fush zone set to 50

For example, if justified text has a flush zone value of 50,
then the last line of that paragraph justifies to the ragged
width distance only if the last line’s length meets or
exceeds 50% of the column’s widch.

To force the last line of a paragraph to jusufy or match
the ragged width setting no matter how short it s, set
the flush zone value t 0 (zero).

Aligning auto-expanding text blocks

Entering additional text 1nto an auto-expanding text
block causes the container to cxpand while typing,
With justified as the alignment, FreeHand uses the
width of the longest line in the text block to determine
the width of the entire text block. When typing, each
line of text fully justifics to fill the width of the longest
line of text in the contarner.

Adjust ragged width and flush zone values of auto-
expanding text blocks as for standard text blocks. Width
and justification for any line of text in an auto-
expanding text block depend upon the width of the
longest line of text.
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Working with columns and rows

i

|

A — Text Columns and Rows Inspector
(] @ [II[EE[ 5]

Columns:[1__] Set the number and height of
Height: [£274935 | (1~ columns and the space
Spacing:[025 | between columns.

Fules:

1

— Set the rule between columns.

Rows:lzl
stidth: — Set the number and width of rows
Spacing: and the space between rows.
Rules:[None | ]
1 Set the rule between rows.
Flow: (L] | =

T—— Click to direct the flow of text
across columns and rows from
top to bottom or from left to
right.

To create columns:

-

Place an insertion point or select a text block.

Enter the number of columns in the Columns
entry field in the Columns and Rows Inspector.

Enter precise values in the Height and Spacing
entry fields.

Press Return to apply column settings.

Columns :
Height : 1465
" i Jie- & P Spacing: [0.25

Rutes

Note: When entering text, choose Text > Special
Characters > End of Column to insert a character that
automatically moves text to the top of the next column.

To create rows:

Place an insertion point or select a text block.

Display the Columns and Rows Inspector
and enter the number of rows in the Rows entry
field.

Enter precise values in the Width and Spacing
entry fields.

Press Return to apply row settings.

Rows:

Width: [4.369245

Wl o . - 5 ek Rows:-3
wictn:[4-569235 |
F]ow:

(]

To add rules between columns and rows:

3

Place an insertion point or select a text block.

Choose from the Rules pop-up in the Text
Columns and Rows Inspector.

+ Mone
Inset
Full width

When choosing Inset, the rules end at the edge of
the space set between columns and rows. When
specifying a text block mnset in the Object Inspecror,
rules end when they reach those margins.

To make the rules and the text block border

appear, use the Stroke Inspector to apply a
stroke to the text block.

Uncheck Display border in the Object Inspector to

hide the border of the text block.
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4 Press Return to apply rules settings. Copyfitting text

To be o nox o bes | Theslngsandarrons | 2t wichth Us; the Text Adjust Columns Inspecror to copyfit text
that is the question: | of outrageous to flu COIUH’]HSZ

Whether 'tis nobler | fortune,
in the mind to suffer | or to take arms

0 Balance text evenly among columns.

against a sea of sleep;
oubles, No more; and by 2 _ _ _ _
And by opposing end | slecp to say we end 0 Modify leading to fill columns with text.

0 Alter text size and leading proportionally to fir the
To be, or not to be: | The slings and arrows [l’lf@f sclected text block'

that is the question: | of outrageous
‘Whether 'tis nobler | fortune,

in the mind to suffer | or to take arms O Make text inside an irregular object exactly fit that
againstascaof | slecps object.
troubles, No more; and by a

And by opposing end | sleep to say we end
them? To die: to

To
be, or not to be: that is the
question: Whether 'tis nobler in
the mind to suffer The slings and
arrows of _outrageous fortune,
or to take arms
against a sea of

be, or not to be: that is the

Click a Flow button 1n the Text Columns and Rows
Inspector to specify how text flows across columns and
rows.

question: Whether 'tis nobler in
the mind_to suffer The slings and!

opposing end
them? To die: to

or to take arms

- against a sea of
To be, or not to be: | against a sea of

that is the question: | troubles,
Whether 'tis nobler | And by opposing end
in the mind to suffer | them? To die: to

troubles,

The slings and arrows | sleep;

of outrageous No more; and by a
fortune, sleep to say we end
or to take arms

To be, or not to be: | The slings and arrows
that is the question: | of outrageous Lo
Whether 'tis nobler | fortune, Check to even |y distribute
in the mind to suffer | or to take arms .
lines of text among columns

in a selected text block.

Flew: [T

against a sca of sleep;

troubles, No more; and by a
And by opposing end | sleep to say we end
them? To die: to

! —Check to add leading
[ Pty to fill a column.

Tewta [ |m—— Set the percentage a column
must fill before modified

s leading is applied
e |||;||:. 9 .pp .
— Alter type size and leading
"': Lo | proportionally to fit a text
wrH - 100
block.
Firgd Heg lagfing

[m_JE=]
————Specify the distance from the
top of the text block to the
baseline of the first line of text.

Text Adjust Columns Inspector
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To balance lines of text evenly among columns:

1
2

Place an insertion point or select a text block.

Check Balance in the Text Adjust Columns
Inspector to distribute lines of text
among columns.

An odd number of lines results in one fewer line in
the last column.

To be, or not | outrageous | To die: to
to be: that is | fortune, sleep;

the question: | or to take No more;
Whether 'tis | arms against | and by a

nobler in the | a sea of sleep to say dediurt ool

mind to troubles, we end [ Bt
suffer And by
The slings | opposing end

and arrows of | them?

To be, or not | and arrows of | opposing end
to be: that is | outrageous | them?

the question: | fortune, To die: to
Whether 'tis | or to take | sleeps

N . ’ L &
nobler in the | arms against | No more; At alerea
mind to a sea of and by a Bl B bw'usi
suffer troubles, sleep to say
Theslings | And by we end

To modify leading so text fills the column from
top to bottom:

1
2

Place an insertion point or select a text block.

Check Modify leading in the Text Adjust Columns
Inspector.

Enter a value in the Threshold % entry field to
ignore column heights less than a certain
percentage.

For example, entering a leading of 50 does not
change in columns less than 50% full. This prevents
a large amount of leading being applied to only a
few lines.

troubles,
And by opposing end
them? To die: to

To be, or not to be:
that is the question:
Whether 'tis nobler
in the mind to suffer | sleep;

The slings and arrows | No more; and by a
of outrageous sleep to say we end
fortune,

or to take arms
against a sea of

O Meddify ‘mpading

To be, or not to be: | troubles,
that is the question:
‘Whether 'tis nobler . .
in the mind to suffer | them? To die: to IModify leading
The slings and arrows .

ofoutaeons | e rrestou:[s0_ %
fortune,

or to take arms
against a sea of

And by opposing end

No more; and by a

sleep to say we end

To alter text size and leading with Copyfit %:

1
2

Place an insertion point or select a text block.

Enter minimum and maximum limits for text
sizing in the Copyfit % category in the Text
Adjust Columns Inspector.

Text and leading reduce or enlarge as much as—but
no more than—the values set. A value of 100 does
not change text.

To be, or not to be: | troubles,

that is the question: | And by opposing end
Whether 'tis nobler | them? To die: to

in the mind to suffer | sleep; Min -
The slings and arrows | No more; and by a e

of outrageous sleep to say we end Max -
fortune,

or to take arms
against a sea of

Copyfit &

To be, or not to be: | or to take arms
that is the question: | against a sea of
‘Whether 'tis nobler | troubles,

Copy fit %:

in the mind to And by opposing
suffer end them? To die:
The slings and to sleep;

arrows of No more; and by a

outrageous fortune, | sleep to say we end

Creating tables and forms

To create a table, choose a method based on the size of
the cells in the table.

0

Columns and rows—Use when all cells in the
table are uniform height and width.

Tabs and paragraph rules—Usc when table cells
have different heights and widths.
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To create a table using columns and rows:

1
2

Create a text block.

Specify coordinates for the text block’s width
and height in the Dimensions entry fields in the
Object Inspector, check Display border, and press
Return.

With the text block selected, specify the number
of columns and rows and the space between
them in the Text Columns and Rows Inspector,
and press Return.

Entering values in the entry fields for column
height and row width may scale the text block.

Choose Full height from the column Rules pop-
up and choose Full width from the row Rules
pop-up.

To make the rules and the text block border
appear, use the Stroke Inspector to apply a
stroke to the text block.

Uncheck Dusplay border in the Object Inspecror to
hide the border of the text block.

With the Text tool, place an insertion point in the
first cell in the table and type text.

Choose Text > Special Characters > End of Column

to move to the next cell if the cell is empty.

To direct text flow, click a Flow button 1n the Text
Adjust Columns Inspcctor.
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To create a table using tabs and paragraph rules: 5 To make the rules and the text block border
appear, apply a stroke to the text block with the
Stroke Inspector, and check Display border in the
Object Inspector.

1 Drag with the Text tool to create a text block the
size of the table.

Flwsar *umbar Coler
T . Haerer Mardhrr  Calar

[ ] L] T o L et by B

6 To begin a new column, insert a tab on the text
ruler to define the edge of the column. To begin
a new row, press Return.

2 Drag and drop tabs to set the beginning and end
of columns and enter text.

Drag and drop lef[—aligncd tabs to define the left

edge of each column. Place an msertion point at the A Fomdor o
column’s beginming and press Tab. Apply wrapping Cane Yellowr wish bhas
tabs at the lefc and right edges of columns that i
contain more than one line of rext. Bats [
Flivd Whavbar ~ Calis i winide Blze
ol Note: To create a form, follow the procedures for

creating a table, but leave spaces blank.

3 To change the distance between rows, select text
and enter values for Paragraph spacing in the
Above and Below entry fields in the Text
Paragraph Inspector.

Flasar Fharkar Cal= Paragraph spacing :

TILEET T s Bl wecars Above:

Eelow :

4 Choose from the Rules pop-ups in the Text
Columns and Rows Inspector to add lines below
rows or columns.
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FreeHand text utilities

Checking spelling

Place an insertion point, select text or text blocks, display
the Spelling panel, and click Start to begin. The Spelling
panel checks the selection. With no text selected, the
spelling 1s checked in the entire document.

The word entry field displays suggested
alternatives. Enter a replacement word
when the correct word is not in the
Suggestion list.

Click Start to begin checking spelling. The
button label changes to Ignore. Click to
ignore the current occurrence of a suspect
word and continue checking.

The suggestion list displays a list o Spelling

g#E— Click Change to replace the suspect

of possible replacements for the
suspect word. —

View the suspect word and, if
applicable, the type of error.

lgnore al Change all

word with an entry in the word entry
field. The button label changes to

Delete when the suspect word is a

o

Add

=T -

duplicate.

View the suspect word within Word Tound - gm

the surrounding text. —F with by ther was a gentil Pardane

Of Rpungivale, hiz

Click to replace all occurrences of
the suspect word.

hdw gelection

Check to scroll the document

view to display the found text.

Click to add the word —
displayed in the word
entry field to the current
user dictionary.

Choose Text > Spelling or use Command-ShifeG
(Macintosh) or Control-Ale-S (Windows) to display
the Spelling panel. FreeHand's Spelling panel finds and
corrects spelling, capitalization, and duplicate word
errors.

"o add words such as company names or technical
terms to the spelling dictionary 1n use, type the word or
name in the Word entry field and click Add. If
necessary, enter discretionary hyphens when typing the
word. Check spelling in foreign languages by installing

the appropriate dictionary.

Click to ignore all occurrences of
a suspect word. The list of
words to ignore remains active
until quitting FreeHand.

Choose an installed spelling
dictionary from this pop-up.

Choose File > Preferences > Spelling to display the
spelling preferences.

Uncheck Find capitalization errors to ignore
capitalization during spelling checks.

0 Uncheck Find duplicate words to ignore duplicate
words during spelling checks.

0 Choose Exactly as typed so that clicking Add on the
Spelling panel places selected words in the user
dictionary exactly as they are capitalized in the

Word entry field.
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Inserting special characters

Choose from a variety of non-text characters in the
Texe > Special Characters menu to force returns and
INSErt spacing in tex. See “Showing NoN-printing text

symbols” on page 185.

Note: In the Text Editor, check Show invisibles to display
any text symbols inserted among the text.

Using smart quotes

Check the Text> *Smart Quotes” preference to type
curly quotation marks with the straight quotation

4 . .
marks key. Choose from the prcdc‘fmcd smart quotation
marks in the Define quotes pop-up.

Smart Quotes options

Quotes Usage

ITRL American English standard
smart quotes are commonly
used in Dutch, English, Italian,
and Spanish.

[ This style is commonly used in
Danish, Finnish, and Swedish.

i Low-high quotation marks are
T commonly used in Czech and
German.
" This low-high pair is standard in
L Hungarian and Polish to mark a

quotation within a quotation.

Chevron quotation marks appear

« B as an alternative to smart quotes
in French, Greek, Italian,
Norwegian, Russian, and
Spanish.

o Reverse chevron quotation
marks are used most often to
indicate quotes within a quote
in Danish, German, and
Hungarian.

The smarr single quote for cach style 15 a single character
version of the double quote. To enter the single quote
version of the selected smart quote, press the apostrophe
key. For example, with « » chosen in the Define quotes

pop-up, typing’ (apostrophc) results m <>,

Note: To use more than one style of international smart
quotes in a document, change the selection in the
Define quotes pop-up before typing a new quote.

Open quotes versus closed quotes
FreeHand opens and closes smart quotes as follows:

0 When a quote 1s preceded by white space or
another open quote, pressing the straight quotes or
apostrophe key types an open quote.

0 When the quote is preceded by a text character,
pressing the straight quotes or apostrophe key types
a closed quore.

Overriding Smart Quotes

To type a straight apostrophe or quote without changing
the prcfcrcncc for the entire document, hold down
Control and press the apostrophe or quotation mark
key. Use this to include feet and inch marks for example,
56" ina document with smart quotes.

Note: On some international keyboards, pressing the
Control key does not override the Smart Quotes
preference.
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Finding and replacing text

Choose Edit> Find & Replace > Text or use Command-
ShifeF (Macintosh) or Control-AleZ (Windows) to
display the Find Text panel. The Find Text panel locates
and replaces or deletes any character, word, phrase, or
special character anywhere 1n the document. Find and
replace a phrase up to 255 characters long. For example,
change all occurrences of "Monday afternoon’” to
“Tuesday morning,” Convert a special character such as a
white space in imported documents to tabs, or replace all
double hyphens with em dashes.

The Find Text panel finds and replaces words according
to the selection. With nothing selected, FreeHand
searches the entire document.

Note: When Change all completes, a message appears
at the lower-left corner of the Find Text panel indicating
the number of occurrences changed.

To find and replace text:

1 Select text or text blocks and display the Find
Text panel.

2 Enter text in the Find entry field and in the
Change to entry field, or choose from the Special
character pop-ups for each field.

3 Check the appropriate checkboxes.

4 Click the Find button and click Change to review
individual occurrences of text or click Change all
to find and replace all occurrences of text in the
selection or the document.

To find and delete text, leave the Change to entry field

empty. Clicking Change deletes the found text.

To place a special character in the Find or Change to

entry fields, choose i1ts name from the Special pop-up list
or type its code directly into the entry field.

Note: In the Text Editor, check Show invisibles to display

any text symbols inserted among the text. See
“Showing non-printing text symbols” on page 185.

— Click to find the text

Check to find and replace text Choose special
exactly as entered. characters. in the Find entry field.
1] Find Text [;
Find: [special _ ~]
Enter text to locate. it |'—|| Click to replace the found
Ehange to: Special = text with the text in the
Enter replacement text. ——F | .
' Change to entry field.
Check to find and replace —f1 Whole word [ Match case [ Show selpction )
only complete words, not — Click to change every
text within words. | occurrence of the text in the

View the found text within
the surrounding text.

Find entry field with the text
in the Change to entry field.

Check to scroll the document
view to display the found text
within its context.
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Special character codes

Choose Code To find or replace

Tab ~t Tab characters
Paragraph ~p Paragraph marks

End of ~d End of column markers
Column

End of Line ~n End of line markers

Non-Breaking S Non-breaking spaces

Space
Em Space ~M Em spaces
En Space ~N En spaces
Thin Space ~T Thin spaces
Em Dash Option-  Em dashes
Shift-
[hyphen]
En Dash Option-  En dashes
[hyphen]
Discretionary Discretionary hyphens
Hyphen [hyphen]
Caret ~n Caret """ characters

Any single ~@

Any single letter,
character

number, special
character, or space.

For example, enter
"~ @bc” to find “abc”,
“1bc”, or “"&bc”.

Any single nE Any single letter of the
letter alphabet.

For example, enter
“c ™ *t" to find “cat” or
“cot”.

Choose Code

To find or replace

Any single ~#
number

White space w

Any single number.

For example, enter
“12° #" to find any
number between 120
and 129.

~

Any combination of
white space other than a
single space character,
including: tabs, non-
breaking spaces, em
spaces, en spaces, and
thin spaces.

For example, enter
“~w" to find white
space separating
columns of numbers in
an imported text file.
Then replace it with a
single tab character (" 1).

Finding and replacing fonts

Use Find & Replace Graphics to locate and replace font,
style, and pont size. Choose Edic > Find &

Replace > Graphics, use Command-Option-E
(Macintosh) or Control-Ale-E (Windows), or click the
Find & Replace Graphics button on the Main toolbar.

To select or replace text:

1

Display the Find & Replace panel and choose
Font from the Attribute pop-up.

To find text with a particular font, stylc, or point size
without replacing those attributes, click the Select
tab to display the Select panel and choose Font from
the Actribute pop-up.

Choose Selection, Page, or Document from the

Change in pop-up to define the scope of the
search.

On the Select panel, choosing Selection changes the
Add to selection option label to Remove from
selection. Use Remove from selection to deselect text
blocks containing a particular font from currently
selected objects.

Choose the fonts and styles to find and replace
using the From and To pop-ups.
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"To 1gnore the font and find and replace the style and
size only, choose Any font from the From pop-up

and No change from the To pop-up.

] T
Fimd & Baplpry | Baleci
Lliry T Ll i
|r5=| - I IEEIE -rI
Frars T
|Cwariss |-| ||l.|:u.-'-m |-|-|
i [ TS [,
| =] | =11 =1
(o ]

4 Enter values in the Min or Max entry fields to find
or select a specific type size or a range of type
sizes.

1o find or select a specific point size, use the Min
entry field. To find or select a range of sizes, enter
values in both the Min and Max entry fields. To

1gnore size, leave these entry fields blank.

5 Click Change on the Find & Replace panel or Find
on the Select panel to replace or select text
attributes.

The number of objects changed or selected appears
in the lower-left corner of the panel.

For more information about options available in the
Find & Replace Graphies panel, see “Find & Replace
Graphics™ on page 144.

Text
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CHAPTER 8
Printing
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Printing in FreeHand

Printing from FreeHand s straightforward even when
you require high-resolution, professional quality outpur.
Powerful, prepress capabihties include the following:

0O PPD (PostScript printer description) files—
Associate the optimized print settings for a specific
PostScript printer with a document.

O UserPrep files—Work around the limitations of
particular professional-quality output devices.

0  Print preview—View and adjust how a document
will prine.

O Print settings—Customize print setup

Configurations

O Output options—Dectermine how the final
document will export or print to a Pos[Script
output device.

O Printing PostScript files to disk—Generate
PostScript files to give to your service provider.

0 Overprinting—Overprint the background instead
of knocking out.

O Document report—Generate a detailed
description of the document,

O Collect for Output—Gather all the external
images and fonts necessary for printing your
document and place them in a common location.

0 Scaling—Change horizontal and vertical scaling of
your document when printing, leaving the original
document unchanged.

0O DCS 2.0 support

Choosing an output device

Before sending your document to print, determine the
type of outpur device to use based on your pl()Jcct
requirements. Ask the followmg three questions:

0 What is your final output device?

If you require high-quality or accurate color
reproductlon use a high-resolution Postbcnpt
ourput device available thloug h a service bureau,
commercial printer, or other service providcn

0 Whar are your budget limitations?

If you are working with a limited budget, choose
output devices available at your workplace.

0 What s your project schedule?

An external service provider requires additional
coordination.

Print to To

A 300 to 800 dpi Print initial black-and-white or
desktop printer  color proofs of your illustrations.

An imagesetter  Print high-resolution, camera-
ready art or color separations on
either paper or film.

Dye sublimation Print high-resolution color
or high- proofs.

resolution

proofing device

(such as 3M'’s

Matchprint)

A film recorder  Create 35mm slides of your
illustrations.
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Page description languages

An output device uses a page description language to
create an image on a medium such as paper. When you
pring, printer-driver software translates your document
into the page description language your output device
understands. Three common page description languages
are PostScript, Printer Control Language (PCL),

and QuickDraw.

PostScript
The PostScrlpt language, created by Adobe Systcms to

meet the requirements of graphic artists, 1s the standard
for desktop publishing. Because PostScript is resolution-
and device-independent, the same PostScript languagc
commands can be printed on different devices at various
resolutions. Many FreeHand features use PostScri ipt
capabilities, including overprinting, Custom strokes and
fulls, PostScripr strokes and fills, Textured fills, and

halfrone screens.

PostScript has three versions, Level I, Level 2, and Level
3. Your FreeHand document will print with eicher
Level 1, Level 2, or Level 3, but will prin[ more
accurately when both the printer output device and the
nstalled printer-driver sofeware support PostScripe
Level 2. PostScript Level 2 includes support for more
complex graphics than Level 1 as well as faster printing
of bitmap graphics, patterns, and halftones.

PCL and QuickDraw

PCL, developed for MS-DOS compatible computers
by Hewletr Packard, and QuickDraw, developed for the
Macintosh by Apple Compurter, are general-purpose
page dcscnpnon languages. Despite wide use, PCL and
QuickDraw lack support for many features required by

professional graphic artists.

Effects available only through the PostScript language,
such as PostScript strokes and fills or EPS files, will not
print toa non‘PostS(:rip[ output device. A general rule
15 a non-PostScript ourput device prints only what you
see 0N your Momnitor.
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Setting up t
(Macintosh)

o print

The printer driver sofrware you select determunes the
options you sce 10 the Print dialog box. FreeHand
supports printing with LaserWriter driver 7.1 or later.
Choose File » Print, use Command-P or click the Print
button on the Main toolbar to display the Print

dialog box.

Select preset or —
custom print
setup
configurations.

Check to use a
PPD or uncheck to
use the defaults.

Click to display —
and select
available PPDs.

Tt

Check to print a
large illustration in | _|
one-page sections.
Choose Manual or

Automatic tiling.

aAE
Destinatian:

Frinter: | HFTS) at Do Lah & AICHAR.. «

| Fraitiamnn § - |

Primit setting:
- mignnal = || Setup..
& Ui FPD HF Laseriar 550 Wopiar P

itgwl: & Codnpoite

T @ arationg

Soale % | Variable

w (o v im

] Selecied shjects mnly
—_ColorAanagement.. |

Frar By B Lo T
Pk PR P oo LU LH

Barven B SDisipd ; Dvendatian: | |

desaraiti ; Panchition: J00

A o g Lo 7 :_ipllm.b-\.
bkl Gk Wl Eada
Loos Titied

|I:.HIII||! P "

Check to print
only the currently
selected objects.

Display the Color
Management
Preference dialog
box.

— View the name

of the selected
PPD.

Click to display
the Print Setup
dialog box.

View the current
Printer, Setup,
and Color
Management
settings.

Choose
Separations to
print each spot
and process
colorink on a
separate page.
Choose
Composite to
print all objects
on a single page.

— Choose Uniform and enter a scale percentage
value to print an illustration larger or smaller
than actual size. Choose Variable and enter a
separate scale percentage value for horizontal
(x) and vertical (y) dimensions to print an
illustration larger or smaller than actual size.
Choose Fit on paper to scale each page to fit

into the printable area.

This diﬂlog box appears when using the PostScript LaserWhiter driver version 843
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To further customize your printing and output settings,
display the following dialog boxes from the main Print

dialog box:

O Print Setup—DPreview your document before
printing and choose paper sizes, ink settings, and
other prepress options.

0 Print Options—Options in this system-level dialog
box vary dcpendmg upon the printer selected in the
Chooser. Some optlons may include gcncranng a
cover page, switching between color or grayscale,
and choosing how PostScript errors are reported.

0 Color Management Preferences—Any changes
made 10 this dialog box are reflected i the Colors
panel of the Preferences dialog box. Color
Management preferences are not saved as part of the
Print setting,

For more information see Chaptcr 9 “Color
Management”

Printing to a non-PostScript printer

When you select a non-PostScript printer in the
Chooser, the options vary dcpending upon the printer
you choose.

Choose File > Print, use Command-P, or click the Print
button on the Main toolbar to display the Print dialog
box. Choose File » Pige Setup o dlsphy the Pige Setup

dialog box and customize your printing options.

frgrArme | S f
[=r]
LT ot [
= pfme |
brapuiaie =]
= =
Vi [ Varisble =] [ s [1m o]
I Vs -
[Tiamnen amets wdy [EL e ]
LS Y |

1be options above the line are determined by the printer
driver The options below the line are FreeHand specific

Common non-PostScript printer options

Use To

Quality Determine the quality of output.

Pages Print the entire document or a
specific page range.

Copies Specify the number of printed
copies.

Print Back Determine the order in which to

to Front print your document pages.

Print in Print a color document in grayscale.

Grayscale

Scale Print an illustration larger or smaller
than actual size (Uniform); print an

gf;reeéeiggpd illustration with horizontal (x) and
vertical (y) dimensions that are larger
or smaller than actual size (Variable);
scale each page to fit into the
printable area (Fit on paper).

Tile Print a large illustration in one-page

(FreeHand sections. Choose from Manual or

specific) Automatic tiling.

Selected Print only the currently selected

objects only  objects.

(FreeHand

specific)

Color Display the Color Management

Management Preferences dialog box.

(FreeHand

specific)

Preview Display the Print Preview dialog box.

(FreeHand

specific)
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Setting up to print
(Windows)

The printer driver sofrware you select determunes the
options you sce 10 the Print dialog box. Choose
File > Print, use Control-P, or click the Print button on

the Main toolbar to display the Print dialog box.

Print the entire document, Specify the
the current page, a specific number of printed
page range, or only copies.
selected objects. Choose
Separations to
print each spot
x| and process color
Fintm ink on a separate
 Ermr——————— T | Fifpedies | page. Choose
Choose preset or custom print Composite to print
setup configurations. 'E"'I;':‘W*_ Duigsd | all objects on a
) ) A Gl e Laggea [i single page.
Click to display gnd choose o | P —— et
from available PPDs. r - Potione I
Check to use a PPD or ]
uncheck to use defaults. Prnd ating. | i0mmial 527 z| B
View the name of the selected [l O I Click to display the
PPD when Use PPD is checked. J_ Color b arsagesrant NiFieg fie: L saPien L Print Setup dialog.
. v + T . )
Display ﬂlle ?olor Mzr_walger?)ent ‘;IJ':I_”:I“—_' + T Check Print to file
reference aialog box. + Page 50D to create a PCL file.
Choose Uniform and enter a G SNk Eirt
scale percentage value to print Tia View the current
an illustration larger or smaller I | ] settings chosen in
_ than actual size. Choose periags [ — the Print Setup,
Variable and enter a separate 2] - Output Options,
scale percentage value for = | Commca and Color
horizontal (x) and vertical (y) - - = I o | Management
dimensions to print an dialog boxes.

illustration larger or smaller
than actual size. Choose Fit on
paper to scale each page to fit
into the printable area.

To further customize your printing and output sectings,
display the following dialog boxes from the main Print

dialog box:

0  Printer Properties—Options in this system-level
dialog box vary depending upon the printer selected.
The most common options are changing ortentation
and paper size.

Check to print a large illustration
in one-page sections. Choose
Manual or Automatic tiling.

Click to display
FreeHand Help.

0 Print Setup—Preview your document before
printing and choose paper sizes, ink settings, and other
prepress options.

0 Color Management Preferences—Any changcs
made in this dialog box are reflected in the Colors panel
of the Preferences dialog box. Color Management
Preferences options are not saved as part of the Print
setting, For more information, see Chaptcr 9 “Color
Managcmcnt”
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Printing to a non-PostScript printer 0 From the Windows operating system

Chogsc anon-PostScript printer in one of the following Note: For more about choosing a printer, please consult
locations: your operating system help.

0 From the available Printer pop-up i the Print Choose File > Print, use Control-P, or click the Print

dialog box button on the Man toolbar to display the Print
0 From the File > Printer Setup dialog box dialog box.
Print the entire document, View the current system Display printer properties
the current page, a printer. Choose from for the current printer.
specific page range, or available printers. FreeHand
only selected objects. saves the choice within the

document or template.

Fartm

[HP Coark et an LT J = Fiopedies

= = J— Specify the number
gy E Tt page e of printed copies.
™ Fagaz | = r Check Convert Text
r I~ P i e Il' Coaw Tea to convert text

from Type 1 into

| |  Feeema l_ | TrueType.
r | N .
Display the Color Management Display the Print

Preference dialog box. Ji - Cobr B aresgarari Y oe-FraiSong Prines Preview dialog box.

5ol X . .
Choose Uniform and enter a —— [lirdam =] Check Print to file to
create an output file.

scale percentage value to print fm
an illustration larger or smaller

than actual size. Choose

Tim
Variable and enter a separate I Dhe | :I

scale percentage value for Qrpmrsg: [ pari
horizontal (x) and vertical (y)
dimensions to print an |—| L Click to display the
illustration larger or smaller = == I —=d -|_ FreeHand I-Iijelr\/)/.
than actual size. Choose Fit on
paper to scale each page to fit Check to print a large illustration in one-page
into the printable area. sections. Choose Manual or Automatic tiling.
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Using print preview

Use print preview to see and adjust how your document
will print with the current print settings on the paper
you have selected. Choose File > Print or use Command-
P (Macintosh) or Control-P (Windows). For
PostScript printers, click the Print Setup button to

display the Print Setup dialog box.

For non-PostScript printers, click Preview to display the
Print Preview dialog box. Check Automatic
Ortentation to print both portrait (tall) and landscape
(wide) pages in the same document.

With Automatic tling checked in the main Print
dialog box, a text banner reading Automatic tiling
appears below the preview window. Manual tling
displays your document in the print preview. Print
preview shows the zero point and as much as will print
above 1tand to the right.

FreeHand matches print preview to your output
choices. For example, if you choose Fit on paper in the
Scale pop-up in the main Print dialog box, print preview
scales the selected page and displays 1t on screen at the
correct size.

Prink aeiting - [d]| oo

=]

O te Prr:

Ui Tt - | gpdn porp

Crop marks are available ————— - - FEm==i===

for PostScript printers only.

Registration marks are available
for PostScript printers only.

4
The printable area is defined in ——:—
the selected PPD or Printer Driver !
and limited by the document -
page. A non-printing boundary
shows what will print on the
selected paper.

-+—————— Bleed area only appears if bleed
is greater than O (zero).

The printer paper area shows
the selected paper size.
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Changes you make 1n the Separations, Imaging, and
Paper Setup tabbed panels in the Print Setup dialog box
will update the preview. For example, switching from
emulsion up to emulsion down causes the image in the
print preview area to flip horizontally, indicating thac
the emulsion 1s now on the bottom. The negative image
does not preview.
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Checking the Enmulsion down gpion changes the image in the
preview area.

Repositioning your document

Moving the document in the print preview area affects
where the image prints on the paper only during a given
print session. The saved document 1s not affected.

When you point to the print preview area, the cursor
becomes a grabber hand. Use 1t to reposition objects on
the paper for printing,

The Reset arrow 1s displayed when you point to the gray
area of the print preview pasteboard. Click with the
Reset arrow to restore the origmal location.

Changing viewing modes

You have three choices for viewing your document in
the print preview area:

0 X-Box—Displays the page with an X and the bleed.
Choose X-Box to speed the opening of the Princ
Setup dialog box.

O Keyline—Displays the objects on the page in
Keyline view.

0 Preview—Displays the objects on your page as they
will print.
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Setting up PostScript
prepress Options
Click Setup in the main Print dialog box to display the

Print Setup dialog box. Choose from preset
configurations or create custom print settings and

save them.
Click to save your  Choose from preset or
custom settings.  custom settings files.
Switch between a PPD - |,,,.H T Select options for
or the default settings. I M = — — printing separations.
(=L |
i | T T I v When a PPD is selected,
Click to select a PPD. iy [ — select paper size and
] “m = orientation.
View the name of the % ) o -
selected PPD. = Set output options for
) e printing and exporting.
Select a UserPrep file. b S
. . -
View a preview of the [ rerTE
document as it will print. o e
lrmemi e Cmimge || pema
Select the page to view. — e, -
[ =

Choose from X-Box, Keyline, or  Click to display
Preview to determine the level FreeHand Help.
of detail displayed in the print

preview area.

Choosing a PPD Using the correct PPD allows FreeHand to support the
full range of features supported by your specific outpur
device. Custom or Transverse paper sizes and other
predefined paper sizes are accessible. The PPD files
contain optimized screen information for related
printers: screen ruling sertings and screen angles
customized for each process ink and for spot color inks.
These optimized screens produce the best possible
results when printing color separations on PostScript
magesetters. Specific values in PPDs vary.

PostScript Printer Dcscription files (PPDs) contain
optimuzed print sertings for specific PostScript printers.
Remedy unexpected printing behavior by choosmg the
correct PPD for your outpurt device. Printing results are
best when you use PPD information.
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To use a PPD, check Use PPD 1n either the main Print
dialog box or the Print Setup dialog box. Click the edit
button to choose from available PPDs. The name of the
selected PPD appears to the right of the edit button.
With Use PPD unchecked, FreeHand uses the selected

printer defaules, which Limit your choice of paper sizes.

Choosing a PPD associates that PPD with your
document until you uncheck Use PPD or select a

different PPD file. FreeHand will use the PPD

information when you print.

On the Macintosh, when you use LaserWriter 8.0 or
later, leaving Use PPD unchecked uses the default
information from the PPD selected 1n the Chooser.

Working with UserPrep files

Included with FreeHand are several Uscrprcp files
dcslgncd to help customize FreeHand for high-end
printing to specific output devices.

Choose from the list of installed files containing
PostScript code in the UserPrcp file pop-up in the Print
Sctup dialog box to modify prmnng to PostSeript
printers. Choose None to print without a User PlC}) file.
You do not need a UserPrep file when printing to most
deskrop printers.

On the Macintosh, these files are located in the
UserPrep folder in the FreeHand application folder. In
Windows, UserPrep files (PRP) reside in the
FreeHand 8\English\Userprep folder.

For complete information on available UserPrep files
and how and when to use them, see the UserPrep
ReadMe in the application folder. The ReadMe includes

asummary of each UserPrep file.

Setting up printing configurations

Choose a print settng file from the pop-up or click the
plus (+) button to save your custom settings. Save your
file in the Scttings\ PrintSet folder in the same folder
with the FreeHand application to have them appear in
the Print seting pop-up.

It you have moditied a print setting file by making
changes in the Print Setup dialog box, a plus (+) symbol
precedes the file name i the Print setting pop-up. To
restore the unmodified print setting, choose that setting
from the pop-up. [f the unmodified print setting does
not restore, the PPD has moved or 1s unavailable. Each
print settng 1s a separate file stored in the PrineSet
folder. To remove a print setting file, delete 1t.

Changes to settings in the main Princ dialog box and in
the Separations (ink) section of the Separations panel
are not saved as part of your print settng files.

Choose from the prepress options available on the three
panels in the Print Setup dialog box:

O Separations—Seclect opnons for
pr 1nnng scparanons

0 Imaging—Set output options for printing and
exporting files.

O Paper Setup—Sclect paper size and orientation.
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The Separations panel

Separationsl Irnaging | Paper Setup |

 Composite
& Separations

O Print spot colors as process

F 0 Angle Separations
W — 45 N Elack
W — 45 FANTOME Process Cyan
W — 15.4349 BN FANTOME Process Maged
W — T1.5651 FANTONE Process Yello

Halftone screen: [ 101 1pi / 2540 dpi -
[ Owerride objects
Transfer function:
Spread size: |Default u points

Use To

Halftone Display optimized screen ruling (Ipi)

screen and resolution (dpi) settings from
the selected PPD file. Some devices
support custom values for screen
ruling and resolution. Choose Other
to enter custom settings.

Override Override object-level halftone
objects settings for the current print session.
Transfer List available transfer functions. Use
function these functions to modify halftone
dot values. The options are based on
the information in the selected PPD.
Spread size  Enlarge the boundaries of all Basic

strokes and fills to compensate for
slight misregistration.

Use To

Composite or Determine whether each ink will

Separations  print on one page or separate pages.
Use Composite to print all on one.
Use Separations to print each spot
and process color ink on a separate

page.
Print spot Convert all spot colors to their
colors as closest CMYK equivalent at print
process time. This does not affect the

document.

The P column Indicate a separation will print for

in the that ink. When a check mark appears

Separations in this column, the ink will print. A

ink list dash indicates that the ink will not
print.

The O column Indicate an ink will overprint. A

in the check mark indicates overprinting

Separations  and a dash indicates knocking out.

ink list Object-level overrides are not
reflected. A diamond indicates that
an overprinting threshold has been
set for a specific ink. Click to change
the status.

The Angle Display the screen angle for an ink.
columniin the Click to change the angle.
Separations

ink list

Screen ruling

Screen ruling, measured 1n lines per inch (lpi), 1s the
number of lines or rows of halftone dots printed per inch
on the page. A high screen ruling prints the dots close
together, creating sharp, distinct colors and 1mages. A
low screen 1'uling prims the dots farther apart, crcating a
coarser cffect.

Because different types of paper absorb inks differently,
the characteristics of your paper and the press, in
conjunction with design choices, determine the screen
ruling you should use.
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Guidelines for specifying screen rulings

Screen ruling (Ipi) Type of printing

65 to 85 Newspapers or point of
purchase displays on

absorbent, uncoated stock

90 to 133 Business publications,
freestanding inserts, or
newspaper coupons on

coated stock

133 to 150 Menus, travel publications, or
yearbooks on medium- to

high-quality coated stocks

Above 150 Coffee table books, museum-
quality prints, fine art
reproductions, automobile
promotional brochures, or
annual reports on high-
quality coated stock running
on highly accurate presses

Screen rulings for grayscale images

As you increase the screen ruling for a given printer
resolution, the maximum available number of grays
decreases. The maximum number of grays you can
producc in an 1mage using PostScripe level Tis 256. The
maximum number of grays that can be used in Gradient
fills or blends depends on the capability of your final
output device and the maximum steps value.

At resolution (dpi) Use screen To print this
ruling (Ipi) many grays
300 53 to 60 26 to 33
600 71 to 85 51to 72
1200 or 1270 65 to 128 89 to 256

2400 or 2540 90 to 150 256

3386 or 3600 150 to 300 128 to 256

Object-level halftones

To apply object-level screen angles and rulings, select an
object, choose Window > Panels > Halftones, enter a
screen angle and a screen frcqucncy and press Rerurn.
The values you enter in the Halfrones panel over ride
ink-level setrings for that object. It 1s important to
remember that a screen frequency less than 20 Ipt can
cause PostScript errors.

In addition to setting object-level screen angle and

fr cquency, you can apply special halftone dot shapes. The
opuons are Default, Round do, Line, and Ellipse.
Although you can adjust object-level screen angles and
rulings for full-color images, cach separation of the
image prints with the angle and ruling specified. This
can cause moiré patterns when printed on a
commercial press.

I [

J Halftenes

Soreen:

Round dot g

-Q

[

When printing on an tmagesetter that uses a
proprictary screening solution, such as Agfas Balanced
Screening Technology, values you enter may be
overridden by ink-level settings or may cause PostScript
errors.

To restore the default sertngs for halfrone angle and
frequency, backspace to clear the entry fields and press
Return.

Note: If you are having printing problems, use Find &
Replace Graphics to search for object-level halftones.
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The Imaging panel The Paper Setup panel

Epearationa | e s | Faper bt | | Srparationa | inauging | Foper vt |
Lt & it —— Faper aixe: | LGLsinr -]
E Seperptica peras 12 = I iy
[ T swrs 5nd duis
B Srep rawrka Drimrdytior: [ deibar bt
E Payiriration marda & Tal
e ey oy ———— [l ]
) Emalrimn up B Paprine rmpy
i Eralyien deen 1 Martive i
gtk Oipdicary
degecin: [ ks ekl Lgse
[ et cormple pa e
Frema: D (B = |
O by 1 cormruguiy
0 et Fl e e
R ——
Fuunas
Use To Use To
Labels & Add separation names, file name Paper size List available paper sizes for the
Marks and date, crop marks, and selected PPD. This pop-up is
registration marks to output unavailable when no PPD is selected.
according to the options checked. The height and width of the paper

Choose a paper size large enough to
accommodate these marks, which

gg?&&:?tl%ea;g? border of the Transverse Rotate your entire document

(including crop marks, halftone
screen angles, etc.) by 90° on the
imagesetter paper or film at print

chosen display below the pop-up.

Emulsion up  Control whether the emulsion is on
and Emulsion the top or the bottom when looking

down at the right-reading side of your time.
film. Transverse is available when printing

to an imagesetter that supports

Positive Control whether the document custom page sizes.

image and rints as a positive or negative

Neg%tive ipmage on fi|:|)m_ 9 Orientation Control whether the document

image prints on the selected paper size in
portrait (tall) or landscape (wide)

8u‘;_put Adjust output options. EE::I:a;fttmatic when you have

ptons, This section appears duplicated in ! )
Maximum the Output Options dialog box pages in your document with
color steps, different page sizes and

displayed when you choose

File > Output Options. orientations.

and Flatness

For complete details about these
prepress options, see “Choosing
output options” on page 242.
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Choosing the right paper size

The Paper size list displays paper sizes defined in the
selected PPD file. If the selected printer type supports
custom paper sizes, Custom in the paper size pop-up
and the Transverse checkbox are available. Most
nnagcscttcrs define regular paper sizes and Transverse
paper sizes, which are paper sizes rotated 90°. When a
document prmts parallel to the paper path, a substantial
amount of 1 1magesett€1 film or paper nor mallV 1s wasted
on the sides of the image. Transverse pages print
pcrpcndmu ar to the paper path. More transverse pages
ficon a given lmgth of paper or film, wasting less media
on the sides of the image.

Note: Make sure your page fits completely on the
imagesetter media when transversed.

-IP__E-- -l—"_.r

Letter Letter

e ”&-1_ 1

=1 i__!

Custom

Custom transverse Custom transverse
Lall orientation Wide orientation
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= | ol
! .
i *'1_.'
Transverse checked — Transverse unchecked

In general, prmt on a paper size that matches your
largest page size. However, when printing separations,
gest pag [ & sep
you may want to print bl ceds, the file name, the
separation name, and crop marks—which means you
must use a paper size that 1s larger than your page size.
J

Calculating the paper size

To print Increase paper size by

Twice the bleed size for both
height and width

Bleed objects

Crop marks 36 points or 0.5 inch or 12.7
mm for both height and
width

Separation names 9 points or 0.125 inch or 3.2
mm for height

File name and date 9 points or 0.125 inch or 3.2
mm for height

Prmtmg an ob]u:r to the edge of the printed page
requires c1car1ng a bleed. Bleeds ensure that when the
printed paper is trimmed, the ink coverage extends to

the edge of the paper.
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Overprinting

When one colored object overlaps another, unless
overprinting is turned on, the top object will cut out the
overlapped portion when printing separations. This
knockout may cause a small white border between
ovcrlappmg ob ects when pnntcd which 1s the result of
musregistration. To casily 1dcnt1fy ovcrprmtmg ob]ccts
on screen, check the Redraw > “Display overprinting
objects’ prefercnce O's will appear on screen for
overprinting objects. Use Find & Replace Graphics to
locate objects st to overprint, and to turn off
overprinting for those objects.

If you want your EPS to overprint in another
application, check Overprint when exporting an object
with a spot color as an EPS. Otherwise the EPS will
knock out the background upon placement in the new
application.

Trapping 1s another way to compensate for
musregistration. Talk to your service provider before
getting started for advice on whether to overprint or
trap, and which settings to use. See “Trapping” on

page 238.

In general, use overprinting when you want to printa
spot color directly on top of an undalymg object or
background color. You can also use overprinting to
mexpensively add a third spor color to a two-color
document. For example, overprinting a red spot color on
a yellow background gives you orange in that area,
without affecting the red and yellow used elsewhere.
Overprinung works best when you overprint a dark
color on top of a ight-colored object or background.

Knockout Overprint

FreeHand supports overprinting the following

object types:

Object Overprinting
default status

Check the Overprint
checkbox in

Text in text Black ink set
blocks to overprint

The Fill Inspector

Fills in text  Off
blocks

The Fill Inspector

Basic stroke Off The Stroke Inspector

Basic or Off
Gradient fill

The Fill Inspector

TIFFs, LRGs, Off
and PNGs

The Fill Inspector

You cannot set an imported EPS to overprint inside
FreeHand. Whether or not an EPS overprints is
controlled by objects in the origial EPS file.

Overprinting TIFFs
All bitmap 1mages except LRGs and PNGs are

converted to TIFFs upon Import. Set 1mages to
overprint by selecting them and checking the Overprint
checkbox n the Fill Inspector. A color TIFE LRG, or
PNG will appear on the process plates containing its
specific color values and will overprint all spot plates. A
grayscale or transparent grayscale TTFE, LRG, or PNG
to which a spot color or CMYK value has been assigned
will also overprint.

Overprinting works best for spot colors. Overprinting
using process colors may give uncxpccrcd results. While
FreeHand will allow you to overprint a grayscale TIFE,
LRG, or PNG to which a process color has been applied,
it 1s generally a bad idea.

What you see on your MOnitor screen can differ greatly
from the final results that emerge from your printer. See

Chapter 9, “Color Management.”
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In the following examples, the image on the left shows a
process TIFT overprinted on a process background. The
image on the right shows a spot TIFF overprinted on a
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On the computer monitor; the two overprinted T1FFs
Jook identical
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When printed, the results are very different
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Overprinting Gradient fills

Just like any other object overprinting Gradient fills
may overcome trapping problems by allowing a filled
object to overprint on the correct color plates. Do not
ovcrprlnt mdlscrlmmatcly*unlcss you are famuliar with
overprinting, it can result in a third color in the
overprinted area that 1s not what you expected.

Check the Overprint checkbox 1n the Fill Inspector to
setany Basic or Gradient fill to overprint. The results of
overprinting vary greatly depending upon the colors
used 1n the fill and the background. You will get the best
results overprinting an object with a Gradient fill on a
spot color background. The filled object will overprine
on the spot plate, eliminating trapping problems.

If you overprint an object with a Gradient fill on a
process background, the results will vary based on the

CMYK values in the background and the CMYK

values used in the Gradient fill.

For more detailed information about Gradient fills, see

Chaprter 6, “Color, Strokes, and Fills”

Overprinting inks

To set overprinting document-wide for specific spot or
process colors, set the desired inks to overprint in the
Separations panel in the Print Serup dialog box b

p p p 5 Y
clicking in the Ovcrprmt column. Set inks to overprint
for a single print session or save the overprint status as
part of your document. Inks with a check mark in the
O column will overprint. Inks wich a dash will knock

p

out. Inks with a diamond have an assigned ink overprint

threshold.

We recommend setting inks to overprint on a
document level only 1f you have a thorough
understanding of working with separations
and overprintng,

Set an overprint threshold to specify a limut for shades of
an ink to be overprinted. For example, set an overprint
threshold of 90% for the black ink when you want all
objects that contain 90% or more of black o overprint.
Objects containing less than 90% black will knock out.
To set the overprint threshold, click mn the O column i
the Separations panel to display the Overprint Ink
dialog box. Enter a value in the percentage entry field.
Grayscale TIFFs, LRGs, or PNGs containing inks with

an overprint threshold will always knock out.
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Trapping

When the inks used for adjacent objects print out of
register, unsightly gaps or color shifts appear between the
objects. Trapping compensates for misregistration by
expandmg a lighter object to slightly overlap a

darker one.

Traditionally, trapping 1s a prepress task handled by a
commercial printer. FreeHands drawmg tools can be
used by designers and production artists to create traps.
However, you may want to leave this task to prepress
professionals.

Spread size 1s a printing option that can be used as a
substitute for trapping all objects with Basic strokes and
fills. As a general rule, use either manual trapping or
spread size.

When considering how to trap your documents, begin

by talking to your commercial printer about what needs
to be trapped, who 1s responsible for trapping, and how

traps will be creared.

However trapping 1s accomplished, your printer should
determine the trap width, which 1s the amount of
overlap for each trap. Differences in paper
charactersstics, sheet size, screen rulings, and press
conditions require different trap widths. The following
guidelines illustrate commonly used trap widths for
printing on an offset sheer-fed or web press. If you resize
a document, traps you specify may be the wrong size.

Trap size guidelines

Screen ruling Trapping values*®

lines per inch inches points

65 0.0077 to 0.0308 0.55 to 2.20
100 0.0050 to 0.0200 0.36 to 1.44
133 0.0038 t0 0.0152 0.27 to 1.08
150 0.0033 t0 0.0132 0.24 to 0.96
200 0.0025 t0 0.0100 0.18 to 0.72

Note: *The lower value assumes excellent press
registration when the press is off by no more than half
the distance between a row of halftone dots. The higher
value assumes less exact press registration when the
press is off by a full row of halftone dots.

Chokes and spreads

When two colors meet, the darker color defines the
visual edge and determines the direction of the trap. You
can minimuze the visual impact of traps by creating a
choke to trap a dark foreground object to a light
background or by creating a spread to trap a light

foreground object to a dark background.
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To create a choke:

1 Select the dark foreground object.

2 Apply a Basic stroke with a width equal to twice
the size of the trap and use the light background
color as the stroke color.

3 Check Overprint in the Stroke Inspector and
uncheck it in the Fill Inspector.

To create a spread:

1 Select the light foreground object.

2 Apply a Basic stroke with a width equal to twice
the size of the trap and use the light foreground
fill color as the stroke color.

3 Check Overprint in the Stroke Inspector and
uncheck it in the Fill Inspector.

To trap a foreground object to a dark
background object:

1 Select the foreground object and choose
Edit > Clone.

2 Apply a Basic stroke with a width equal to twice
the size of the trap and use the foreground
object’s fill color as the stroke color. Check
Overprint in the Stroke Inspector for the stroke.

3 Choose Edit > Cut.

Select the dark background object and choose
Edit > Paste Inside.

To trap a foreground object to a light
background object:

1 Select the foreground object and choose
Edit > Clone.

2 Apply a Basic stroke with a width equal to twice
the size of the trap and use the light background
color as the stroke color. Check Overprint in the
Stroke Inspector for the stroke.

3 Choose Edit > Cut.

Select the background object and choose
Edit > Paste Inside.

For information on using the Trap Xtra to create traps,

see FreeHand Help.

Printing sections of a document

Most deskrop printers only print standard paper sizes
such as A4, US Letter, and US Legal. If your
illustration s larger than the largest paper size your
printer can accommodate, use one of these techniques to
print your document:

0 Select Fit on paper or scale a page down n the main
Print dialog box to fit on the printable area of the
selected paper size.

0 Use the Manual or Automatic tile options in the
main Print dialog box to print portions ofa page at
full scale.

0 Printonly some of the objects 1n your document by
printing only visible layers.

Scaling for print

Choose from three scaling options for printing—
Uniform, Variable, or Fit on paper. The document
retains the Scale selection, but the settings do not affect
the scale of the original document. Print preview shows
the effect of the current Scale sertings.
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Uniform—Uniformly scale a documents dimensions
for print. Sclccting Uniform displavs an entry field in
the Print dialog box. Enter a percentage from 10% to
1000%, accurate to four decimal places.

Stale T [ peiferm v ||III |

Variable—Independently scale horizontal (x) and
vertical (y) dimensions of a document. Selecting
Variable displays entry fields for x and y dimensions in
the Print dialog box. Enter percentages from 10% to
1000%, accurate to four decimal places.

Scale %: | Uariable | y:

Fit on paper—Reduce or enlarge arcwork, crop marks,
and bleeds for print to fic the selected printer paper size.

Scale %: Fit on paper +

Using tiling

To use Manual tiling to print a portion of
an illustration:

1 For each page you want to print, drag the ruler’s
zero point to the lower-left corner of the portion
of the page you want to print.
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2 Choose File > Print to display the Print dialog
box and enter the desired page number in the
page range entry field.

3 Check the Tile checkbox to turn on tiling, choose
Manual from the pop-up, and choose a paper
size on which the page fits.

In the print preview window, use the grabber hand
to adjust the position of the le.

To use Manual tiling to print multiple pages of a
document on a single page:

Use this techmque to print all pages of a document
containing small custom pages such as business cards on
a single sheet of paper or strip of imagesetter film.

1 With the rulers displayed, select the upper-right
page in your document to make it the active

page.

FrTERSTAIIN L ENSAIN TP P ELET T TR

i [
AIEINE

= 1vb_]
-

Eleed :

Pprrmm= s
®

Printer resolution:

i

2 Drag the ruler’s zero point to the lower-
left corner of the lower-left page in
the document.
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3 Choose File > Print to display the Print dialog
box and enter the page number of the upper-
right page in the page range entry field.
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4 Check the Tile checkbox to turn on tiling, choose
Manual from the pop-up, and choose a paper
size in the Paper Setup panel large enough to
contain all the pages.

Check Print Preview to make sure that all of the
pages you want to print display 1n the printable arca
for the upper- rlght page. Use the grabber hand to

adjust the position of the tile.

To use Automatic tiling:

1 Choose File > Print, use Command-P (Macintosh)
or Control-P (Windows), or click the Print button
on the Main toolbar to display the main Print
dialog box.

2 Check the Tile checkbox to turn on tiling and
choose Automatic from the pop-up.

The overlap value determines how much of the
tllustration will be duplicated on adjacent tiles.

Printing only some objects in a document

You have several choices when you want to print only
some of the objects n your document during a specific
print session:

0 Check Selected objects only mn the Print dialog box

to print the currently selected objects.

0 In the Imaging panel in the Print Sctup dialog box,
uncheck the Include invisible layers option and
uncheck layers on the Laycrs panel to make them
mvisible and prevent them from printing,

0 Move layers you do not want to print below the

separator line on the Layers panel.

0 In Windows, right-click a selected object and
choose Print Object from the shortcut menu.

Printing PostScript files to disk

To create a PostSeript file, choose File > Print and choose
File as the destination (Macintosh) or choose

File > Print and check Print to file (Windows).
When preparing a PostScrlpt file for a prepress service

provider, ask them which settings are best for their
system before you begin.

It the PostScript file will be printed directly to an output
device, make sure the selected PPD matches the output
device and make sure Use PPD 1s checked. For prepress

applications, choose File » Expor[ to use an EPS format.

When fonts in your document are not
installed on the final output device
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On the Macintosh, the LaserWriter 8.1.1 and later
drivers support icluding PostScript or TrueType fonts
in a PostScript file. To avoid PostScript errors, use this
option when fonts in your FreeHand document are not
installed on the final output device.

From the Font inclusion pop-up in the Create File
dialog box, you have the options None, All, and All But
Standard 13 to specity which fonts to include in the
PostScript file. Choosing None will not include any
fonts i your document, resulting in a smaller file rhar
downloads faster. However, font substitution may occur
unless all of the fonts used are resident in the printer.
Choosing All eliminates font substitution, but results in
the slowest download time. Choosing All But Standard
13 downloads all fonts except the standard fonts
included in virtually all printers and imagesetters. Fone
substitution will only occur if the printer uses a non-
standard version of these fonts, or if one of them 1s
missing entirely.
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Choosing output options

Output options affect a document when you print to a
PostScript output device or export from FreeHand to

EPS by choosing File > Export.
Choose File > Outpur Options to display the Output

Options dialog box. The same options for output appear
duplicated for convenience in the Imaging panel in the

Print Setup dialog box.

Qutput Options

Objects: Include inwvisible layers
Split complex paths

Images: | Binary -
Include OF| comments
Convert RGB to process

Default u Maximumn color steps
Default H Flatness

0 Include invisible layers—Check to print and
export objects on all foreground layers.

0 Split complex paths—Check to split paths nto
smaller sections as they are printed and exported,
reducing the likelthood of memory-related
PostScript errors—particularly when printing to
PostScript Level 1 printers. Paths split based on the

printer resolution.

0 Images—Choose from this pop-up to determine
how bitmap image data 1s sent to the printer or
included 1n an exported file.

Use

To

None Include OPI comments rather

than image data.

This is frequently used with
Include OPI comments.

ASCII Encode image data as ASCII

characters.

This option is readable by
either platform, but creates a
larger file and prints slower
than other options.

Binary Encode images as binary data

for use on the Macintosh.

Files with binary encoded
data are smaller and print
faster on the Macintosh, but
cause PostScript errors when
printed from Windows.

Binary (Cross Encode images as binary data
Platform) for either Macintosh or

Windows.

This option is the best

solution for speed and print
reliability when working in a
cross-platform environment.

O

Include OPI comments——Check to include
OPI comments with the document when printing
or exporting,

Convert RGB to process—Check to convert RGB
1mages to process colors upon output when creating
an EPS or a composite. Check Convert RGB to
process if you plan to print a birmap image filetoa
printer that does not color separate RGB 1mages.

Maximum color steps—Use to limit the number
of colors in graduated and radial fills when you have
trouble converting an EPS file to a color electronic
prepress system such as Crosfield, Linotype-Hell, or
Scitex. The available choices are Default, 126, and
256.If an EPS file generates more than the
maximum number of colors in the prepress system’s
line-work format, enter a number smaller than 256
unal the file converts successfully. Adjust values
with caution—reducing the number of colors may
also reduce the smoothness of color transitions.
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0 Flatness—Enter values above zero to speed
prinung of curved path segments and reduce
memory-related PostScript errors. The flatness value
controls how smoothly curves print. Values
between zero and three are barely discernible to the
eye. Values above ten may result in visibly flatcened
curves, especially at low resolutions.

f\\'(\\'
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Flatness = 100

/

Flatness - 3

How fonts affect printing

Choosing the type of font is the first step n making sure
the type on your pages displays and prints correctly. For
production work, 1t 1s critical to use exther PostSeript or
TrucType fonts exclusively. If you are working with a
prepress service provider or service bureau, ask for a
recommendation on font formars before beginning,

Use a type manager to improve on-screen text display
and font management. Adobe Type Manager (ATM) is
the only type-management utility that supports all of
the text effects available in FreeHand. ATM requures
PostScript (Typc 1) fonts, but does not require output to
a PostScript printer.

Working with PostScript fonts

PostScript fonts are the best choice if your final outpur
device 1s a PostScript printer or imagesetter, or if you
want to export your document as an EPS file. All

text effects and transformarions are available for
PostScript fonts.

PostScript fonts have three components:

0 The screen or bitmap font for a specific poine

size (Macintosh)

0 The printer or outline font

0 Font metrics—the information used to compose the
font—including kerning and spacing dara.

On the Macintosh, a PostScript font 1s available when
the screen font 1s properly mstalled 1n the system. The
Macintosh does not require a separate font metrics file
because font metric information 1s stored 1n the screen
font. Store PostScript screen and printer fonts in the
Fonts folder within the System folder. Drag a font file to
the System folder to store the file in the appropriate
location automarically. Alternatively, use a font
management utility such as Symantec Suitcase or Alsoft

Master Juggler.

In Windows, a PostScript font 1s available if the font is
installed using a font management utility such as ATM
(Windows 95 or NT) or using Start > Settings > Control
Panel > Fonts (Windows N T?

Working with TrueType fonts

TrueType fonts are best if your final output device 1s a
deskrop printer, Cspcaally anon-PostScript printer.
TrueType fonts retain qualicy when scaled, bur text
effects and transformations may not display or print to
a PostScript printer as effectively as a PostScript font

with ATM.
Bitmap fonts such as PCL (Windows) are often

included with non-PostScript printers. PCL fonts

generally provide a limited, non-scalable set of sizes,
cannot be transformed, and do not support special

text effects.

Avoid using TrueType fonts when you plan to print to a
PostScript printer. If there are duplicate fonts in both
TrueType and Type 1 formar, conflicts are likely, and you
may get unexpected results. Because identically named
PostScript and TrueType fonts usually contain subtle
design and metric differences, a font name conflict

can result in unexpected output, such as a different

line length.

Unlike PostScripr fonts, all the iformation needed to
print or display any point size 1s included in a single
TrueType fon file.

On the Macintosh, TrueType fonts are located in the
Fonts folder within the System folder.
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In Windows, TrueType fonts are installed through the
. 4 .
program 1n the Fonts Control Panel and normally reside

in the Windows System folder.

Handling missing fonts

When you open or import a graphic or text file
containing fonts that are not installed in your system,

the Missing Fonts dialog box appears.

Misaing fonis

Thess Tests are nof inyleled. Cpprier
will be uyed fer @splaying and prinfing.

(Sewwee—)
[ Seiect zm |
—

The Missing Fonts dialog box lists all fonts used in the
document not available in your system. Click Replace to
choose a replacement font from among the mnstalled
fonts in your system. Choose a style from the Text style
pop-up. Any missing fonts you do not replace will
display and print in the default replacement font—

Courier (Macintosh) or Arial (Windows). The font

remains intact in your document.

The Missing Fonts dialog box will not appear if you use
ATM’s font substitution feature. Instead, a temporary
font substitution occurs automatically upon open or
import. When you import an EPS, the Missing Fonts
dialog box alerts you to missing fonts, but will not
replace them.

For more information about the Missing Fonts dialog
box, see “Handling font substtution” on page 271

Using Document Report

Use Document Report to compile documentation for

your own prepress review; or as a guide to fill out

documentartion required by your service bureau. Choose

q Yy
from among the options available to generate a detatled
S p 2

description of your document 1n a report format. Service
P Y P

providers can pr int out the report before running your

job to determine the file’s exact contents and avoid costly

mistakes.

Choose File > Report to dlsphy the Document Report

dialog box, which has nine categories:

O Document—Includes documentlevel options,
such as the file name, location, and size.

0 Pages—Includes options describing the
dimensions and orientation of each page.

0 Objects—Includes object-level options, such as
assigned names and notes, halftone settings, and
status of imported 1mages.

O Fonts—Includes spccifications for each font in the
document.

0 Text blocks—Includes options for reporting the
font, color, location of the bounding box, line and
paragraph count, and first Line of text for each text

block.

0 Layers—Includes options describing each layer’s
status and position.

0 Styles—Includes a description of each object style
and paragraph style assigned.

0 Colors—Includes options for color name, value, and
separation status for each color. With Color
Management turned on, your settings 1n the Color
Management preferences appear in the report.

0 Output options—Describes the output options
chosen 1n the Outpur Opuions dialog box.

For a complete listing of the options available in each
category of the Document Report, see FreeHand Help.
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To use Document Report to generate a printed or
on-screen report:

1 Choose File > Report to display the Document
Report dialog box.

B EE T

Paligmig B, ————
m inrwwrrd FlFs rams

O Fuges [ ey

[y 1O [ rie i

I Famin [ Fis e min

I Teai bmgks [0 € rmmiomn dain

1 Ly [7 i b didl e

I W [ i e 1

I Cuimry [0 Tndai ey

7 Bl o D

= D)

2 Click each category to display the available
options.

3 Customize your report by checking and
unchecking options in each category to meet

your needs, or the needs of your service provider.

Hold down Option (Macintosh) or Control
(Windows) and click any of the Options
checkboxes to turn all displayed options on or off in
a selected category.

4 Click Report to display your report on screen.
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The Document Report Viewer appears, including
your detailed report by category.

Collecting components for
output

The Collect for Outpur command gathers components
needed to print the current document and copies those
components to a common location. Use Collect for
Output when preparing a document to send to a service
bureau. Collect for Output saves a copy of the following
components:

0 The ongmal FreeHand document
0 Each linked graphic
0 A FreeHand document report

0 Allfonts in the document except fonts embedded in

EPS files

0 The print set file chosen in the Print Setup dialog
box at the time of collection

0 The PPD chosen in the Print Setup dialog box at

the time of collection

To use Collect for Output:

1 Choose File > Collect for Output.

If you have not saved the FreeHand document, a
dialog box will prompt you to do so. Canceling this
dialog box stops the Collect for Output process.

2 In the Document Report dialog box, choose
items you want in the document report, and click
Report (Macintosh) or OK (Windows).

For more information on Document Report, see

“Choosing output options” on page 242.

3 In the Save dialog box, type the name of the
report file, choose a destination for the collected
materials, and click OK.

All collected materials, including the newly
generated document report, are copied to the
location you choose.

Note: License agreements vary from font to font. Before
distributing any font, make certain that the font's
license agreement gives you the right to do so.
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Managing colors in
FreeHand

Color management 1s the process of maintaming color
consistency throughout a workflow, from your monitor
to the final product. As you design color illustrations in
FreeHand, naturally you want the colors of your final
product to match the colors you see on your monitor.

However, monitors display colors using addicive RGB
color, while printing presses recreate colors using
subtractive CMYK color. Because the RGB gamur, or
range of colors, 1s much larger than the CMYK gamur,
some colors projected on a monitor can only be
approximated in print.

Human eye gamut
Photographic film gamut

RGB monitor gamut

Process printing gamut

For more information about colors, see Chapter 6,
“Color, Strokes, and Fills,” and the Show Me movie
“Using Color” in FreeHand Help.

[lluscrations typically pass through one or more
clectronic devices or software applications on the way to
final output. Printing a FreeHand document to a local
printer, for example, involves FreeHand, your computer’s
monitor and operating system, and the printer. Color
Interpretation from one device or application to another
can vary. Even colors 1n artwork created strictly for the
Internet can vary from monitor to monitor.

Furthermore, some elements of a FreeHand illustration
may come from another electronic device or another
software application. One device or applications
Interpretation of colors may differ from that of another
device or application. Even between devices or
applications of the same type—or even the same brand—
color interpretation may vary due to age, wear, current
settings, and other factors.

This chapter describes each option for managing colors
in FreeHand. To use color management, choose a
Colors > “Color Management” preference option.
Clicking on Color Management in the Print dialog box
also dusplays the color management options. If you do
not want to use color management, choose None from

the pop-up.

Ad juxk Nisplay Calass
Endak Color Tahles
Kodak Digital dience
Type: |~ Mione

Enlar managemeani

Choose from four color management options

Adjust Display Colors—Adjust color values visually to
match colors from a color swatch book or printed
samples, or use specific numeric values.

Kodak Color Tables—Usc FreeHand's RGB-to-
CMYK and CMY K-to-RGB color conversion tables to
manage colors without Kodak Digital Science (KDS)
extensions installed on your computer. The conversion
tables use selected data from KDS extensions and
interpolate color values during conversion.

Kodak Digital Science—Usc the Kodak Digral
Science (KDS) monitor profiles, separation-printer
profiles, and composite printer profiles information to
include FreeHand 1n your color management strategy.

Choose When

Adjust Display
Colors

Precise color matching is
unnecessary but you want to
calibrate monitor colors to
approximate colors from a
swatchbook or printed samples.

You want to use limited color
management based on KDS data,
when, for example, the KDS
extensions are not installed.

Kodak Color
Tables

Kodak Digital

FreeHand is part of a strategy to
Science (KDS)

manage color throughout your
workflow, and you need full color
management.

None Final output is RGB, web safe
colors, or 35mm slide, or color
management is unnecessary.
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Using Adjust Display Colors

Use Adjust Display Colors to calibrate monitor colors
visually to match sample output colors or numerically to
match specific color values. For example, use colors from
a swatchbook as sample colors. To match monutor colors
with a prin[er’s output, print sample colors on the
printer and compare the printed output with the screen
colors. This color management option is simpler than
Kodak Digital Science, but much less accurate.

Note: FreeHand 8's Adjust Display Colors option is the
same as the Adjust Display Colors option in FreeHand 4,
5, and 5.5.

To calibrate your monitor using Adjust Display
Colors:

1 Choose a set of test colors to which you want to
calibrate your monitor.

Use a color swatchbook or print sample colors from
the target printer.

2 Choose Adjust Display Colors in the
Colors > “Color Management Type" preference.

The Calibrate button appears under the pop-up.

3 Click Calibrate to display the Display Color Setup
dialog box.

Color management

Typi: [Ad just Bscplay Colors =
Calibrate_
Click to
display the

Besplay Color Seley

Display Color
Setup dialog

| box.

o o |

[ (5 §

| Coapeielf | & —— Click a color
to adjust the
Magenia Yallow

M7

4 Click any color in the dialog box to display an
Apple Color Picker or Windows Color dialog box.

color’s values.
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Hold color samples from the output device or
color swatchbook next to the color on the screen
to compare and adjust the on-screen color to
match the sample.
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Using profiles and color
conversion to manage
colors

Generally, a thorough color management strategy has
seven steps:

1 Specify colors you want to use.

Calibrate your monitor.

Measure colors you want to use.

A O N

Build or specify profiles for each device in the
workflow.

5 Convert RGB colors to CMYK colors.
6 Print proofs to the output device.
7 Print the final output.

A color management system such as Kodak Digyral
Science or Apple ColorSync ties these steps together for
effective color management.

Using a color management system requires an
understanding of color management that exceeds the
scope of this chapter. If your task requures color
management and the concept 1S NEW O you, we
recommend researching the topic before using the

Kodak Digital Science option.

Building or specifying profiles

A profile describes a device’s behavior regarding colors. It
1s created by measuring the outpur range ofa particular
color device under controlled conditions.

When a document requires extremely accurate color
reproduction, sophisticated measuring instruments,
such as spectrophotometers or colorimeters, and special
software are used to create custom profiles for the actual
devices used to produce the document. These profiles
precisely map the color gamut and other characteristics
of each device.

While custom profiles are the ideal approach, building
them requures a thorough knowledge of color
management and color management tools.

The Kodak Digrral Science color system helps you
manage color in FreeHand using standard profiles
approved by the International Color Consortium
(ICC). Manufacturers furnish model-specific, [CC-
compatible profiles that appear on FreeHand's Color
Management pop- ups when the “Kodak Digytal
Science” preference 1s chosen. Available custom profiles
also appear.

FreeHand reads all ICC-compatible profiles. Additional
manufacturer profilcs are available on the Internet at
www.colorsync.com.

Simply stated, to calibrate 1s to adjust the device colors to
match the device profile. Whether the profiles are
custom or vendor-supplied, each device in the workflow
must be calibrated to its profile for effective color
management. Consult the device’s documentation for
cach device to learn how to calibrate 1t.

Note: The Kodak Color Tables option is described on
page 252.

Using Kodak Digital Science profiles to
manage colors

Use Kodak Digutal Science (KDS) to integrate
FreeHand with your overall color management strategy.
Choose from a variety of ICC-compatible manufacturer
profiles, as well as any available custom profiles.
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Click to display Composite
printer and RGB image
default profile options and
the Composite simulates.

Note: System-level color-related features, such as
Gamma Control, may conflict with FreeHand's color
management systems.
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The Kodak Digital Science 1s unavailable when the
KDS extensions are not in your computer’s System
folder (Macintosh) or FreeHand 8 folder (Windows).
o restore the extensions, drag and drop a copy of the
Kodak extensions from the FreeHand CD-ROM onto
your closed System folder (Macintosh) or copy them
110 your FreeHand 8 folder (Wmdows) [f KDS 1s sull
unavallable, search for extension conflicts with other
color management extensions.

Setting the monitor profile

Choose an ICC-compatible monitor profile from the
Monitor pop-up. This option refers to the monitor you
use to create illustrations.

Setting the monitor to simulate final output

In the Monitor simulates preference pop-up. choose
from three 0pt1ons None, Composite printer, and
Separations printer. Base your choice on the final outpuc
device so that your monitor displays within the color
gamur of that device.

For example, an arust designing graphics for on-screen
display may opt for the brighter RGB colors by choosing
None from Color management Type pop- up, choosmg
Adjust Display Colors, or choosing None in the

Monitor simulates pop-up.

Note: The web safe color library is recommended for
artwork designed exclusively for on-screen display. See
Chapter 6, “Color, Strokes, and Fills," for more
information.

Choosmg None in the Monitor simulates pop-up
affects neither the monitor dlsplay nor the printer
profiles. As you view your document on screen, the
moniror displays colors according to the monitor profile

and the CMYK colors are displayed as CMYK

according to the printer profile.

The monitor displays RGB colors based on the monitor
profile. However, if the Monutor simulates sctting 1s
either Composite printer or Scparanons printer, then
FreeHand uses the appropriate printer profile to adjust

the RGB colors.

To set the monutor display to the composite printer
profile, choose Composite printer in the Monitor
simulates pop-up when your final outpur device 1s a
composite printer.

To set the monitor display to the separations printer
profile, choose Separations printer in the Monitor
simulates pop- up when your final output device 15 a
separations printer. The monitor bases on-screen
display on the separations printer profile. This 1s known
as soft-proofing,

Setting printer profiles

When printing a document for separations output,

p 8 p p
choose the appropriate profile from the Separanons
printer pop-up. The Separations printer options show

ICC-compatible CMYK and Hexachrome
printer profiles.
x|

Compasite printer: |Default [CHYE) j

[ Composite simulates separations
RGE image default: |None j

Cancel

Click Advanced Setup in the Color Management preference
10 choose composite printer and RGB image deftutlt options

When printing a document for composite outpur, click
the Advanced Setup button. Choose the appropriate
profile from the Composnc printer pop-up. The
Compos1te printer settings show [CC- compatible

CMYK and RGB printer profiles. Choose the correct

profile for your composite printer.

Leaving either the Composite printer pop-up or the
Separations printer pop-up set to Default (CMYK)
provides reasonable results for most printers. On the
Macintosh, these defaults are built into FreeHand.

In Windows, the defaults are stored with the defaule
montror profile. However, for best results, use custom

profiles.
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Using the Composite simulates separations
option

With Composite simulates separations checked, choose
Scparations printer in the Monitor simulates pop-up so
the monitor displays colors that march the outpur of the
scpalatlons printer. The COIHPOSI[(_ stmulates
scp«narlons option bases composite printing on the
separations printer profile; it prints simulated separation
proofs on a composite printer.

When designing a four-color brochure, for cxamp
pnnt preliminary drafts to an in-house composite
printer. To better view how the colors of the final
brochure will look using your composlrc puntcr check
the Composite simulates separations option.

Note: When printing as a composite using a device that
performs in-RIP separations, as some Scitex systems do,
uncheck Composite simulates separations.

Printing separations using a Hexachrome
printer profile

In addition to Defaule (CMYK), a generic Hexachrome
profile is available for six-color (CMYKOG) ourput
when a more suitable profilc 1s not available. Choose a
Hexachrome proﬁlc to separate to six-color ourput.
When the printer profile 1s a Hexachrome printer
profile, the monitor displays Hexachrome colors as if the
Monitor simulates setting 1s None, and 1t displays
CMYK colors as if the printer profilc 1s Default
(CMYK). Colors print as follows:

0 Hexachrome colors—Hexachrome color library
process colors remain unchanged and print using
the defined Hexachrome values.

0 RGB color—RGB process colors and RGB TIFFs

separate into Hexachrome.

O CMYK colors—CMYK process colors and
CMYK TIFFs remain unchanged when printing
as Hexachrome. CMYK colors do not appear on
the orange plate or the green plate.

0 Spot colors—Any color defined as a spot color
(CMYK or RGB) prints on its own spot plate
unless Print spot colors as process is checked in the
Separations tabbed panel of the Print Setup dialog
box, i which case the colors separate to CMYK
values.

Naming color profiles for cross-platform use

T use color profiles between Macintosh and Windows,
add a period and the three-letter extension ICM to the
profile name. Avord special characters such as a slash (/)
and parentheses. When sharing files between
Macintosh and Windows operating systems, name the
profiles with no more than 27 characters followed by a
period and the ICM extension. This nammg
convention 1s important when assigning RGB images
with device profllc&

In the FreeHand folder for erther Macintosh or
Windows, store profiles either in rhc [CM folder or 1n

the System\Preferences\Color Svnc ' Profiles folder
(Macmrosh) or Wmdows\System\Co or folder
(Windows).

Using Kodak Color Tables

Use Kodak Color Tables for limited color management
without Kodak Digital Science extensions installed on
your computer. This option manages only CMYK

display and RGB conversion. TIFFs cannot be profilcd
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The conversion tables use the Kodak extensions to
create color averages from profiles and interpolate color
values during conversion. When FreeHand s installed,
two files named CM Y KtoRGBtable and
RGBroCMYKiable are placed 1n the System folder
(Macintosh) or two files named RGB2CMYK and
CMYK2RGB are placed in the FreeHand 8 folder
(Windows). These files mnitially contain default data for
the Kodak Color Tables option to use. When profiles
are chosen within Kodak Digyral Science, these two files
are updated.

Coky W wageanend
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When Kodak Color Tables 1s chosen, the Monitor and
Scpal‘ations printer option choices are displayed without
a pop-up. Kodak Digueal Science Advanced Color
Opuions are not available when Kodak Color Tables 15
chosen. However, the options None and Separations
printer are available in the Monitor simulates pop-up.

The Kodak Color Tables option 1s available when the
Kodak Digiral Science attachments are not installed, but
the profiles cannot be changed.

To change Monitor, Separations printer, or
Advanced options when using Kodak Color
Tables:

1 Choose the Color > Color Management >
“Kodak Digital Science” preference.

If the Kodak Dugital Science option 1s unavailable,
drag a copy of the Kodak extensions from the
FreeHand CD-ROM onto your closed System
folder (Macintosh) or FreeHand 8 folder
(Windows).

2 Choose one or more different KDS options.

3 Choose the Color > Color Management >
“Kodak Color Tables” preference.

The newly chosen options are displayed in the
Color Management area of the Color preferences

dialog box.

Color management of RGB images

"To improve the display and outpur of a sclected RGB
image, assign a device profile based on how the image
was created. For example, if you scanned an image,
assign the appropriate scanner profilc using the RGB
image default pop-up 1n the Colors > “Color
management” preference. The device profile contains the
source of the image’s color creation and 1s otherwise
referred to as the image source. The RGB default pop-up

displays both monitor and scanner profiles.

The profilc determines the colors that the image displays
and prints within that profile’s color gamut. The defaule
setring of None displays and prints RGB 1mages

according to the Monitor profile.

o [

[a=[m[AD
RGE LRG

Dimensions :

=:(48.5199

y:|433.52

w147

h: (89

Scale %

Imnage source:

When you select an RGB image, the Object Inspector
shows the type of RGB 1mage, as well as its source

Use the Image source pop-up in the Object Inspector to
individually assign images with device profiles without
changing the default profile in the Color preferences.
The Image source pop-up 1s not affected by the

Objcct > “Changing options changes defaults” prcfcrcncc
It 1s available only with the Kodak Digital Science Color

Managcmcnt OP[lOll
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The Image source pop-up 1s useful when importing
several images from different sources. For example, one
image may have been adjusted to the monitor in Adobe
Photoshop and another image to a scanner.

Tracking device profiles of relocated
RGB images

Before moving a document with profiled images to
another computer, install the necessary profilcs on the
new computer. When the profiles are not available, the
following dialog box appears when opening the
document:

Hisking image seenies

The following AGH Image Sserces sre sl
Instaled The Selanll |mape Source wel
be used Tor splay and prinfing,

Egpie 1§ ALB §lassdard

The Missing image sources dialog box lrsts the missing de-
vice profiles needed to support your RGB images

0 When the document is reopened after installing the
original profiles, the profile assignments of the RGB

ilTl&lgCS remain intacc.

0 When the document is first opened without the
original device profiles, the RGB image default
device profile 1s temporarily assigned to the RGB

1mages.

0 When the document 1s opened without the original
device profiles and you choose a new device profile
to replace the temporary default, the new device

profile 1s assigned to the RGB images.

Color conversion of RGB images when
exporting an EPS file

0 With the Convert RGB to Process option
unchecked 1n the Ou[put Options dialog box,
FreeHand exports RGB image colors as RGB colors.
These EPS files are intended for composite printing

and will not reliably separate o CMYK.

0 With the Convert RGB to Process option checked,
RGB colors export as CMYK colors according to
the separations printer profile. If there are
Hexachrome colors in the document when
exporting, a warning displays stating Hexachrome
colors will export as CMYK process colors.

Note: With a Hexachrome profile chosen as the
separations printer profile, RGB colors separate into
Hexachrome when printing, but not when exporting.

Color conversion of RGB images for printing

0 With the Convert RGB to Process option
unchecked in the Outpur Options dialog box,
FreeHand prines RGB image colors as RGB colors.
These EPS files are intended for composite printing

and will not reliably separate o CMYK.

0 When printing separations, the RGB colors convert

to CMYK or CMYKOG colors.
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File types

Vector graphics

Vector graphics describe shapes mathematcally. Lines
and shapes drawn in FreeHand are vector graphics.
Vector graphics retain smooth edges and fills at high

magnifications.

Bitmap images

Bitmap 1mages describe shapes using an array of pixels.
Macromedia xRes and Adobe Photoshop are examples
of applications used to create bitmap images.

Bitmap images often appear more photorealistic than
vector graphics. However, bitmap images become
pixelated and rough-edged when magnified. Biemap
image files are often larger in file size than vector
graphics, especially at greater dimensions or higher
resolutions.

FreeHand can impor[ and transform bi[map images,

but cannot edit them. Use Macromedia xRes for
detailed editing of birmap 1mages.

Bringing files into FreeHand

Use one of the following actions to import graphics
O [ext:

0 Import

0 DPaste

0 Dragand drop

0 Subscribe To (Macintosh)

The import method you choose affects how you manage
and store your illustrations and imported objects.

Import

To import a file:

1 Choose File > Import or use Command-R
(Macintosh) or Control-R (Windows).

2 Select a file and click Open.

If the file selected for import contains a preview, it

displays when the file 1s selected.
Importing HPGL and DXF (Windows) opens an

additional dialog box to set format‘spccific 1import
opuons. See FreeHand Help for further details

abour these options.

3 Position the import cursor where you want to
place the upper-left corner of the graphic or
text block.

—

4 Click the mouse button to place the graphic at its
actual size. Hold down Shift and drag a corner
handle to scale the graphic.
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Imported vector graphics are converted to FreeHand
format and are stored 1n the current FreeHand
document. The EPS file format s an exception. By
default, an EPS graphic 1s linked to the FreeHand

document, not embedded.

Bitmap formats other than TTFE LRG, and PNG are
converted to TIFF and embedded in the FreeHand
document. By default, TTFE, LRG, and PNG are linked

to the FreeHand document, not embedded.

A preview of a linked graphic 1s placed mto your
document. Storing a preview (linking) rather than the
entire imported file (cmbcdding) makes your document
smaller.

To force EPS, TIFE LRG, and PNG files to embed,
check the Import> “Embed images and EPS upon

import/cxport“ prefercncc

Choosing a format

Most applications save or export files in several formats.
Choose a graphic or text file format based on one of the
following:

0 The file formats supportcd by the exporting
application

0 The file formats imported by FreeHand

0 Your final outpur device and
production requirements

0 Speaific attributes you want to import

To import from Do this
XRes Save as LRG,TIFF, or PNG
Adobe Acrobat Open directly in FreeHand

Adobe lllustrator ~ Open directly in FreeHand

Adobe Photoshop  Open directly in FreeHand

Adobe PageMaker Export text as RTF

Export a single page by
printing to disk as EPS

CorelDRAW Open version 7 directly in
FreeHand on Macintosh; open
versions 3, 5, 6, and 7 in
FreeHand on Windows

QuarkXPress Export text as RTF

Export a single page as EPS

Word processors Save text as RTF

(Word,

WordPerfect)

3D modeling Save as AutoCAD DXF or
applications bitmap

Note: To import from Adobe Photoshop 3 or 4, check
Photoshop's 2.5 compatibility preference.

Copy and paste

Pasting is another way to import and embed a graphic.
It 1s most efficient for transferring objects from one
FreeHand document to another. Pas[ing is also a good
way to transfer graphucs or text from an application that
cannot export 1n a file format supported by FreeHand's
other import methods.

Graphics copied from a source application and pasted
into the active FreeHand documentappear in the center
of the screen.

Diufferent apphcations support varying formats, so an
application may copy more than one formar to the
Clipboard. The format that provides the most
information abour the object 1s placed. FreeHand pastes
a vector graphic, if available, or a TIFE if unavailable.
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Drag and drop

Drag and drop objects into FreeHand from applications
that support Apple’s Drag Manager (Macintosh) or
OLE Drag and Drop (Windows). Some of these
;1pplications include Photoshop, [lustrator, and
Netscape Navigator (Macintosh). Drag and drop

objects from one FreeHand document to another.

To drag and drop graphics:

1 Select a graphic in an application and drag it
over an open FreeHand document.

2 Position the cursor where you want to drop the
selection and release the mouse button.

Subscribe (Macintosh)

FreeHand supports the Macintosh feature of Publish
and Subscribe, which allows FreeHand to import a file
that has been published as an edition file. This edition
file can contain graphics or text. FreeHand onl
subscribes to edition files that have been published as a

PICT or as an EPS. See FreeHand Help for details.

Results of importing

Imported file Windows
format extension

Imported as

Adobe lllustrator 1.1 Al Editable paths

through 7.0

Adobe Photoshop 3.0  PSD TIFF

through 4.0

AutoCAD DXF DXF Editable paths
Computer Graphics CGM Editable paths
Metafile

CorelDRAW 3 through 7 CDR Editable paths

Encapsulated EPS EPS
PostScript (EPS)

FreeHand 2.0 through  FH3, FH4, Editable paths

7.0.2 FH5, FH7

GIF GIF TIFF

HPGL Graphics PLT Editable paths
JPEG JPG TIFF
Macintosh Picture (PICT TIFF

and PICT2)

Micrografx Designer 3.x DRW Editable paths

Portable Network PNG PNG
Graphic (PNG)

Targa TGA TIFF
Tagged Image File TIF TIFF

Format (TIFF

Windows Metafile WMF Editable paths
(WMF)

Windows Enhanced EMF Editable paths
Metafile (EMF)

Windows Bitmap (BMP) BMP TIFF

xRes 2 and 3 LRG LRG

Note: CGM, DRW, DXF, EMF, PLT, WMF, and
CorelDRAW CDR versions 3, 5, and 6 can be imported
only into FreeHand on Windows.
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Importing and Exporting DCS EPS files
Use DCS EPS (Desktop Color Separation

Encapsulated PostScript) files to increase the speed of
printing high-resolution EPS files. Each DCS 1.0 EPS 1s
split into five files: one low-resolution composite
preview file and one file for each of the four process
colors. The DCS 2.0 format is a single file contaiing all
of the data within the five DCS 1.0 files. FreeHand can
import DCS 1.0 and DCS 20 files and export DCS 2.0

files.

Touse a DCS 1.0 EPS, import the low-resolution file
from the DCS separanions. When FreeHand creates
process color separations, it automatically gathers
information from the four other component files of the

DCS EPS and outputs them to the appropriate plates.
1o use a DCS 20 EPS, import the single DCS file.

FreeHand automaucally uses the low-resolution dara for
display and the high-resolution data for output to the
appropriate plates.

10 export a FreeHand object or illustration as a DCS
EPS, choose File > Export> EPS DCS2. FreeHand
exports a single DCS 2.0 EPS file containing a color

preview.

Importa DCS as a linked image—do not embed 1t. For
more information about linking and embedding, see

“Linking and embedding” on page 266.

Colors

Colors in imported vector or editable EPS files are not
always added to the Color List automatically. To add
colors to the Color List when importing an editable
EPS created in Adobe Illustrator, check the Import/
Export > “Convert editable EPS when imported”
preference.

Other ways to add colors to the Color List from
imported graphics include:

0 Choosing File > Open nstead of importing,

0 Choosing Xtras > Colors > Name All Colors. Thus

adds colors from 1mported vector graphics by their

CMYK process color or RGB color name.

0 Using the Eyedropper tool on the Xtra Tools panel
to add colors from a TIFE LRG, PNG, or

bitmap preview of an EPS.
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Sending information
to other applications

FreeHand transfers graphics and text to other
applications through these methods:

0 Export

o Dublish (Macintosh)
o OLE20 (Windows)
0 Copy and paste

0 Dragand drop

Export

Exporting converts an illustration into one of several
standard file formats that are compatible with many

applications on the Macintosh and in Windows. When

choosing an export method, consider the FreeHand
export formats 1n the following table.

FreeHand export formats

Macintosh

Windows

Macintosh

Windows

Adobe lllustrator 1.1
through 7.0

ASCII Text

Windows Bitmap (BMP)

Desktop Color Separations

2.0 (DCS2 EPS)

Shockwave Flash 2 Movie

(SWF)

FreeHand 3.1 through 7.x

FreeHand 3.1 text editable

Generic EPS
GIF

JPEG

Adobe lllustrator 1.1
through 7.0

ASCII Text
Windows Bitmap (BMP)

Desktop Color
Separations 2.0 (DCS2
EPS)

Shockwave Flash 2
Movie (SWF)

FreeHand 3.1 through
7.x

FreeHand 3.1 text
editable

Encapsulated PostScript
GIF

JPEG

Macintosh EPS
MS-DOS EPS

Acrobat PDF
Photoshop EPS (CMYK)
Photoshop RGB EPS
PICT

PICT (paths)

PICT2 (paths)

Portable Network Graphic

(PNG)
QuarkXPress EPS
RTF Text

TIFF

xRes paths

xRes LRG

Targa (TGA)

EPS with TIFF Preview
EPS with TIFF Preview
Acrobat PDF
Photoshop EPS (CMYK)

Photoshop RGB EPS

Portable Network
Graphic (PNG)

QuarkXPress EPS
RTF Text

TIFF

xRes paths

xRes LRG

Targa (TGA)

Windows Metafile
(WMF)

Windows Enhanced
Metafile (EMF)

When cxpornng an EPS or PDF file to another
application, optimize color consistency by converting

the colors to CMYK, RGB, or both. The Export EPS
and PDF Export dialog boxes have this option.

To choose a color conversion opnon before dragging and
dropping and copying and pasting colors from
FreeHand to another apphcarlon use the Import/
Export> “Convert colors to” preference.
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To export:

1 Choose File > Export or use Command-Shift-R
(Macintosh) or Control-Shift-R (Windows) to
display the Export Document dialog box.

£ |

Choose the file format from the Format pop-up.
Type a file name and select the destination.

Check Selected objects only to export only selected
objects, not the entire FreeHand document.

4 Click Export.

Choose File > Export Again to update the most recent
exported document. Export and Export Again are
similar to Save As and Save, in that both Export and
Save As require a new document name, while both
Export Again and Save update an already-named
document.

1f you choose Export Again, the Export dialog box
appears 1f the document you are updating 1s not a
version of the most recently exported document. When
Selected objects only 1s checked, Export Again continues
to export selected objects only.

Choosing an export format based on

output device

To output to

Use

Low-resolution
PostScript printer

Non-PostScript
printer

High-resolution
printer or
imagesetter

Slide recorder

Plotter, vinyl
cutter, or
sign-making
machine

World Wide Web

Multimedia

Any compatible file format. An
EPS or TIFF image prints most
consistently, however.

Any compatible file format
except EPS and DCS. Avoid
effects that require a PostScript
printer, such as Textured or
Custom strokes and fills.

EPS for vector graphics and DCS
EPS, CMYK TIFF, or CMYK LRG for
color bitmaps.

An EPS format if your slide
recorder supports PostScript, or
use a bitmap image format
without PostScript effects.

A graphic saved in a compatible
vector graphics format.

Shockwave Flash format (SWF)
to display FreeHand illustrations
exported to the Flash movie
format. A compressible bitmap
format such as GIF, JPEG, or PNG
created at screen resolution also
works.

A bitmap format such as PICT,
BMP, or TIFF at screen resolution.
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Choosing an export file format

To Export as

To

Export as

Preserve prepress-ready
color

Print to a
non-PostScript printer

Open in FreeHand 3.x

Open in FreeHand 4.x
or 5.x

Open in FreeHand 7.x

Preview EPS on a
Macintosh

Preview EPS in Windows

Export editable text with
formatting

Export editable text
without formatting

Edit in a non-PostScript
drawing application

Edit in Photoshop
Edit in lllustrator

Create a cross-platform
EPS file for use in
QuarkXPress

Use an EPS file on a
non-Macintosh or
non-Windows system

Create a bitmap image
of the document

Any CMYK EPS format

PICT or PICT2 (Macintosh)
Windows Metafile,
Enhanced Metafile, or
TIFF (Windows)

FreeHand 3.x document

FreeHand 4.x/5.x
document

FreeHand 7.x document
Macintosh EPS
(Macintosh)

EPS with TIFF preview
(Windows)

MS-DOS EPS (Macintosh)
EPS with TIFF preview
(Windows)

RTF text

ASCII text

PICT or PICT2 (Macintosh)

Windows Metafile or
Windows Enhanced
Metafile (Windows)

Photoshop EPS or TIFF
Adobe Illustrator

QuarkXPress EPS

Generic EPS

TIFF, LRG, JPEG, GIF, PNG,
BMP, or Targa

Create graphics for GIF
reduced-color and pre-
built custom palettes

Create a color-separated DCS 2.0 EPS
EPS for use through OPI

or other client-server

software

Note: When converting FreeHand graphics to bitmap
images, consider choosing Modify > Rasterize, which
automatically converts each selected object into an
embedded TIFF (page 266).

Exporting an EPS

Exporting an EPS file is the best way to preserve
prepress-ready color. When saving as an EPS, consider
the following 1tems:

0 Multiple pages—When you choose an EPS
formar, each page exports to a separate EPS file.
Specify the page range to export.

0 Editable EPS—Editable EPS 1s a special EPS
formar that can be opened and edited in FreeHand,
then saved as an EPS withourt having to export. To
save documents 1n this format, choose Editable EPS
as the formart i the File > Save As dialog box. This
option is only available for documents with one
page. Editable EPS always saves with a preview
(Macintosh).

0 Fonts (Windows)—If the PostScript Type I or
TrueType fonts used are not installed in the final
Pos[Scrip[ output device, include fonts in the EPS
file. Click the Setup button in the Export
Document dialog box and check Include fonts

in EPS.

0 DCS 2.0 EPS—When exporting an EPS for use
through OPT or other client-server software,
consider exporting the EPS asa DCS 2.0 EPS. The
single DCS 20 EPS file contains a low-resolution

color preview as well as color-separation data.
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0 Output Options—Output oprions affect export to
EPS as well as printing. Choose File > Outpur
Opuions to include mvisible layers or choose from
data formats including Binary (Macintosh) and
Binary (Cross Platform). See “Choosing output

options” on page 242.

To maintain color consistency among applications when
exporting an EPS, use the “Convert Colors to” option 1n
the Export dialog box to convert colors to CMYK,
RGB, or both upon export.

Choose To

CMYK Produce standard CMYK
output.

RGB Rasterize (convert) in xRes

3 or Photoshop 4 or later.

Transfer documents to an
application with a
PostScript RIP, such as
Illustrator 7, Photoshop
4, or xRes 3.

CMYK and RGB

Note: The RGB option and the CMYK and RGB option
are not recommended for separations output.

Importing and exporting text

Use the same methods to import and export text as
those used to import and export graphics. FreeHand
supports two text formats: RTT (Rich Text Format) and
ASCII (plain text). RTF text files retain text formatting
of the original document while ASCIT text files do not.

To import text files:

1 Choose File > Import to display the Import
Document dialog box.

Select a file and click Open.

Click or click and drag in the document to place
the imported text.

Click to place the text file at its original size. Click
and drag to set the position and the size of the text
block. Once importcd, editas any other text.

Note: FreeHand English does not support double-byte
vertical text, which is typical in some Asian languages.
When importing such text, FreeHand English simulates
vertical alignment by rotating the text block; however,
the character orientation defaults to vertical.

To export text files:

1 Choose File > Export to display the Export
Document dialog box. Name the text file and
choose a location for it.

2 Choose RTF text or ASCII text from the Format
(Macintosh) or Save as type (Windows)
pop-up, and click Export.

Only text (no graphics) exports from the FreeHand
document. Linked text blocks export in the order
that they are linked. Unlinked text blocks export in
their Stacking order from back to front, first page to
last page.

You can drag and drop text to import 1t and export it
from FreeHand. The destination application must
support dragging and dropping text. To import or export
small amounts of text, use the Clipboard.

Rich Text Format (RTF)

FreeHand preserves these attributes when importing or
exporting an RTT file:

o0 Font

0 Size

0 Style—Plain, Bold, Iralic, and BoldlIralic

0  Effecc—Shadow, Strikethrough, and Underline
(import and Cxport); Outline, Subscript, and
Superscript (import only)

o Color
0 Margins
O Tabs—left, right, center, and decimal

0 Tab leaders—line, dotted line, and dashed line (thc
default prcsets)

0 Indents
0 Alignmcnt—lc‘ft, right, center, and justiﬁc‘d

0 Baseline shift
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0 Letter spacing
0 Linked text
0 Horzontally scaled rext

Restrictions include the following: Custom tab leaders
default to dashed tab leaders. Custom Strikethrough
effects default to the effect’s default serting. The
Underline effect supports single, dotted, dashed, dot-
dash, and dot-dot-dash underlines. All other custom
Underline effects default to single underline.

Replacing missing fonts upon import

When importing an RTF file containing fonts and text
styles not mstalled on your computer, the Missing Fonts
dalog box prompts the selection of installed fonts and
text styles to replace the mussing ones. For more
information about options available in the Missing
Fonts dialog box, see “Handling font substitution” on

page 271,

Exporting text with inline graphics

Adhere to these guidelines to successfully export text
containing inline graphics from FreeHand for use with
other applications:

0 FreeHand supports exporting text with inline
graphics to FreeHand 7 export format.

0 FreeHand supports exporting text with inline
graphics to versions prior to FreeHand 7 only when
saving the file in FreeHand’s ant-aliased PICT
image format (Macintosh), in any EPS export
formart (cxccpt Photoshop EPS format), or in any
bitmap formac (BMP, GIE JPEG, PNG, Targa,
LRG, and TIFF).

When exporting a file containing text with inline
graphics toa file format that does not support them,
black dots replace the inline graphics in the

exported file.
0 Tosavea file in Adobe Illustrator, Photoshop EPS,

or FreeHand 3.x, 4.x, or 50 export formats, convert
the text with inline graphics to paths before
exporting,

Exporting a GIF

The 1mp10ved GIF Xtra offers greater control over
mapping when exporting from FreeHand to the GIF
file format. The GIF Xtra supports reduced-color and
pre-built custom palettes, including Netscape
Navigartor, Internet Explorer, system paletees,
transparency, and dithering options.

Publish (Macintosh)
When using the Publish command, FreeHand exports

aversion of the graphic as an edition file. That edition
file can be subscribed to by other documents or other
applications that support Publish and Subscribe. See
FreeHand Help for details.

Object Linking and Embedding
(Windows)

OLE 1s a Windows standard for sharing information
between 1pplications One applicarion actsasan OLE
client, or ‘container,” ma 11nta1n1ng the other application’s
objects, while the other application acts as a server,
providing objects as well as editing 1ts own objects.

FreeHand supports OLE 2.0 only as an OLE server
application. Choose Insert Object from any Windows
application supporting OLE 2.0. Selecting FreeHand 8
launches FreeHand and creates a new file. After
updating and cxiting, double-click FreeHand to launch
the application and open the file.
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Copy and paste

Graphics and text can be exported by copying them to
the Clipboard. They can then be pasted into other

applications that can read the exported format.

Set the formats that FreeHand exports to the Clipboard

in the lmport/ Export prcfcrcncc&

To maintain color consistency among applications when
exporting an EPS, use the “Convert Colors to” option on
the Export dialog box to convert colors to CMYK,
RGB,; or both.

Choose When

CMYK Using CMYK colors
exclusively, or when
pasting to an application
that does not support
RGB PostScript, such as
Photoshop 3.

RGB Using RGB colors
exclusively, or when
pasting to an application
that supports RGB
PostScript, such as xRes 3
or Photoshop 4.

CMYK and RGB Using both types of
colors, or when pasting
to an application that
supports both color
models in a single
document, such as
Illustrator 7. This setting
forces the target
application to convert the
colors.

Note: The RGB option and the CMYK and RGB option
are not recommended for separations output.

"To copy and paste into Photoshop, check the
Export> Clipboard output formats ‘Adobe Illustrator™”
preference (Macintosh).

Drag and drop

Move objects from FreeHand to other applications that
support Apple’s Drag Manager (Macintosh) or OLE
Drag and Drop (Windows). Some of these applications
include Photoshop, [lustrator, and Netscape Navigator
(Macintosh). Drag and drop objects berween

FreeHand documents.

The color conversion preference options described in the
previous section, “Copy and paste,” apply to drag and
drop export as well.

To drag and drop graphics:

1 Select a graphic in FreeHand and drag it over an
open document in another application.

2 Position the cursor where you want to drop the
selection and release the mouse button.
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Rasterize in FreeHand

When FreeHand graphics require conversion to bitmap
images, rasterize them directly in FreeHand. The
rasterized objects become an embedded TIFF file

residing 1n the FreeHand document.

It a graphic 1s too large to rasterize durectly in FreeHand,
an error message appears. For more complex graphics,
use the FreeHand export option. Macintosh users may
opt to increase the memory allocation for FreeHand.

To rasterize one or more objects in FreeHand:
1 Select one or more objects.

2 Choose Modify > Rasterize or use Option-
Command-Shift-Z (Macintosh) or Alt-Control-
Shift-Z (Windows).

The Rasterize dialog box appears.

3 Type or choose a resolution, choose an anti-
aliasing setting, and click OK.

The original vector objects are deleted and are
rcplaccd with a birmap image.

Linking and embedding
Creatng a link toan EPS, TIFE LRG, or PNG graphic

displays a preview. When printing or exporting,

s . . .
FreeHand uses the high-resolution source graphic, not
the preview. Every ime a document containing a hink 1s
opened, FreeHand checks the link. If the source graphic
cannot be found, the graphic 1s not displayed or printed.

Creating an embedded graphic copies the source graphic
and stores 1t in the FreeHand document. The same
graphic now exists both externally as the source graphic
and inrcrnally as an embedded graphic. FreeHand no
longer requures the external graphic for display or
printing,

To always embed graphics, check the Import/
Export> “Embed images and EPS upon import’

preference.

Note: DCS EPS files cannot be embedded in a FreeHand
document.

Linking conserves disk storage space since it creates a
reference to a graphic rather than making a second copy
of the graphic. Lmkmg requures less RAM because a
low-resolution preview of the graphlc 1s dlsplaycd
Updating changed graphics 1s casier when graphics are
linked because the graphic updartes auromarically when
the document opens.

A disadvantage of linking 1s the possibility of breaking
links to your graphics by moving or renaming them.
Graphlcs with broken links do not dlsplav or print until

the link 1s re-established.
When graphics are embedded, you do not have to have

the original graphic files in order to print or view the
illustration. The embedded graphic is part of the
document. Embedding 1s useful when you want to
transport the illustration without havmg to worry about
breaking links, although the illustration file 1s larger

with the graphics embedded instead of linked.

A disadvantage of embedding 1s that it increases the
amount of RAM necessary to display the document.
Also, twice as much disk storage space 1s used, since the
embedded documents exist in the FreeHand document
as well as i their original location.
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Managing links
When linking or embedding a graphic, FreeHand

records the graphic file name and disk location. When
you open, export, or print the illustration containing a
link, FreeHand looks for the linked graphic by 1ts file
name. If the source graphic 1s not in 1ts original folder,
FreeHand looks for it 1n the same folder as the
FreeHand document.

When moving a document to another computer or to a
storage device for transport, save imported graphics in
the same folder as the document or embed all the
external graphics in the document.

Use the Collect for Output command to gather all
components, including linked graphic files, needed
when preparing a document to send to a service bureau.
See “Collecting components for output” on page 245.

View the file name.  View the image.

Links dialog box

Choose Edit> Links to display the Links dialog box, or
select a linked or embedded graphic and click the Links

button in the Object Inspector.

Broken links

A link to an imported graphic breaks when one of the
following occurs:

0 The graphic is moved out of the folder or disk from
which it was originally importc‘d, and 1t 1s not 1n the
same folder as the illustration 1n which it was

placed.
0 The file name of the graphic changes.
0 The graphic 1s relinked to another file.

0 If the file’s pach changes, including a server name

change.

— View the file size.

View the page number of the document on which the
| upper-left corner of the image appears.
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Click to extract an embedded graphic
to a file and create a link to the new
file.

Exirgh...

— Click to open the Change dialog
box and re-establish a broken link
or change the link.

— Click to embed the image.

View the full path location.

View the name, location, size, type, and modification
date as well as a thumbnail of the image.
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Re-establishing a broken link

When opening a document with a broken link, a dialog
box asks you for the new location of the graphic.

After locating the graphic, save the link to the graphic’s
new location by saving the document. Choosing an
updated or different graphic updates the preview.
Clicking Cancel prevents the link from re-establishing,
FreeHand displays a placcholder and the graphic does
not print or export. FreeHand asks for the location of
the graphic each time the document 1s opened until you
re-establish the link or delete the graphic.

The Links dialog box lists files with broken links in
ttalic with “27??” listed under Size. To re-establish the
link, choose the unlinked file from the list and click the
Change button. Navigate to the renamed or moved file
to relink it to your FreeHand document.

Searching for missing links (Macintosh)

Check the Document > “Search for missing links’
preference to automatically search a specified folder and
its subfolder for mussing links. Click the Edit button to
designate the folder to search.

Updating a link

Update a link by saving a more recent version of an

lmportcd gr aphlc using the same file name and location.

The preview automatically updates.

Working with imported
bitmap images

FreeHand supports TIFE JPEG, PNG, LRG, Targa,
BMP and Photoshop formats. To set default export
options for bitmap tmages, click the Import/

Export> “Bitmap export” preference button, or choose
File > Export > Options (Macintosh) or Setup
(Windows) to display the Birmap Export Defaults
dialog box.

Check to include

an alpha channel.
Bitmap Export Defaults ¢
Set the default
Resolution: dpi resolution.
nti-aliasing: | 2 - Choose the
amount of anti-
Include alpha channel aIiasing.
Ed Alpha includes background
([More... ] [cancel ] [ ok ]
|
! Click to set
] format-specific
Check to use all objects options.

on background layers to
define the alpha channel.

For detailed descriptions of format-specific options, see

FreeHand Help.

RAM

Higher resolution and higher anti-aliasing scrtings n
the Birmap Export Defaults dialog box may require

alger amounts ()f RAM VVhCl’l raster l7lllg vector llTngCS

It insufhicient RAM 15 available, a dialog box appears
informing you that FreeHand does not have enough
RAM to complete the operation. If this dialog box
appears, use lower resolution or antr-aliasing settings and
re-export.

On the Macintosh, allocate more memory to the
FreeHand application by quitting FreeHand, selecting
the FreeHand application file, choosing File > Get Info
in the Finder, and changing the Preferred Size under
Memory Requlrcmcnrs In Windows, close other open
JPP]IC&EIOI]S to increase the amount of memory available

to FreeHand.
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Working with alpha channels

By using alpha channels, FreeHand can export bitmap
images with complex masking and transparency for use
in image editing applications. An alpha channel 1s a
layer ofa graphuc that defines which areas of the graphic
are transparent and which areas of the graphic

are opaque.

Usc alpha channels to quickly define an outlhine or edge
of an object. This 1s useful when creating a graphic for a
web page, or in multimedia or video when you want to
see a background graphic through areas of the image
you are creating, FreeHand does not support alpha
channels upon import.

FreeHand supports alpha channels when exporting in
these formats:

o LRG

o TIFF
0 Targa
o PNG
o BMP

Creating an alpha channel

When exporting a bitmap format that supports alpha
channels, check Include alpha channel in the Bitmap
Export Defaults dialog box to automarically create an
alpha channel on export. The formats must be exported
as 32-bit to support alpha channels. Click the More
button in the Biemap Export Defaults dialog box to

choose 32-bit with Alpha.

The alpha channel 1s a mask or outline of all the objects
on your page. When opening the image in an
application thart supports alpha channels, the edges of
objects in the 1mage can be casily defined.

Oﬂghm/ gmpbic

Alpha channel that
FreeHand exports

Transparency

Use a background layer to define custom areas of
transparency on graphics cxportcd as bitmap 1mages
with alpha channels.

Note: The Lens fill's Transparency option is a simple way

to apply a transparency effect. See “Lens fills" on
page 172.
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To define a custom transparency:
1 Create a graphic.
2 On a background layer, draw the desired mask.

Use only black, white, or grays for masking. White
areas in the background layer appear opaque in the
resulting bitmap, while black areas appear
transparent. Grays or Gradient fills appear
transparent with lighter grays appearing more
opaque and darker grays appearing more
transparent. Because a background layer does not
print, defining an alpha channel this way does not
affect printng of the document.

o I
J Layers
@A Layer-1
@i Foreground

V@A Guides

=]

3 Choose File > Export and select a format that
supports alpha channels.

The LRG, TTFE Targa, PNG, and BMP formats

support alpha channels.

4 Click Options (Macintosh) or Setup (Windows). In
the Bitmap Export Defaults dialog box, set the
resolution and anti-aliasing. Check Include alpha
channel and Alpha includes background.

5 Click the More button, select the 32-bit format,
and click OK.

Resizing bitmap images

Resize an imported birmap 1mage by dragging its corner
handles. Hold down Shift as you drag to constrain the

J g
proportions of the image as you resize it.

To resize the image n specific increments based upon
the printer resolution, hold down Opuion (Macintosh)
or Alt (Windows) as you drag to resize the image.

Scanning (Macintosh)

Using a scanner and the corresponding Photoshop
acquusition plug-in, FreeHand can receive data directly
from scanners. Consult the documentation for the
scanner you are usmg for specific instructions on
settmgs and optlons When you use an acqmsmon plugf
in to scan data into FreeHand, the resulting image is an

embedded TIFF image.

See “Working with imported bitmap 1mages” on

page 268.

Launch and edit

Select an external application that launches from within
FreeHand for editing imported TIFE LRG, or PNG

1mages.

To set the external editor:

1 Choose a format from the External Editors:
Object pop-up in the Object preferences.

2 C(Click the [...] button, choose an editor from the
Choose External Editor dialog box, and click
Open (Macintosh) or OK (Windows).
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To use an external editor:
1 Select an image.

2 Choose Edit > External Editor or hold down
Option (Macintosh) or Alt (Windows) and
double-click the image.

With the Object > “Warn before launch and edit”
preference checked, a dialog box 1s displayed to
confirm thar the launch and edit command 1s
ntentional. Click OK to launch the application.

If enough RAM is available, the application chosen
as the external editor launches with the selected
image opened. An Editing in Progress dialog box
appears in FreeHand when the external application
opens.

3 After editing and saving your image in the

external editor, click Done in the Editing in
Progress dialog box.

Any changes made to the image automatically
update the placed image.

Working with PNG images
Portable Network Graphic (PNG) is an extensible

bitmap 1mage format that features lossless, well
compressed storage of bitmap 1mages.

In most cases, PNGs behave in FreeHand exactly as
TIFF images behave. Use the Links dialog box to
embed, extract, or change links to PNG files.

Because PNG s an extensible format, extra data may be
appended to a PNG file by other applications. Since
that data 1s SPECiﬁC to the application in which the
PNG was created, FreeHand will ignore, but not delete,
any such dara.

Also, FreeHand can apply Photoshop plug-ins to PNG
files. However, once a PNG image has been modified
with a plug-in, it 1s converted to a TIFF and s
embedded 1n the FreeHand document. After applying a
plug-in to a PNG 1mage, choose Edit> Links to extract
the embedded 1mage to an external TIFF file.

Handling font substitution

Replacing missing fonts

The Missing Fonts dialog box appears when FreeHand
opens or imports a graphic containing fones that are not
installed in the system. From this dialog box, replace a
mussing font with a font installed in your system. When
fonts are replaced, the text of the replaced font loses all
the manual kerning data that was applied. Although
most fonts exist for both Macintosh and Windows,
fonts may need to be respecified when you transfer the
luscracion.

risding fonis

Thess fesls are nof insleled. Comrier
will be used Tor @xplaying and prinfing,

B
(o)

Select B9 |

=

Choose To

Replace Replace missing fonts originally
contained in the document but not

currently installed.

The Replace Font dialog box opens,
letting you select a replacement font

and style.

Select all Select all of the missing fonts in the
Missing Fonts dialog box and replace
all missing fonts at once.

Cancel Cancel the opening of the document.

OK Allow the document to be opened

without replacing fonts. The missing
fonts are temporarily displayed and
printed in system default fonts.
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Automatic font substitution

The Missing Fonts dialog box does not appear if you use
Adobe Type Manager’s (ATM) font substitution
feacure. Instead, a temporary substitution occurs when
the illustration 1s opened. ATM automatically applies
cach mussing font’s metrics and weight to a muluple
master font, and marks the font name with a diamond
in the font menu. Line breaks and word spacing are
preserved, but the subtleties of the letter forms are lost. If
you are concerned about typography, open the ATM

control panel and uncheck Enable Font Subsutution.

Xtras

Using the PDF Import and Export Xtras

FreeHand can open documents saved in the Portable
Document Format (PDF), the standard developed for
Adobe Acrobat. Choose File > Open, selecta PDF file in
the Open Document dialog box, and click Opcn You
can also choose File > Import, select the file in the Import
Document dialog box, and chck Open. Multpage PDF
documents open as multpage illustrations. Each page
has the same size and orientation as the original

PDF document.

Managing text conversion upon import

The PDF Import Xtra does not provide automatic font
substicution. When fonts specified in the PDF file are
not present on your computer, the Missing Fonts dialog
box appears and provides the option to select
replacement fonts. As 1s always the case when
substituting fonts, the appearance of the converted
document may differ from the original.

The PDF Import Xtra supports all font formats allowed
by PDE These include PostScript Type 1, PostScript
Type 3, and TrueType fonts.

Some PDF documents contain a large number of
individual text blocks. This 1s a normal occurrence
resulting from the manner in which the PDF creation
tool structured the original PDF document.
Consolidate the text blocks using FreeHand's text
manipulation methods.

Managing graphic conversion upon import

PDEF supports RGB, grayscale, and monochrome
bitmap 1mages. RGB colors are not converted to
CMYK upon import. Modify these images just like any
placed or imported bitmap image. EPS objects ina PDF

document open as editable objects.

Depending on the structure of the original PDF
dqcumcnt, an enrire page may appear as a single ob].cct
with the graphic objects pasted inside. Select the objects
and choose Edit > Cut Contents to release them.
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Exporting PDFs
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PDF Export Options

Use To

Pages Specify pages for export.
Image Compress the bitmap image

Compression using JPEG compression.

Convert Colors to Determine the color conversion:
CMYK only, RGB only, or both.
Compatibility Determine PDF type for export:

Acrobat 1.0, Acrobat 2.x, or
Acrobat 3.x.

To export a PDF file:

1 Choose File > Export to display the Export
Document dialog box, and choose PDF from the
Format (Macintosh) or Save as type (Windows)
pop-up to display the Export Document
dialog box.

2 Click Options (Macintosh) or Setup (Windows) to
display the PDF Export dialog box. Set options
and click OK.

Specify the number of pages, image compression,
color conversion, and Acrobat compatbility.

3 Name the file, and click Export in the Export
Document dialog box.

Image compression

The compression level of your bitmap images affects the
PDF file’s size and quality of printing. Higher
compression levels yield smaller file sizes but result in
printed birmap 1mages of a lower quality. Little or no
compression yields larger documents that prine with

higher qualicy.

When designing a PDF document for print, choose
little or no compression. When designing a PDF
document for on-screen display, choose higher levels of
compression.

Color conversion

Choose a setting in the Convert Colors to pop-up to
export a PDF document with a color gamut suited for
on-screen Or print media.

Choose To

RGB Force document colors to convert to
RGB for on-screen viewing. For
example, use a bitmap editing
application to edit images in a
FreeHand PDF file for output to the
Internet.

CMYK Force document colors to convert to
CMYK for printing color separations.
For example, import a FreeHand PDF
file into QuarkXPress for four-color
output.

CMYK and Maintain the integrity of both RGB

RGB and CMYK colors for on-screen
output or for import into other
applications. For example, import a
FreeHand PDF file into Adobe
Illustrator.

Acrobat compatibility

The Acroba[—compatiblc format determines which
opuons are available: Compress text and graphcs,

ASCII format, or Editable text format.

0 Acrobat 3 supports compressed text and graphics,

the ASCII text format, and the Editable text format.
0 Acrobat?2 Supports ASCII format and Editable

text format.
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0 Acrobat I imposes the ASCIT format. Other

options are not available.

With ASCII format checked, documents are exported
as /-bit. With ASCII unchecked, documents are
exported as 8-bit. Check this option if problems occur
when sharing PDF files on older networks and e-mail
systems.

In general, leave Editable text format unchecked for
read- only output, whether on screen or in print. Check
this option only when you plan to edit the document in
FreeHand or Adobe Illustrator after exporting it to

PDE Checking this option yields a larger PDF

document.

For export limitations, see FreeHand Help.

Exporting Flash animations

The Flash Export Xtra exports a FreeHand document
as an animated movie mn the Shockwave Flash SWF
format. Import the SW'F file into Macromedia Flash 2,
view 1t with the Shockwave Flash 2 player, or view 1t in
a web browser (thscapc Navigator or Microsoft
Incernet Explorcr) with the Shockwave Flash plug-in.
Download Shockwave plug-ins for free from

www. macromedia.com.

To export a FreeHand file to the Flash 2 SWF format,
choose File » Export. In the Expor[ Document dialog
box, choose Flash 2 SWF from the Formar pop-up
(Macintosh) or the Save as type pop-up (Wmdows)
Click Opuions to display scrtngs for path compression,
1mage compression, text, number of pages to export,
method of animation (layerg pages, or both), and
frame rare.
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Path compression

Thus optlon affects graphic quality by controlling the
precision used to convert FreeHand paths to Flash
paths. More precision specifies more points on a path;
less precision specifies fewer points on a path. Opmons
range from None (hlghcsr quality, no compression, most
pomts) to Maximum (lowest quality, greatest
compression, fewest ponts).

Image compression

Bitmap 1mages convert to JPEG formar upon export.
Thus option controls the image quality and the
compression of color JPEG files. Optlons range from
None (hlghest quality, lowest compression) to
Maximum (lowest quality, highest comprcsston)A

Text

0 Choose Maintain blocks to keep all the text
together in a FreeHand text block for editing in

Flash 2.

0 Choose Convert to Paths to convert text to vector
paths, so the text 1s no longer edicable as text. Text
attached to a path or text flowing inside a path 1s
automatically converted to paths and therefore 1s
not editable i Flash.

0 Choose None to omut all text from the exported file.

Pages
This option specifies all pages or a range of pages. Each

frame 1s the same size as the first page exported.

Animation

Choose any combinarion of the Animation options to
export layer-based frames, page-based frames, or both:

0 If neither Animate layers nor Animate pages is
checked, each page of the FreeHand file 15 exported
as a separate SWF file. The layers of each page make

up a still image for that page.
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0 Ifonly Animate pages 1s checked, cach page 1s
exported as a Flash frame, saving all pages into one
SWE file. The layers of each page make up the

image for that page (frame).

0 Ifonly Animate layers 1s checked, cach layer 1s
exported as a Flash frame. FreeHand exports each
page as a separate SWT file, with numbered file
names to denote the sequence. The layers (frames)
for each page are ncluded in the file for that page.
Frames of animation are sequenced from the
bottom layer to the top layer. The Guides layer and
hidden layers (layers that are turned off) are not
exported.

0 Ifboth Animate layers and Animate pages are
checked, only one SWF file 15 exported. All layers of
the first page are exported as a sequence of frames,
followed by all layers of the second page, and so on.
Each page can be used as a scene.

Frame rate

This option specifies the frame rate of the Flash movie
in frames per second (fps). As in Flash, choose a frame
rate from 0.01 fps to 120 fps, in increments of 0.01. For

smooth animations use 12 fps.

Supported features

These FreeHand features are supported in the Flash

SWEF formart:
0 Basic strokes and fills
0 Gradient fills

0 Indexed or RGB TIFFs, LRGs, and embedded
1mages (] PEG, GIE PNG)

0 Blended paths
0 Composite paths, including text converted to paths

0 Objects pasted inside clipping paths (clipping paths

are ignored)
0 Text blocks

For export imitations, see FreeHand Help.

Reducing SWF file size
Use Flash 2 o significantly reduce the size of an SWF

movie exported from FreeHand.

To reduce the file size:
1 Open or import the SWF movie file in Flash 2.
2 Choose Modify > Movie.

The Movie Properties dialog box is displayed.

3 Click Match Contents and then click OK to set the
dimensions.

4 Choose File > Export Movie, name the file, and
click Save.

Placing objects on layers for animation

The Release to Layers Xtra ungroups blends or objects
attached to a path and assigns cach ungroupcd object to
alayer mn consecutive order. The Xtra places the first
object on the original layer and the last object on the last
newly created layer. For best results, design the frames of
your movie to animate upwards from the bottom layer
to the top layer.

Release to Layers affects the following objects:
0 Blends and blends on a path

0 Text blocks

0 Texconorina path

0 Inline graphics on or ina path

Note: Applying the Release to Layers command to text
blocks converts the text to paths.

To ungroup the blend steps to layers, one step to each
layer, select the blend and choose Xtras > Animate >
Release to Layers. Always select objects before choosing
Release to Layers. When a blend 15 released to layers, the
first object in the blend remains on the origial layer by
default. The subsequent blend steps are placed on layers
named New Layer, New Layer-1, New Layer-2, and so
on. Display the Layers panel to see how the layers are
created and named.

Working with Other Applications 275



Importing from CorelDRAW 7
Using the Corel DRAW 7 Import Xtra, FreeHand on

both Macintosh and Windows can open files saved in
the uncompressed Corel DRAW 7 for Windows file

format. FreeHand on Windows can open files in

Corel DRAW versions 3, 3, and 6.

Requirements for opening CorelDRAW 7
files

0 Files must be saved in uncompressed

Corel DRAW 7 for Windows format.
Corel DRAW files using either Graphics or Bitmap

compression will not import properly.

0 When opening Corel DRAW files using FreeHand
for Macintosh, the Corel DRAW files must have
names containing fewer than 32 characters and
must have Corels CDR extension.

For import limitations, see FreeHand Help.

Working with earlier
versions of FreeHand

Because FreeHand’s features change berween versions,
some 1llustration attributes may change or be omutted
from a converted illustration. After converting a
document to or from an earlier version, be sure it
displays and prints properly before deleting the original

document.

Converting files from earlier versions

To convert a file from an earlier version, simply open it
in FreeHand 8. The converted file’s name becomes “dile
name> (converted)” (Macintosh) or “dile name> FHS”

(Windows).
FreeHand 4.x and Sx files appear in FreeHand 8 much

as they did in the carlier versions. However, some minor
changes occur.

Converting attributes from version 3.x

Attribute Converts as

Miter limit angle Proportionally measured

value
Letter spacing Range kerning
Vertical text alignment Left alignment
Oblique text effect No text effect

Heavy, Outline, Stroke, Values in the Stroke
and Fill text effects Inspector and Fill Inspector

To convert a FreeHand 8 document to FreeHand 3,
choose File > Exportand choose the FreeHand 3.1

format.
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Converting attributes to version 4.x and 5.x

Converting attributes to version 7.x

These Change to These Change to
Blends and blends Groups PNG files Not exported to earlier versions
along paths
Lens fills Paste insides
Spot-to-spot Process colors
blends and
Gradient fills To convert a FreeHand 8 document to FreeHand 7.x
Charts Groups choose File > Exportand choose the FreeHand 7 format.
Envelopes Paths that lose envelope settings Pasteboard
g/l rgléli_gﬁtl ?irlls E(ajistt:dl TAS,:?}? SF:QS}: ac ﬁgnSO.)t(,I;)e In FreeHand 3x the printable arca 15 40 inches by 40
Multi-Color Fill Xtra inches, which 1s much smaller than the current 222-inch
by 222-inch pasteboard. Before converting a version 8
Notes Notes document to version 3, all objects in the document
Sggg?ﬂ:ﬂg?‘ d3 5chi2 nr er:g d the must fic within a 40-inch by 40—inchr arca measured
notes and names if the Set Note outward from the center of the FreeHand 8 pasteboard,
ét;axitsr ;sl?g?geirn the FreeHand regardless of the number of pages in the document.
] ) ) FreeHand 4 pasteboard 1s 54 inches by 54 inches.
LRG files Not exported to earlier versions When exporting from version 8 to 4.x, any objects
PNG files Not exported to earlier versions outside the version 4.x pasteboard are not visible.

Paths with more  Split paths placed next to each
than 1,000 points other to retain original shape
Inline graphics A bullet in all versions except 5.5
where the graphic displays

Filled, open paths Unfilled, open paths with fill
data retained.

Lens fills Basic fills

To convert a FreeHand 8 document to FreeHand 4.x or

5x, choose File > Export and choose the FreeHand 4x/

Sx format.

To see the FreeHand 4.x pasteboard area in FreeHand §,
check the Document > “FreeHand 4 page placement”
preference to view the FreeHand 4 pasteboard area as a
box n the lower-left corner of the Document Inspector’s
pasteboard window. If you move the pages of your
document into this area and then save the document,
you can see them when you open the document in
version 4 x.

Multiple pages

Version 3.x does not support multiple pages. When
you convert a multipage document to version 3xall
pages convert to a single large page. Objccts retain the
same relative positions on the pasteboard as in the
version 8 document.
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Text on a path

FreeHand 8 automatically adjusts spacing of lefr-aligned
text on a path to avoid overlapping letters due to path
curvature. Text on a path in files created 1n earlier
versions of FreeHand are only adjusted 1f removed from
and re-artached to a path. Conversely, text attached to
paths in FreeHand 8 retain the adjustment when
opened in previous versions of FreeHand.

Filled open paths

When opening documents from earlier versions of
FreeHand that contain filled, open paths, the fill
attributes are present in the Fill Inspector; however, the
fills do not display. To display the fills, ensure that the
Objcc[ > “Show fill for new open paths’ prcfcrcncc 1S

checked, select the object, and reapply the fill.
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Xtras at a glance

Xtras are plug-in software extensions that expand
FreeHand's capabilities. Add or remove Xtra features to

meet your specific needs.

With FreeHand’s open architecture, many third-party
companies develop a wide variety of Xtras to customize
your work environment. The following table lists the
Xtras currently shipping with FreeHand.

Use Xtra Location To
3D Rotation Xtra Tools panel Apply three-dimensional rotations to
two-dimensional objects.
%
L7
Add Points Xtras > Distort and Add points halfway between each pair of points on a
Operations panel path.
Arc Xtra Tools panel Create an open or closed, concave or convex path.
Bend Xtra Tools panel Create a pinched or bloated look.
T
Fack)
Blend Xtras > Create, Create a smooth transition between two or more paths
Modify > Combine, with respect to shape, stroke, and fill.
t:_*) and Operations panel
S,
Chart Xtras > Chart and Xtra Create charts or pictographs.
Tools panel

Color Control

Xtras > Colors

Adjust the CMYK, RGB, or HLS colors of selected objects.

Correct Direction

Xtras > Cleanup,
Modify > Alter Path,
and Operations panel

Alternate the direction of paths in a composite path.

Xtras > Path
Operations, Modify >
Combine, and
Operations panel

Remove portions of selected, closed paths outside the
area of the top closed path.

Darken Colors

Xtras > Colors

Reduce the Lightness color setting by 5%.

Delete Empty Text Blocks

Xtras > Delete

Remove empty text blocks.
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Use Xtra

Location

To

Delete Unused Named
Colors

Xtras > Delete

Remove unused, named colors from the Color List.

Desaturate Colors

Xtras > Colors

Reduce the Saturation color setting by 5%.

Divide Xtras > Path Cut selected paths into sections defined by areas of
Operations, Modify >  overlap.

Combine, and
Operations panel

Emboss Xtras > Create and Create a raised or impressed effect.
Operations panel

Envelope Xtras > Distort and Distort an object by altering an outer boundary.

— Operations panel

=

Expand Stroke

§

Xtras > Path
Operations,

Modify > Alter Path,
and Operations panel

Convert an open path to a closed path.

Eyedropper

Wk

Xtra Tools panel

Extract a color sample from an object—including TIFFs,
LRGs, and PNGs—and apply it to another object.

Fisheye Lens

Xtra Tools panel

Create a concave or convex lens effect.

e
-
Fractalize Xtras > Distort and Apply orderly, geometrical transformations to a path.
Operations panel
S

Graphic Hose

-]

Xtra Tools panel

Spray or scatter objects in a specified pattern.

Import RGB Color Table

Xtras > Colors

Load an imported document's colors onto FreeHand's
Color List.

Inset Path

=]

Xtras > Path
Operations,

Modify > Alter Path,
and Operations panel

Create a second path inset from or outlining the original
path with the same contours. Positive values yield paths
inset from the original; negative values yield paths
outlining the original.

Xtras 281



Use Xtra

Location

To

Intersect

(T

Xtras > Path
Operations,

Modify > Combine,
and Operations panel

Create a path enclosing the area common to all selected,
closed paths.

Lighten Colors

Xtras > Colors

Increase the Lightness color setting by 5%.

Mirror

Y

Xtra Tools panel

Create a reflection of an object (Vertical, Horizontal), a
2x2 matrix of reflections of an object (Vertical and
Horizontal), a radial group of duplicate objects and their
reflections (Multiple with Reflect), or a radial group of
duplicate objects (Multiple with Rotate).

Name All Colors

Xtras > Colors

Name all unnamed colors and place them in the Color
List.

PDF Export

Export dialog box

Export a FreeHand document in PDF format.

PDF Import

Open and Import
dialog boxes

Import a document in PDF format.

Photoshop™ Acquisition

Plug-ins

Xtras > Acquire

Run Photoshop Acquisition Plug-ins within FreeHand.

Photoshop™ Plug-ins

Various Xtras menus

Run Photoshop Plug-ins within FreeHand.

PICT image (Macintosh only)

Xtras > Create and
Operations panel

Convert vector graphics into a bitmap PICT format. Set
the number of colors, the image resolution, whether
dithering is used, and the extent of anti-aliasing.

Xtras > Path
Operations,

Modify > Combine,
and Operations panel

Remove portions of selected, closed paths below the top
closed path.

Randomize Named Colors

Xtras > Colors

Reassign colors for the entire document.

Release to Layers

Xtras > Animate and
Operations panel

Ungroup a blend and place each blend object on its own
layer.

Remove Overlap

S

Xtras > Cleanup,
Modify > Alter Path,
and Operations panel

Remove overlapping portions of a closed path that
crosses over itself.

Reverse Direction

Q2

Xtras > Cleanup,
Modify > Alter Path,
and Operations panel

Switch the direction of any path.
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Use Xtra

Location

To

Roughen

3¢

Xtra Tools panel

Create a hand-drawn look or jagged effect.

Saturate Colors

Xtras > Colors

Increase the Saturation color setting by 5%.

Set Note Xtras > Other and Attach a non-printing label to an object.
Operations panel
Shadow Xtra Tools panel Apply drop shadows to vector objects.
=
Simplify Xtras > Cleanup, Reduce the number of points in a path.
Modify > Alter Path,
£ and Operations panel
Smudge Xtra Tools panel Create a variety of effects, including softened edges or
drop shadows.

Sort Color List by Name

Xtras > Colors

Sort colors in alphanumeric order.

Spiral Xtra Tools panel Create an open, spiral-shaped path.

Transparency Xtras > Path Create a new path from the area common to two or
Operations, more closed paths containing Basic fills.

@ Modify > Combine,

and Operations panel

Trap Xtras > Create and Create spreads and chokes to compensate for
Operations panel misregistration when printing.

Union Xtras > Path Combine two or more closed paths into a single path

D

Operations, Modify >
Combine, and
Operations panel

enclosing the entire area of the original paths.
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Managing Xtras

To customize the Xcras menus, turn off Xcras you do not
mntend to use. Turning off some or all Xeras increases the
speed of the application.

Choose Xtras > Xrras Manager to display a hist of all
Xrras that are installed in the FreeHand Xeras folder.
Checked Xtras are turned on. They appear in the Xtras

menu and panels.

Firge miarage

g =

=

e f

To turn on an entire submenu, check the submenu
name. To turn off an entire submenu, uncheck the
submenu name. To turn on or turn off all Xtras, choose
All on or All off from the Options pop-up. Another
way [0 turn on or turn off all Xtras 1s to hold down
Opuon and click anywhere in the Xeras List
(Macintosh) or night-click anywhere in the Xeras List

(Windows). Click OK to confirm the changes.

10 launch FreeHand withour loading Xtras, hold down
the Shift key when launching the application. To load
Xtras after such a launch, choose Xtras > Xtras Manager

and click OK.

After performing an Xtra operation, choose
Xtras > Repeat [ Xtra name] or choose Command-
Shift= (Macintosh) or Control-Ale-ShifeX (Windows)

to apply the last performed Xtra operation again.

Installing and removing Xtras

To nstall an Xtra, drag and drop an Xura file o the
FreeHand 8 Xtras folder and restart FreeHand.

16 remove an Xtra, drag the Xtra file out of the Xtras
folder and restart FreeHand.

Xtras submenus

Xtras with simular features are grouped in submenus. A
third-party Xtra may appear in the Xtras menu, the
Xera Tools pancl, the Opcra[ions pancl, or 1N a custom
panel, depending on 1ts design.

Submenu Contains Xtras for

Animate Using Flash

Chart Manipulating charts and pictographs
Cleanup Streamlining path manipulation
Colors Modifying colors in a document
Create Forming new objects

Delete Removing objects

Distort Altering paths

Export Exporting files

Import Importing files

Other Miscellaneous uses

Path Manipulating paths

Operations
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Xtras panels
The Xtra Tools and Operations panels provide

convenient access to some Xtras. Choose

Window > Xtras > Xtra Tools or Operations to display
these panels. Choose from the Options pop-up on either
panel to customize the panel display.
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Select objects before applying Xtras in the Operations
panel. To use any Xera tool, except the Chart Xtra,
choose the tool, and then click and drag to apply

the Xtra. The Chart Xtra, which appears in both the
Xtras menu and the Xtra Tools panel, has additional
Steps.

Some Xtras have dialog boxes that display various
opuons. If a bracket appears in the upper-right corner of
a butron on the Operations panel, click 1t to display the
dialog box for that operation. On the Xtra Tools panel,
double-click a button with a bracket to display the
dialog box for that Xera.

Additional information about Xtras

For details about each Xtra that ships with FreeHand—
including uses, option settings, and examples—see

FreeHand Help.
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APPENDIX

Moving to FreeHand from
lllustrator or CorelDRAW

Every day, more and more artists and designers are moving from other drawing applications to Macromedia FreeHand.
This section 15 intended as a quick guide to some of the most obvious differences between FreeHand and some of the
other well-known draWing applications. While we encourage all readers to read the entire manual, we realize many
accomphished digital artists already understand how drawing software works, and may get up to speed more quickly
by simply learning the major differences when switching to FreeHand. So while this marerial 1s duplicated in other
parts of the documentation, we hope this section will prove useful in making a smooth and easy transition to

Macromedia FreeHand.
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Points and basic manipulation

The basic unit of pacth manipulation 1s the poing which
is very simular to points in Illustrator or nodes from

Corel DRAW. Most FreeHand users change path

shapes by adjusting either the points themselves or their
pes by adj 5 P

handles.

Selected points are hollow, while non-selected points are

filled—exactly opposite of Ilustrator and Corel DRAW.

Only the path 15 selected

1 he second point 1s selected, showi ing its 1o handles plus the
incomng handles from the neighboring two points

Every pomt on the path is selected

If you were an Hllustrator user, you are probably looking
for the different selection tools. All selection and point
manipulation is done with FreeHandss single but
powc‘rful Pointer tool.

Using the Pointer tool
1 To

k| A

-

OO

]

0 Select an unselected path by simply clicking it.

O Select any individual point by clicking the point.
Hold down Shuft and select to choose multiple
points.

O Selecta any object that is part of a group, mask, or
composite path by holding down Option
(Macintosh) or Ale (Windows) and chicking it.

0 Tosclect several objects, drag a selection area with
the Pointer tool. Objects have to be entirely
marqueed to become selected. Sometimes particular
points are selected i addition to the paths. To easily
deselect those points but keep the path selected,
press the Tilde key. Thus also works to select a group

when you have an object 1n that group subselected.

0 Move a path by clicking somewhere on the path
where there are no points and dragging it around.

0 Change the shape of the path by holding down
Option (Macintosh) or Alt (Windows) and
chicking the path. This results in Tllustrator’s default
behavior of modifying the path directly.

In FreeHand you do not need specm tools for addmg
points to paths or for deleting points. 1o add a point to a
selected path, simply click with the Pen tool anywhere
on the path and a point appears where you clicked. To
delete points, select them with the Pointer tool and press
Delete or Backspace.

The Pownter tool can also be used to resize basic objects
like rectangles, ellipses, groups, and text. For nstance, to
resize a rectangle, select 1t with the Pointer tool, then
drag any corner. Holding the Shift key resizes

propor tionally. To move the rectangle rather than resize
it, make sure to click somewhere on the rectangle, but
10t 0N 4 corner point.
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While draggmg shipes or pomts you may notice there
15 no snapping going on. This is because Snap to Point s
off when you first install FreeHand. Choose

View > Snap to Point to turn 1t on. FreeHand has a grid
system you mught want to take advantage of, as well as a
complete guides environment.

Colors

Corel DRAW users, upon first launching FreeHand, are
likely to wonder where all of the colors are. FreeHand
defaults to an empry Color List, assuming most artists
will begin a drawing by first creating the colors they
need for that particular job. However, if you want to
bcgin with a lot of colors, you can casily import as many
as you like. In the Color List, there 1s a pop-up menu
labeled Opuions. Use that menu to choose any number
of predefined color libraries. Use FreeHand templates to
have every new document open with a particular set of
colors automatically.
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The Color List and the Color Mixer togethcr form one
of the central areas of FreeHand. Typica y, most
FreeHand artists start by mixing colors 1n the Color
Mixer and dragging them over to the Color List, where
thcy are automatically named. Rename a color at any
time by double-clicking the color name and typing in a
new one.

Dropping colors into the Color List s optional—you
can simply use them directly from the Color Mixer.
There are many advantages to naming frequently used
colors. For mstance, colors have to be named 1n order to
appear in the pop-up menus that appear next to most
color wells 1n the app]lcatlon If you have a lot of
unnamed colors, you can give them names
automatically by choosing Xtras > Colors > Name All
Colors.

FreeHand colors can be mixed 1n a variety of color
spaces. [llustrator users who are working with
Photoshop or Internet publishing should note that you
can use RGB colors natively in FreeHand as well as

CMYK colors.

To color an object, simply drag a color chip from the
Color List or from any color well and drop 1t on the
object you wish to color. Note that you can color
unselected objects as well as selected ones. Or if you do
not like dragging, select an object and click a color’s
name 1n the Color List.

It you have a lot of colors, choose Hide names from the
Options menu 1n the Color List. This will give you a
similar look to the color lists of Illustrator or

Corel DRAW.
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Some of your old Illustrator or Corel DRAW files may
look like their colors have changed shightly when you
import them into FreeHand. The primary cause of this
is that FreeHand’s color-matching system may be on by
default, so FreeHand 1s probably showing you what
those colors will look like when output as CMYK. If
you are not nterested 1n color matching, rurn Color
Management off by choosing None 1n the Colors >
“Color management” preference.
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Fills
Tapered fills in FreeHand are called Gradients. There are

no special tools required to make a Gradient fill—=select

an object and specify the fill in the Fill Inspector.

To change the colors of the fill, use the pop-up menu i
the Fill Inspector or simply drag new colors directly
onto the object. To change to a Radial fill, click the
Radial button in the Fill Inspector.

To create multicolor fills, drag additional colors onto the
color ramp.
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These fills can contain up to 32 colors, which can be
dragged nto different locations on the ramp. You may
use exther spot or process colors. 1o remove a color, drag
it to the left of the ramp. To go back to a single-color fill,
choose Basic from the pop-up in the Fill Inspector.

There are some shortcuts for creating these fills without
having to use the Fill Inspector. If the object has a Basic
fill. you can casily create Gradient fills by dropping a
different color on an object with a modifier key. Press
Option (Macintosh) or Alt (Windows) and dropa
color chip to create a Radial fill. Hold down Control and
drop a color chip to create a Graduated fill. Hold down
Shiftand drop a color chip to create a Basic fill. Use these
shortcurs to create and edit Gradient fills faster than in
any other application.

FreeHand'’s Pattern fills and Tiled fills can cause some
confusion for users of other drawing applications. In
FreeHand, Pattern fills are fixed-resolution biemap fills
which you can edit. These fills are not generally useful
for high-end outpuc. Tiled fills are the repeating fills
created out of other FreeHand objects (whatan
Hlustrator user would called Pattern fills). To create a
Tiled fill, select the objects which are to be the ule, copy

them, and paste them nto the Fill Inspector.
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By changing the checkboxes in the Move portion of the
Transform panel, you can control whether Tiled fills and
the contents of masks move around with the filled path
or not.

0 Transform 0080
BRI
Move distance:
x:[-21.1754
y:|25.7251

Contents
O Fins

To get total control over strokes and fills, we highly
recommend you check out FreeHand's object styles.
Unique to FreeHand, these style sheets make global
modifications extremely easy and natural—they are very
sumular to paragraph styles &,Mhich FreeHand also has).
Also be sure to review the abilities of Find & Replace
Graphics.

Blends

In FreeHand, blends are accomplished with a command
rather than with a tool and can be altered at any ume. If
you are coming over from Illustrator, the concepr of
editable blends will be an extremely pleasant surprise.

Creating a blend 1s easy—select two or more shapes, and

choose Modify > Combine > Blend.

Everything about a blend 1s edirable. To change the
number of steps, type in a new number in the Object
Inspector and press Return.

1

o [

o

Elend

Nurnber of steps:

"To move or change any of the original shapes, subselect
with the Pointer tool one of the source shapes and
change 1t; the blend will reflow automatically.

(§

You can change colors, stroke widths, and fills. Here, we
dropped four different colors on the strokes of the four
source shapes.

Then we created a simple path, and used the
Modity > Combine > Jon Blend to Path command to

attach the blend to the path.

Moving to FreeHand from lllustrator or CoreDRAW 291



Everything is still editable. If you change the shape of the
path, the blend will reflow itself o fit the new shape. In
addition, you can still edit any of the source paths by
subselecting them.

Another blend effect 1s to blend multcolor fills together.
Here are two ovals, each with a different multicolor fill.

Next 1s what they look like blended rogether:

—_—..

Since blends are always editable, we can select one of the
two source shapes and change the angle of the fill for
another neat effect.

O Owerprint

i Taper

r@

I [Phagenes ]

FreeHand even allons b/mdmg of spot colors

FreeHand’s blends have limitations. You can only blend
strokes and fills which are somewhat alike. For example,
you cannot blend an object without a stroke to an object
that has a stroke. Simularly, you cannot blend an object
with no fill to an object with a fill. Fills must have the
same numbers of colors in them. So while you can blend
together three objects which each have a 10-color fill, you
cannot blend an object with a 9-color fill to an object
with a 10-color fill. You also cannot blend an open path
to a closed path.

Pen tool

FreeHand's Pen tool is probably very similar to what
you are already used to. However, there 1s one very
important feature of the Pen tool of which you should
be aware. While you are placing points with the Pen
tool, 1f you hold down Command (Macintosh) or
Control (Windows) while you are dragging a point’s
handles, you can move around the actual point itself, as
long as Command (Macintosh) or Control (Windows)
1s held down. Try it a few umes, and you will wonder
how you ever got along without 1t.

While adjusting the handles of a placed curved point,
hold down Option (Macintosh) or Alt (Windows) to
move the control handles independently and create a
corner point.
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Imported graphics
FreeHand has by far the best support of bitmap graphics

in the industry. Files from applications like xRes and
Photoshop can be either linked to or embedded into
FreeHand. If you are currently using [lustrator 6, you
have probably learned to avmd placmg many graphlcs
1nto your artwork, because the file size increases and all
graphics are embedded. FreeHand uses a linking
metaphor which 1s very similar to PageMaker and
QuarkXPress. When you import a graphic into
FreeHand, a link 1s made to that external file. You can
view all your imported graphics in the Edit > Links

dialog box.

L 1Y

FreeHand allows you to embed linked files or extract

embedded files.

To perform bitmap-style editing on an imported 1 image,
use Edit> External Editor to launch your favorite image
editor, such as xRes or Photoshop, from within

FreeHand.

In addition to importing graphics, you can also paste in

all kinds of graphics from the Cllpboard.

If you are a longtime user of other drawing applications,
you have probably given up on the typical builein trace
tool. Bur do not let past disappointments stop you from
trying the Trace tool in FreeHand. To see all the trace
options, double-click the Trace tool, which 1s at the
lower portion of the Toolbox.

Ly

To trace something, marquee what you want to trace
with the Trace tool. Here are some Cxamplcs which use
the defaule iettmgs The actual TIFF 1s on the left, and
the traced version 1s on the right.

Path operations

FreeHand has a complete set of path operations, which
work like [llustrator's PathFinders. All of these
commands are found 1 Xtras > Path Operatons. For
convenience, they also appear on the Xtras > Operations
panel. Read the documentation because there are some
interesting modifier-key options for them.

Locked objects

FreeHand allows you to lock and unlock individual
objects. However, only the position of the object is
locked. Strokes and fills can still be modified, so that
global changes to colors or style sheets can work

propetly.
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Masks

Creating a mask in FreeHand 1s accomplished with
Edic> Paste Inside. Cut what you want masked, select
the path you want to be the mask, and choose Paste

Inside.

Knife tool

FreeHand's Knife tool is much more powerful than
those in other applications. To begin exploring what it
can do, double-click the Knife rool. Note thar the Knife

tool works only on selected objects.

Multipage layout

Sometimes it 1s easy to forget that FreeHand 1s much
more than a drawing application. Next time you are
thinking of doing a five- or ten-page document in a page
layout application, consider using FreeHand. These
days, more and more people are doing full-fledged page
layour completely in FreeHand.

Changing layers

Changing the layer an object 15 on 1s extremely fast and
casy. Simply select the objects you want to move and
chick the layer in the Layers panel where you want them
to be. To change the current layer, make sure nothing 1s
selected, and click a dufferent layer in the panel.

Because selected objects move to the layers you click,
new FreeHand users find themselves accidentally
moving objects to new layers when all they wanted to do
was to change the current layer or reorder layers.
Unintentionally moving objects can be avoided if you
remember to always press the Tab key to deselect
everything before doing things i the Layers panel.

Move layers by dragging the layer in the Layers panel.

FreeHand files versus EPS files

FreeHand's normal file formar (which is what it creates
when you Save) is not an EPS file. It is a FreeHand
database file, which 1s fundamentally different from an
EPS file. Illustrator users are used to having the
[lustraror database file behave just like an EPS file when
they place 1t into other applications; since Illustrator
doces not have to worry about complications like
multiple pages and linked graphics, they can do that.
However, if you want to place your FreeHand arcwork
into other applications, export it as an EPS file or some
other format.

Some users like the convenience of having the database
file also be an EPS file, and so we have added that option.
In the Save dialog box, you can choose Editable EPS as
the file format. This results in a file which 1s larger than a
standard FreeHand database file, but it will also serve as

an EPS file. Use this for single-page documents only.

Find & Replace Graphics

All new users of FreeHand are strongly encouraged to
examune the Find & Replace Graphics feature.
Although 1t has a lot of controls and might look a bt
daunting at first, this 1s one of FreeHand's most exciting
features.

il # Lhr i ba
Fimd B Wapdpey | Ealeck
Aty iais [s T
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Special effects

A lot of the fancier tools and effects are 1n the Xtra Tools
panel, and in the Operations panel. They can both be
found under Window > Xtras.
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Interactive tools are in the Xtra Tools panel, while the
items 1n the Operations panel work like buttons—press
one and either something happens to the selection or a

dialog box appears.

Text

You can do pracuically anything with text in FreeHand
that you could do n a typical page layour application.
And since FreeHand’s text features are so much more

powc‘rful than what exists in other drawing applications,

there are of course a few new things to learn. The best
way to learn them 1s to read the Text chaprer of the
manual, but these few ponters might also help you get

up to speed quickly.

)
k
I
—

Create text in FreeHand 1in two ways: by dragging a text
block with the Text tool or by simply clicking the
document with the Text tool. These two kinds of rext
blocks behave in slightly different ways with respect to
how the block responds to the text you type. The theory
1s that 1f you have gone to the trouble of creatng a text
block of a specific size by dragging with the Text rool,
you probably want FreeHand to maintain that block
size and not automatically change the size of 1.
Convcrsely, if you just click with the Text tool, then
FreeHand thinks you really do not want a specific block
size, and 1t should automatically grow or shrink to
exactly fir the rext.

You can tell which kind of text block you are dealing
with by looking at the block, which you can see by

selecting the text block with the Pointer tool.

Larem ipson dedor or something like duar

Laizeem i doduor ar
st thing like thai

The top block was created by clicking with the Text tool
and then typing: this 1s an auto-expanding text block,
meaning that if you continue to type, the block will
continue to grow to fit what you type. Notice thar the
block exactly fits the text. The bottom block 15 a text
block which will not change 1ts size as you type, unless
you spectfically force 1t to. Notice thar it does not
particularly fit the text. FreeHand retains the size of the
text block until you change 1t

Look closely at the middle handles on either side of the

blocks and on the bottom. On the auto-expanding text

block, they are hollow. This indicates that the text block
can automatically adjust 1ts size in the direction of a

hollow handle.
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Change from one type of block to the other by double-
chcking a middle handle to make it hollow. For instance,
if you double-click the lower, middle handle of the
bottom block when it 1s solid, the block changes to auto-
expand vercally. FreeHand now changes the vertical
size of the text block but maintains the original width to
fir the text vertcally. The resulr looks like this:

Lo 1pesi dodor of
:-.lll-rllll.'n_-'_llkr thae

The bottom automatically snapped up to fit the text. If
you type further, it will automatically expand the text
block o fit your text. Here 1s what it looks like with
some more text entered:

Larem ipscan dokor or
something like thar is
what peaple ryps for
screenthots immead of
something ineresting

FreeHand keeps the width the same, but expands the

bottom.

As an experiment, let us see what would happen if we
entered the additional text without auto-expansion:

Lorem dpsen dedor cr

somiething like thar is

FreeHand maintained the exact original size of the
block, even though there is now more text than will fic.
Remember, to quickly make the text block grow o fit,
just double-click the lower, middle handle to grow the
box vertically. Of course, you can also drag one of the
corner handles out with the Pointer tool to give the text
block a completely new size. Note that the overflow
indicator (which 1s the little box at the bottom, right
corner) is now on, telling you that there 1s more text
than what is showing,

At this point, you can do fun things like pour the
additional text into some other block. For example, if
you draw any closed shape, you can use the Pointer tool
to simply drag from the overflow indicator and dl‘op
onto the new shape to put the overflow text inside 1t:

Larem ipson dokar ar
something like thar &

what
peaple v for

screenshos

Note that the overflow indicator 1s still on, so you could
drag more text into another shape, or into an empty text
block, which 1s how you create linked text blocks 1n
FreeHand. Simply drag and drop from the overflow
indicator 1o a new text block, or you could even draw
an open path, and drop the text onto 1t.

Lowem ipson delar o
somethinng, like cha i

whial
podrple: Cype lor
e ndaE
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Note thar chis text is all still linked. If you entered more
text into the first block, the existing text would
automatically flow through all the linked blocks.

Like FreeHand’s single unified Pointer tool, there 1s only
one Text tool. To edit text on a path, use the Text tool. To
edit text inside a path, use the Text tool. And to edic
normal text—you guessed it—use the Text tool.
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FreeHand has a text ruler, with five different kinds of
drag and drop tabs—simply drag from a tab well and

drop onto the ruler.

[ededididog
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However, 1f you are doing lots of small text labels, the
ruler can be overkall, so turn 1t off by choosing
View > Text Rulers.

You can do a lot of text manipulation simply by
dragging the various handles of a text block. The corner
handles all resize the text block. The middle handles on
erther the top or the bottom adjust leading:

Lovem ipsen dolar or
something like that is
what p-ruplr Iy pe fo
sepeermhoin insead of

'IJIIII.'\'JIIII:': inleres g

The muddle handles on exther side adjust tracking...

Larem illl:.'\.-| daler ar
somerhing like thar is
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screenshory instead ol
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..but 1f you hold down Option (Macintosh) or Alc
(Windows), they adjust word spacing;

Lomem  mgon dolr or
:.!:.'lll_'l'.:'_ like tha [
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And the corner handles scale the text when you hold

down Opuion (Macintosh) or Al (Windows) while
dragging;

Lovem ipson delor e
something like that is
what people type for
srecnshots instead of
soimething mleresting

To select text blocks, use the Pointer tool and click
anywhere mn a block; you do not need to hunt for the
baseline to click.

To create texton a path, first create the path, then with it
selected, choose Text > Artach to Path, and begin to type.
Or,if you have the text already created, select both the
text block and the path, and choose Text > Attach to
Path. Opuions for Text on a path are in the Object

Inspector:

o

(]

Text on a path

|

Text alignrment :
Top:

Baseline ~

Bottorn:

Orientation:

Rotate around path =

O Show path

Inset:

Lett:
Rign
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Creating text that 1s both on the top and bottom of a
closed path 1s casy: type what you want to be on the top,
press Return or Enter, then type what you want to have
on the botrom. Selecr that rwo-line text block and a
closed path, then choose Text > Artach to Pach, and 1t 15
done automaically.

Wirw, ' both b
and easy

—m g0

i, W3 horg,
‘r‘."

1f you have a lot of text, or if editing upside-down white
L5 pomnt text on a path 1s not your specialty, there 1s a
separate text editing window 1n FreeHand. Select a text

block, then choose Text > Editor.
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1o have text avoid a shape or series of shapes, select the
shapes and choose Text > Run Around Selection.

Aun Around Seseiion
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o —
N —
R —

[ Comrel |

From that point on, all text will avoid those shapes.
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Inline graphics are another feature that 1s unique to
FreeHand. Inline graphics are a way to include any
graphic n a text block. This 15 very useful for making
fancy drop caps, or for inscrting spectal symbols or
dmgbats Copy your graphlc nto the Clipboard,
position your text cursor in the text where you want the

graphic to go, and choose Edit> Paste.

FRFEF

There once was a
(il named George

There once was a
named George

From that point on, the graphic behaves like a text
character: you can select 1t, resize it, kern i, or baseline
shuft it juse like 1t was a standard character.
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You can even have inline graphics along a path.

o % .

-

Here, we pasted the same TTFF image onto a path a
Jew times

To stroke and fill texc, simply treat it as any graphic.
Drop colors onto the text to color 1t, and give 1t a stroke
by pressing the stroke button in the Color List, then
choosing a color.

o [

Hello

W Burnt Sienna
Carnation
W rhinecs Pod

Almost every text attribute can be controlled via
keyboard shortcuts, including changing the pont size,
the tracking, the baseline shift, and the alignment.

Consult your keyboard shortcut chart in FreeHand
Help for the full Lst.

Most of the text controls appear duplicated in the Text
menu, the Text toolbar, and the Text Inspector.

[ [
Al
(e[ 3 [i[EE]

Adjust columnns:
BEalance
Madify leading

Thrreshald : =

Copyfit % :

Min:

Ma:
Current: 100

First line leading :
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INDEX

Numerics

3D modeling applications 257
3D Roration tool 140, 285

A
Acrobat 272

activating pages 20
adding
color from imported graphics 259
colors to Color List 155
contents to clipping paths 130
layers 93
panels 9
rules berween columns and rows 210
spacing to paragraphs 206
styles 101
adjusting
leading 182190
spacing 182
Adobe Acrobat 272
Adobe [llustrator, moving to FreeHand from 287-299
aligning
characters 203—208
objects 143—144
paragraphs 205209
to the page 143
turorial 54
words 203—208
alpha channels 269
Angle dial 171
AppleScript (Macintosh) 35
applications
choosing formats for 257
exporting graphics or text to 260-265
importing graphics or text from 256-259
launching within FreeHand 270
Object Linking and Embedding (OLE) and 264
working with 255-277

applying

color to objects 159

paragraph rules 207

styles 100

text effeces 202203

Tiled fills 176
applying artributes

paragraphs 188—191

text 188—191
Arc ool 44
Arrowhead Edicor 165
arrowheads, creating 165
ASCII rexr files 263
assigning custom color names 157
attaching, text to paths 197-199
aceribures

converting from carlier versions of FreeHand 276—

277

copying and pasting 100

fill 107

modifying 144—147

stroke 107
Auro remove overlap option 115
auro-expanding text blocks 181, 209
auromaric font substitution 272
Automatic serting, point handles and 109
automatic tracing 124-126

baseline, shifting 191

basic shape tool 112

Bend-O-Matic feature 120

Bezigon ool 46, 115-117

bitmap 1mages 106, 256
applications for 106
imported 268271
notse tolerance and 126
PNG format 271
rasterize 266
resizing 270
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bitmap pateerns 169
bleed size 17
Blend operation 130
blends
creating 133
joining to a path 61, 63
modifying 134—136
other drawing applications and 291-292
removing from paths 136
tutorial 61,63
working with 133-136
breaking text block links 183
broken links 267

C

Calligraphic pen tool 114115
caps 164
Centerline setting 125
changing
layers 294
path direction 107
spelling preferences 215
viewing modes 229
channels, alpha 269
character codes 218
characters
artributes of 188—191
spacing 203208
special 216
checking spelling 215
chokes, crearing 239
choosing
application formats 257
PPD files 230-231
Clear button 169
clipping paths
turorial 68
working with 129130
cloning objects 63,120
Close cut paths, Knife tool 122
Closed option 108
closed paths 107
closed quotes, vs. open quores 216
closing paths 117

collecting components for output 245

color conversion
during import and export 161
RGB files and 254
color design, preparing documents for 247-254
color libraries 160161
Color List 152
organizing colors in 156—-159
replacing colors n 159
Color List sclectors, monitoring colors in use 157
color management 247-254
adjust display colors 249
introduction 248
Kodak color tables 252
Kodak Digital Science profiles 250
Color Mixer 152,153
color mode, tracing and 124
color profiles 252
color ramp 172
coloring text blocks 195
colors
adding from imported graphics 259
adding to Color List 155
applying to objects 159
converting 160
creating 153-155
duplicating 159
exporting 160
hiding names of 158
highlighe 110
importing 160
modifying 159-160
monitoring 157
naming conventions for 156
organizing in Color List 156—159
other drawing applications and 289
rearranging 157
removing 159
replacing 146
replacing in Color List 159
RGB images 253-254
sorting 158
using 152-161
working efficiently with 152-153
columns
creating 210
working with 210-211
complex objects, working with 126—130
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composite paths 127-128
creating 127
editing 127
removing transparent sections 127
splitting 127
turorial 52
connector pownts 109
constraining
path segments 119
shapes 112
contents
clipping paths and 129
transforming 139
converting
atcributes 276277
case 189
colors 160, 161
FreeHand files from earlier versions 276277
FreeHand files into templates (Macintosh) 91

text to paths 196
copyfitting rext 211-212
copying

files 257,265
layer information to another document 95
style information 104
Corel DRAW
importing from 276
moving to FreeHand from 287-299
corner points 109
Correct Direction, applying 128

creating
alpha channels 269
arrowheads 165
basic shapes 112
blends 133
chokes 239
clipping paths 129
colors 153155
columns 210
composite paths 127
forms 212-214
nset paths 132,133

new documents 20

new paths from existing paths 130-136

paragraph margins 206

polygons 113

rows 210

spreads 239

stars 113

tables 212-214

text block links 183

text blocks 181

Tiled fills 176

tnts 154155
Crop operation 130
cross-platform, color profiles and 252
curve points 109
custom color names, assigning 157
Custom fills 168
custom strokes 166—167
custom views 23
customizing

scarch paramerers 147

shortcurs 31-32

toolbars 32—34

work environment 30—35
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D
dashed strokes 165
DCS EPS files, importing 262

default remplates, serting 91

defaulrs file, FreeHand 3435

drawing 105-147
automatically tracing 124-126
basics of 112-126
dragging and 112115
fundamentals of 25—28

deleting Inspectors and 11-13
empry text blocks 184 paths 111
original paths 131 placing points and 115-117

direction, path 107
disk, printing PostScript files to 241
display. See monitors
displaying
patterns 169

vector graphics and 106—112
with basic shape tool 112
drawing tools 27-28
drop cap 80,201
dropping objects 258, 265

stroke attributes 12 duplicating

xand y coordinates 109 colors 159
distortion tools 142 layers 93
Divide 69, 130, 281 objects 120
Document Inspector, using 1213 styles 101

Document Report 244245

document window 8—14

turorial 52, 54

documents E
choosing outpur oprions for 242-243 editing
copying layer informartion to 95 composite paths 127

creating 20
Document Inspector and 12-13

contents of clipping path 130
FreeHand remplates 91

Document Report and 244245 guides 19

multiple views 23 imported images 270
muliple-layer 97 object styles 102
navigating in 20-23 paragraph rules 207

opening 20
organizing for output 245

PDF 272-274

preparing for color design 247-254

previewing 228—229

printing sections of 239

paragraph styles 102

text 184
Ellipse tool 44, 112
embedding graphics 266268
Emboss tool 74, 137, 281
empty text blocks, deleting 184

saving as templates 90—91 Encapsulated PostScript files. See EPS files
selecting outpur devices for 222-223 EPS files
setting up 17-19 color conversion of RGB images and 254
viewing modes 24 exporting 262

drag gnd drop 258,265 vs. FreeHand files 294

dragging . errors, PostScript 243—244
drgwmg and 112—115 even/odd fills 108, 128
objects 258,265 Expand Stroke operation 132

Draw dotted line option 114
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exporting

by copying and pasting 265
by dragging and dropping 265
color conversion and 161
colors 160

EPS files 262

files 261

formats for 260, 262
graphics 29, 260264
graphics and text 260265
output devices and 261
PDF document 273-274
PICT files (Macintosh) 264
styles 102

text 263

text files with inline graphics 264

extending point handles 118
external ediror 270

F

fast mode 24

files

ASCII 263

converting from carlier versions of FreeHand 276277
converting into templates (Macintosh) 91
copying 257,265

DCS EPS 262

defaulrs file 3435

exporting 260-265

formars for exporting 262

importing 256-259

organizing for output 245

pasting 257,265

PICT (Macintosh) 264

PostScript 241

RTF 258,263

types of 256

UserPrep 231

fill aceributes 107

Fall Inspector 12

fill types, selecting 161-163
filled open paths 278
filling objects 161-177

fills
appearance 162
Basic 40, 58, 61,163-166
bitmap patterns for 169
Custom 168
even/odd 108, 128
Full Inspector and 12
Gradient 58, 170172
graduated 170
lens 72, 172175
multi-color 171
other drawing applications and 290-291
outpur devices 162
pattern 58
PostScripr 169-170
radial 58 171
Textured 177
Tiled 58,172-176
transforming 139
tutorial 40, 58
winding 128
Find & Replace Fonts 218219
Find & Replace Graphics 294
search parameters 147
selectively simphifying paths 108
turorial 84
using 144147
Find & Replace Texe 216218
finding
fonts 218219
text 216218
Fixed oprion 114
Flash
animations 274-275
exporting to 63, 274-275
flatness value 108
in printing 243
flowing text, inside a path 199
flush zone, adjusting for justified text 209
font substitution, automaric 272
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fonts
finding 218-219
mussing 244,264,271
not installed on output device 241
PostScript 243
previewing 188
printing and 243-244
replacing 218-219
substitution of 271-272
TrueType 243
formats
choosing 257
exporting and 260, 262
formarting
paths 197-203
text 185186, 197203
forms, creating 212214
Freeform tool 112, 120122
Push/Pull 121
Reshape Area 122
turorial 50
FreeHand

converting files from earler versions 276277

export formats 260
launching applications within 270

moving to, from Adobe Illustrator 287-299

moving to, from Corel DRAW 287-299
new features in 4
package contents of 2
printing from 222
system requirements for 2
uninstalling 3
working with carlier versions of 276-278
FreeHand 8
nstalling 3
starting 3
FreeHand files vs. EPS files 294
FreeHand Help 4
Frechand oprion, Knife tool 122
Frechand tool 46, 63, 114

G
grabber hand

repositioning objects with 229
Gradient fills 170-172
overprinting 237
graduated fills 170
Graphic Hose 147-149, 281
options 149
tutorial 66

graphics

adding color when importing 259

copying 257,265

drag and drop 258,265
embedding 266268
exporting 29, 260265

Find & Replace Graphics 144-147

imported, working with 293
importing 29,256-259
mnline 201202, 264
linking 266-268
pasting 257,265
vector 256
grayscale images
screen rulings for 233
tracing and 124
orids 18
group, subselecting within 98
grouping objects 54,56, 97-99,126
groups
description of 90
nested 99
guides 18
editing 19
turning objects into 94
viewing 94
working with 19
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halftones, object-level 233
handles

adjusting path shape with 109

Lens fill centerpoint 172

paste inside handle 130

point 118

transformarion handles 140
hanging punctuation, applying 207
Hexachrome colors 159
Hexachrome printer profile 252
hiding

color names 158

layers 93

Layers panel 92

Page rulers 18

selected objects 93

style names 100

Styles panel 100

toolbars 14

Toolbox 14
highlight color, viewing paths wich 110
hue 154
hyphenation 205

tllustracions

layers in 9297

organizing 89-104
[lustrator. See Adobe Illustrator
1mages

bitmap 268271

editing 270

imported 270

LRG 271

RGB 253-254
Imaging panel 234
Import RGB Color Table 281
imported bitmap images 268-271
imported graphics

editing 270

other drawing applications and 293

importing
by copying and pasting 257
by dragging and dropping 258
color conversion and 161
colors 160
Corel DRAW 276
DCS EPS files 262
files 256259
graphics 29, 259
missing fonts and 264
PDF document 272
styles 102
text 263
indents
serting 193194
Info bar 17
inks, overprinting 237
inline graphics
exporting text files with 264
turorial 80
working with 201-202
lnSClTlng
special characters 216
Inset Path operation 132,133
Inspectors, using 11-13
nstalling
FreeHand 8 3
Intersect operation 130
Invert button 169

J
Japanese text 203

joining

paths 127
Joins 164
justified texe 209
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K

keyboard shortcuts
text alignment 189
text style 189
Keyline mode
layers 94
viewing paths in 24
Knufe tool 122
other drawing applications and 294
tutorial 40
Kodak
Color Tables 252
Digital Science profiles 250

L

landscape page orientation 17
languages, page description 223
launching applications within FreeHand 270
layers 90

adding 93

changing 294

copying 95

duplicating 93

hiding 93

locking 94

removing 93

reordering 94-95

single 9697

turning off 93

turning on 93

Lens fills 172175
centerpoint 172
darken 174
mnvert 174
lighten 174
magmify 173
monochrome 174
transparency /2,173
tutorial 72

levels, undo 17

librartes, color 160161

lightness 154

Line tool 44, 112

linear taper 171

lines, keeping together 205

linking
graphics 266-268
text blocks 183—184

links
breaking 183
broken 267
managing 267268
missing 268
text block 183
updating 268

Links dialog box 267

Locate Center preview 171

locking
layers 94
objects 293

LRG 1mages, working with 271

unlocking 94
ing 92-97
Lves M
ayers panc
hiding 92 Macintosh computers
navigating in 92-95 AppleScript 35
showing 92 converting FreeHand files into templates 91
layout, multi-page 294 exporting PICT files 264

leading, adjusting 182-190 FreeHand system requirements for 2
non-PostScript printers and 225
Publish and Subscribe command 258
Publish command 264

scanning 270

Seripr Ediror 35

searching for missing links 268
setting up for printing 224-225
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Macromedia Flash 274-275
magnification
page 22
shorrcurs for 22
tutorial 46, 50, 56
mail messages, sending (Windows) 29
Main roolbar 15
managing links 267-268
margins, creating 206
masks, other drawing applications and 294
mathematical equations 13
mathematical symbols supported 13
measurement, units of 17
Microsoft Windows
FreeHand system requirements for 2
non-PostScript printers and 227
Object Linking and Embedding (OLE) 264
right mouse button 26, 187
selecting objects with mouse button 26
selecting paths with mouse butron 110
selecting text with mouse butron 187
sending mail messages 29
setting up for printing 226-227
Status bar 17
wizards 35
Mirror tool 141, 282
turorial 56
missing fonts 244, 271
miter jomn 164
muter limits 164
modes, viewing
document 24
print preview 229
modifying
attribures 144—147
blends 134—136
colors 159160
objects 130-136
paths 120-122
position 139—144
shape 139-144
styles 102-104

monitoring colors in use 157
monitors, setting monitor sumulates 251
mouse button
sclecting objects with (Windows) 26
sclecting paths with (Windows) 110
selecting text with (Windows) 187
moving
n Color List 157
n document 2023
in Layers panel 92-95
in Styles panel 100
objects 26,42, 94-95, 96
pages in Document Inspector 21
to FreeHand from Adobe Illustrator 287—299
to FreeHand from Corel DRAW 287-299
rurorial 52
mult-page layour 294
multiple document views 23
multiple objects
rotating 147
scaling 147
multiple pages 277

multiple-layer documents 97

naming

colors 156

custom views 23

unnamed colors 158
navigating

n document 20-23

in Layers panel 92-95

in Styles panel 100
nested group, subselecting 99
nested objects

within an existing group 98

working with 98-99
new document, creating 20
notse tolerance 126

non-PostSeript printers (Windows) 227
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o

Object Inspector
extending point handles with 118
using 11
Object Linking and Embedding (Windows) 264
object styles 44, 81,90, 99,102
object type 108
object-level halfrones 233
object-level overprinting 236-237
object-oriented applications 8
objects
aligning 143—144
applying color to 159
cloning 120
complex 126-130
dimension of 11
drag and drop 258,265
duplicating 120
filling 161-177
Find & Replace Graphics 144—147
grouping 97-99,126
hiding, showing 93
locked 293
modifying 130—136
moving 26, 94-95,96
multiple 147
nested 98-99
nesting within existing group 98
Object Inspector and 11
position of 11
printing 241
rotating 285
selecting 25,98
single layer 96-97
spacing between 175
stroking 161-177
text as 195-196
tracing 124-126
transforming 139-141
turning o guides 94
ungrouping 97
wrapping text around 200

offset value 176
OLE (Windows) 264
open paths 107
open quotes, vs. closed quotes 216
opening existing documents 20
organizing
colors in Color List 156—159
files for ourpur 245
lustrations 89104
Outer edge setting 125
Outline setting 125
output devices
choosing 222-223
exporting and 261
fill and stroke compatibilicy 162
fonts nort mstalled on 241
stroke and fill types and 162
output options, choosing 242-243
overprinting 163,236-237
Gradient fills 237
inks 237
knockour 236
TIFEs 236
overriding
smart quotes 216
styles 104
unics 164

units OI( measurement 13

P
page descriprion languages 223
page magnification, setting 22
Page Rulers 18
Page rulers
hiding 18
showing 18
pages
activaring 20
arranging on pasteboard 21
Document Inspector and 12-13
muluiple 277
number of 17
orientation of 17
setting up 17
size of 17
working with 20-22
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panels
adding 9
components of 9
Imaging 234
Layers 92-95
Paper Serup 234-235
returning to default positions 9
Separations 232-233
shorteurs for (Macintosh) 9
shorteurs for (Windows) 9
Styles 100
Tines 154
using 9-10
Xtras 285
Paper Serup panel 234-235
paper size 235
paragraph actributes, applying 188—191
paragraph rules
applying 207
editing 207
paragraph styles 90, 99-101
editing 102
Keeping previous attributes 103
paragraphs
aligning 205-209
crearing margins for 206
ragged width and 208
setring alignment of 207209
spacing 205—209
Paste Behind, using 96
Paste in Front, using 96
Paste Inside 129-130
paste inside 68
pasteboard 277
arranging pages on 21
description of 8
pasting files 257,265
Path conversion pop-up 125
path cursors 118

path direction 128

path operations, other drawing applications and 293

path segments, constraining 119

paths 106—112

adjusting shape 109

artaching text to 197-199

blend 133—136

changing direction of 107

changing shape of 120

characteristics of 106—108

clipping paths 68, 129-130

closed 107

closing 117

composite 127-128

converting from text 196

creating from existing paths 130-136
decreasing width of 114

deleting 131

direction of 107

expanding stroke of 132

filled, open 278

flowing text inside 199

formarting 197-203

freeform 114

increasing width of 114

mset 132,133

jomning 127

manipulation of 120-122

open 107

other drawing applications and 288—-289
point type and 28

removing blend from 136

retaining 131

selecting 108

selecting with mouse button (Windows) 110
splicting 122

Stroke Inspector and 12

tools for drawing 111

trace paths 125

types of 107

viewing in Preview or Keyline mode 24

viewing with highlight color 110

pattern type 169

pattems

bitmap, for strokes and fills 169
displaying 169
previewing 169

PDF documents

cxporti ng 273-274,282
importing 272, 282
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PDF Export Xtra 273-274
PDF Import Xtra 272
Pen ool 46, 115117, 292
performance, printing 242-244
PICT files, exporting (Macintosh) 264
placing points, drawing and 115-117
PNG format 271
point handles
extending 118
manipulating 118
retracting 118
point location entry fields 109
point types
descriprion of 109
Pornter tool
description of 180
selecting points with 109
turorial 40,42, 50, 52, 54
points
characteristics of 109—112
connector 109
corner 109
curve 109
number of 108
other drawing applications and 288—289
placing, drawing and 115117
repositioning 117
selecting 109
types of 28
Polygon tool 112
polygons, creating 113
portrait page orientation 17
position, modifying 139-144
PostScript
errors 243-244
fills 169-170
prepress options 230-241
strokes 169-170
PostScripr files, printing to disk 241
PostScript fonts, working with 243
PostScript language 223
PostScript Printer Description files. See PPD files
power-duplicating 52, 54,123
PPD files, choosing 230-231
preferences
customizing work environment 30

spelling 215

preferences file, default positions and 9, 38
prepress options, PostScripr 230-241
prepress review, Document Report and 244-245
Preview mode
layers 94
viewing paths in 24
previewing
documents 228—229
fonts 188
patterns 169
print preview
repositioning documents in 229
using 228-229
Printer Control Language (PCL) 223
priners
non-PostScript (Macintosh) 225
resolution of 18
setting printer profiles 251-252
printing 221-245
collecting for outpur 245
configurations 231
fonts and 243244
from FreeHand 222
objects 241
performance 242-244
PostScript files to disk 241
scaling 224, 226, 239
sections of document 239
setting up (Macintosh) 224-225
setting up (Windows) 226-227
to non-PostScripr printer (Macintosh) 225
to non-PostScripr printer (Windows) 227
troubleshooting 242—-244
printing separations 252
profiles
printer 251-252
programs. See applications
projects, setring up 17-19
Publish and Subscribe command (Macintosh) 258
Publish command (Macintosh) 264
Punch operation 130
punctuation, hanging 207
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Q

QuickDraw 223

quotes
open vs. closed 216
smart 216

radial fills 171
ragged width, for selected paragraphs 208
RAM
color mode and 124
resolution and 125
Smoother editing preference and 95
vector images and 268
random-access memory. See RAM
Raster Image Processor (RIP) 169
rasterize 266
rearranging colors 157
Rectangle tool 44,112
release to layers 63, 275, 282
removing
blend from paths 136
colors 159
contents of clipping path 130
layers 93
overlapping areas of a composite path 128
styles 101
transparent sections of composite paths 127
renaming
colors on Color List 157
layers in Layers panel 92
styles in Styles panel 101
reordering layers 94-95

replacing
color 146
colors in Color List 159
fonts 218219
graphics 144—147
mussing fonts 271
mussing fonts upon import 264
objects 144-147
stroke width 146
text 216218
repositioning
documents in print preview 229
points 117
resizing
bitmap 1images 270
standard text blocks 182
resolution
printers 18
tracing and 125
retaining original paths 131
retracting point handles 118
RGB 1mages, color management of 253-254
Rich Text Files. See RTF
right mouse button (Windows) 26,187
rotating
multple objects 147
objects 285
tutorial 52, 54
Roughen effect 61
rows
creating 210
working with 210-211
RTF files
actributes supported 258
importing and exporting 263
rulers
Page rulers 18
Text rulers 191-194

rules, adding between columns and rows 210
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saturacion 154
saving documents as templates 90-91
saving, custom views 23
scale percentages 175
scaling
for print 224,226,239
multiple objects 147
text 204
tutorial 52
scanning
Macintosh and 270
screen ruling 232
Script Editor (Macintosh) 35
search parameters, customizing 147
searching
for fonts 218-219
for graphics 144—147
for mussing links (Macintosh) 268
for objects 144147
for text 216218
selecting
all objects 97
fill types 161-163

group containing a subselected object 98

objects 25
objects behind other objects 98

outpur devices for documents 222-223

outpurt options 242-243
paths 108,110
points 109

PostScript prepress options 230—241

stroke types 161163
texc 187
sending mail messages (Windows) 29

Separations panel 232-233

setting

default remplate 91

indents 193—194

monirtor simulates 251

noise tolerance 126

page magnification 22
paragraph alignment 207-209
printer profiles 251-252

tabs 192-193

trace conformity 126

type specifications 188194

units of measurement 13

setting up

document 1719

page 17

PostScript prepress options 230241
printing (Macintosh) 224-225
printing (Windows) 226-227
printing configurations 231

projects 17-19

sereings

Outer edge 125
Outline 125

Shadow tool 70, 136, 283

shape

constraining 112

modifying 139-144

shifting baseline 191
shortcut menus (Windows) 26,187

shortcuts

customizing 31-32
magnification 22

panels 9

shorteuts. See keyboard shortcuts
Show invisibles 185

showing

all objects 93
Layers panel 92
Page rulers 18
Styles panel 100
toolbars 14
Toolbox 14
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single layers 96-97
Skew tool 44
smart quotes
overriding 216
using 216
sorting colors 158
spacing
adding above and below paragraphs 206
adjusting 182
berween objects 175
characters 203-208
paragraphs 205-209
text 204
words 203—208
special characrers
codes for 218
nserting 216
special effects 295
spelling
changing preferences 215
checking 215
splitting
composite paths 127
paths 122
spot colors 159
spread size, crearing 239
stars, creating 113
starting FreeHand 8 3
Status bar (Windows) 17
Straight option, Knife tool and 122
stroke actributes
descriprion of 107
displaying 12
Stroke Inspector 12
stroke types, selecting 161-163
stroke width, replacing 146
strokes 61
applying 161-177
basic 163-166
bitmap patterns for 169
custom 166167
dashed 165
PostSeripr 169-170
width and 163

stroking objects 161-177
style information, copying 104
Styles
importing and exporting 102
Keeping previous paragraph atcributes 103
styles
adding 101
applying 100
basing on another style 104
duplicating 101
editing object styles 102
editing paragraph styles 102
hiding names of 100
modifying 102-104
object 99
object style previews 100
overriding 104
paragraph 99-101
removing 101
turorial 81
using 99-104
Styles panel
hiding 100
navigating in 100
showing 100
Subscribe command (Macintosh) 258
subsclecting a nested group 99
subselecting within group 42, 98
substitution of fonts 271-272
superselecting 98
SWE movies 274

system requirements for FreeHand 2

T

tab leaders 193
tabbed pancls 9
tables, crearing 212-214
tabs, secting 192-193
templates
converting FreeHand files (Macintosh) 91
default 91
descriprion of 90
editing 91
saving documents as 90-91

using 90-91
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ext

advanced features 203-214
applying character attribures ro 188191
applying effects 202-203
applying paragraph attributes to 188—191
as objects 195-196

attaching to paths 76,197-199
basic concepts 180-186
coloring 195

converting case 189

converting to paths 196
copyhitting 211-212

drop cap 80, 201

exporting 260-265

finding 216218

flowing inside path 199
formatting 185—-186,197-203
hyphenation of 205

importing 256259

nline graphics 80, 201
Japanese 203

justified 209

keeping together 204
manipulating 295-299
non-printing symbols 185
paragraph styles and 81
replacing 216218

scaling 204

selecting 187

selecting with right mouse button 187
spacing 204

Text Inspector and 12

turorial 76

utilities for 215-216

working with 179-216

wrapping around objects 200

text alignment

auro-expanding text blocks 209

keyboard shortcurs for 189

text artribures 188
text block links

breaking 183

text blocks
coloring 195
crearing 181
creating links 183
deleting empry 184
description of 181-183
linking 183-184
resizing 182
Text Editor
showing non-printing symbols 185
using 184
text effects, applying 202203
text files
exporting with mline graphics 264
imporrting 263
Text Inspector 12,185
Text menu 186
Text rulers, using 191-194
text style, keyboard shorteuts for 189
Text tool 180
Text toolbar 16, 186
Textured fills 177
three-dimensional rotation 140
TIFFs, overprinting 236
Tighe fit option 114, 122
Tiled fills 172-176
tiling 240241
tints
creating 154-155
description of 159
panel 154
tips
for turorials 38
tool panels 9-10
toolbars
customizing 3234
hiding 14
showing 14
using 14-17
Toolbox 14
hiding 14
showing 14
tools for drawing paths 111
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tools
3D Rotation tool 140, 285
Arc tool 44
basic shape tool 112
Bezigon tool 46, 115—117
Calligraphic pen tool 114115
distortion tools 142
drawing 27-28
Ellipse tool 44
Emboss tool 74,137, 281
for drawing paths 111
Freeform tool 50, 112
Freehand tool 46, 63, 114
Knife tool 40,122, 294
Line rool 44
Magnification tool 46, 50
Mirror tool 56, 141, 282
Pen tool 46, 115-117
Pointer tool 40, 42, 50, 52, 109, 180
Rectangle tool 44
Shadow tool 70, 136, 283
Skew tool 44
Text tool 180
Trace ool 124—126
transformarion tools 139—-141
Variable scroke tool 114115
trace conformity, setring 126
trace layers, choosing 125
trace paths 125
Trace ool 124—126
tracing
automaric 124-126
color mode and 124
resolution and 125
Transform as a Unit option 126
transformarion handles 140—141
Centerpoint 140
cursors 140
turorial 52
transformation tools

using 139-141

transforming
contents 139
fills 139
objects 139-141
transparency 269
Transparency operation 130
transparent sections, composite paths 127
trap size, guidelines for 238
trapping, using 238
traps, size of 238
troubleshooting
PostScript errors 243-244
printing problems 242—-244
TrucType fonts 243
Turorials
Aligning and distributing objects 54
Blending objects 61
Creating drop caps 80
Creatng casy Flash animations 63
Creating fills 58
Creating interlocking shapes 69
Creating shadows 70
Creating symmetrical patterns 56
Creating transparent objects 72
Drawing paths 46
Drawing with basic shapes 44
Embossing objects 74
FreeHand essenuials 40
Masking objects 68
Moditying paths quickly 50
Selecting and moving objects 42
Spraying objects 66
Using styles 81
Using the Find & Replace Graphics panel 84
Working with composite paths 52
Working with text 76
type
setting specifications for 188194
types
fill 161-163
stroke 161-163
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Undo command 17 Width option, Knife tool and 122, 142
ungrouping objects 40,42, 97 width, strokes and 163
Uniform lines option 125 winding fills 128
uninstalling FreeHand 3 Windows. See Microsoft Windows
Union operation 130 wizards (Windows) 35
union operation 130 words
unit overrides 164 keeping together 204
units of measurement 17 spacing 203-208
overriding 13 work environment, customizing 30-35
sereing 13 wrapping text around objects 200
unlocking layers 94
unnamed colors, naming 158 X
updating links 268

. : o x coordinates, displaying 109
UserPrep files, working with 231 Xiras 272 ’
utlities, text 215-216 managing 294985
PDF Export 273-274

v PDF Import 272
Variable option 114 Xeras panels 285
Variable scroke tool 114115 Xtras submenus 284
vector drawing 106—112
vector graphics 106, 256 Y
o RAMand 268 y coordinates, displaying 109
viewing
guides 94
layers 94 Z

paths with highlight color 110 zero point 54
paths, Preview or Keyline mode 24
viewing modes, changing 229

views, multiple 23
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