USER’S MANUAL
Lettering







1. THIS IS AN INSTRUCTION FOR SAFE USE OF SWF AUTOMATIC
EMBROIDERY MACHINES. READ THOROUGHLY BEFORE USE.

2. CONTENTS IN THIS INSTRUCTION MAY CHANGE, WITHOUT
PRIOR NOTICE, FOR IMPROVEMENT OF MACHINE QUALITY AND
THUS MAY NOT CORRESPOND TO THE MACHINE YOU
PURCHASED. CONTACT YOUR SALES AGENT FOR INQUIRIES.

3. THIS IS DESIGNED AND MANUFACTURED AS AN INDUSTRIAL
MACHINE. IT SHOULD NOT BE USED FOR OTHER THAN
INDUSTRIAL PURPOSE.
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Features and Specifications of Lettering Function

String Embroidery

It is a representative function of the lettering program. User can enter and embroider strings.

Extended Memory Capacity
20 character strings and designs can be arranged at the same time, and up to 100 designs can be saved in
the memory.

Font Change
15 types of fonts are serviced allowing users to change fonts at their will.

Character Entry

It is possible to enter capital letters, small letters, special characters, symbols, and numerical numbers.
The letters entered can be changed for their size among large, medium, and small. The frequently used
character strings can be saved in the bookmark for easy retrieval.

Angle Setting
Character strings and design objects can be rotated from 0° to 359° by the unit of +1°, -1° or +5°, -5°. In
addition, character string's angle can be adjusted by the unit of +1°, -1° or +5°, -5° to form an arc.

Embroidery Start/End Position Setting
It is possible to set the start/end positions of the string and design objects arranged.

Grid Setting
It is possible to make the setting of enabling grids displayed on the screen.

Scale Up/Down
It is possible to scale up/down character strings and design objects.

Hoop Size Change
Depending on usage, the hoop size can be changed.
Since it is possible to see the hoop on the monitor, the arrangement of objects is easy.

(10)Work Information

The information of selected objects can be seen separately from overall objects.



7 Basic Steps for Lettering Program Execution

In the embroidery mode, press DESIGN on
the function menu.

Y
| Select lettering on the DESIGN menu. |

Y
| Lettering Mode |

hoop Select
Y
NO .
| Are there any objects Previously done? |—> 22:22: I;g;;:gig:ﬁ{;@gjizts <
YES
Y
| Auto call of saved objects | Y
Call objects
y YES
| Change the setting? I >
\J

NO
Set object arrangement and status change

Lt

Y
NO
| Will save objects? )—

YES

Y

Press [F6) EXIT and move to the main screen

Y

| Move to embroidery mode




3 ' Screen Layout of Lettering Program

Embroidery Screen

<Fig. 3.1-1> is the initial screen of the lettering program.
The screen is divided into (1) the lettering screen, (2) the work information screen, (3) the main menu buttons,
and (4) the hoop selection screen.

(4) = 2
Hoop . Work Info
=
o
T
i ST
COLORS
(1) = BESmRrLE
Lettering
Screen OOvaeE[gltl EA
o
mm
st
ﬂ COLORS
) - - .
&l‘}‘lﬂ Object Hoop Exit
[Fig. 3.1-1]

(1) The embroidery screen shows the hoop shape, the character strings to be entered in the lettering program,
and the embroidery look of designs on the screen.

(2) The work information screen displays character strings and designs to be embroidered and the information
on selected and overall objects.

(3) The main menu button is for character string and design works.

(4) The hoop selection screen displays hoop designs user can select depending on usage. Before another type
of hoop is selected, the hoop selected in the embroidery mode remains selected.



Work Information Screen

The work information screen displays all information of the design currently called.
The information for selected objects and all objects can be checked on the screen.

3.2.1 Selected Object

Name Description Remarks
# of the selected object
@ . Shows the slanted degree compared with the
¥ original look of the selected object
I: ; 2 M X length of the selected object (Unit: mm)
i‘: K mim Y length of the selected object (Unit: mm)
I 1 mim Total stitch # of the selected object
: g COLORS # of colors of the selected object

3.2.2 Overall Lettering =

Name Description Remarks
Qverall :
object EA # of total objects arranged on the screen
mm X length of total objects (Unit: mm)
E R Y length of total objects (Unit: mm)
ST # of total stitches of all objects
COLORS # of colors of all objects




Function Menu Buttons

This is a menu related to entry and arrangement of character strings and designs. When each menu button is
pressed, sub-menu for each button appears accordingly. If there is no selected object, the menu appears as in
<Fig. 3.3-1>. If a selected object is called, <Fig. 3.3-2> appears.

Details will be described later.

Object J| ] 1L 3 Hoop | Exit ]

[Fig. 3.3-1]

Object I__Arr_ang_e.l I I Hoo Exit I

[Fig. 3.3-2]

Hoop Selection Screen

Five hoops are displayed on the screen. A hoop selected by user can be compared with other hoops of
different sizes.

There are five types of hoops open to setting as in <Fig. 3.4-1>. The currently selected hoop is displayed in
white as in <Fig. 3.4-1>.

[Fig. 3.4-1]




4 Description and Use of Function Menus

The lettering program enables the entry of letters designated by user for letter embroidery and changing the
status of input letters and designs. '4.0 Description and Use of Function Menu' will give you information on
various functions of the lettering program and how to use it.

To use the function menu buttons, go to the OP Box and use the keys from to to select corresponding
function menu buttons.

Object
Arrange
Hoop
Exit



- The Object function is to set design and string objects.
It can call designs and enable user to create character strings.

If it is the first execution of the lettering program or if there is no object called, the screen like <Fig. 4.1.0-1>

appears.
_ , which is currently disabled, cannot be used until objects are called.
( M 4

Selertad ghbject

r Object Box a

No Object Type Calor Angle  Array

7 DEL DEL All Select Exit

[Fig. 4.1.0-1] | [Fig. 4.1.0-2] |

As in <Fig. 4.1.0-1>, press - and 'Object Box' where input objects can be checked appears as in
<Fig. 4.1.0-2>. Up to 10 of input objects can be viewed at the same time on one screen. Up to 20 objects can

be saved.
e M
r Selertad gbject
Object Box
No Object Type Color Angle  Array
:! 5T file ] _string_J{_cancel ] ]| ]( ]
L [Fig. 4.1.0-3]

When - is pressed in <Fig. 4.1.0-2>, a dialogue window pops up allowing the selection of object
type. Select _ to select a design object, and choose - , to select a letter object. Press

_ to cancel.
-2



4.1.1 String Object Setting for Embroidery

User can make the string setting to input chosen strings and embroider input strings.

<Fig. 4.1.1-1> is the screen for selecting character string.

» |etter Size

Letter Selection

Overall
object EA

Letter Type Tap

1?5 Histor
- ST

COLORS |

[ <« J| > | per }{ tms }| ok }| cancel ]

Input Window = =

[Fig. 4.1.1-1])

m The following buttons are used to enter character strings.

K« : Moves the cursor toward the left side in entering letters.
> : Moves the cursor toward the right side in entering letters.

DEL : Deletes input letters.

LM.S  : Sets the size of letters. A choice can be made among Large, Medium, and Small.

OK : Applies the input letters.
Cancel : Cancels the letter input.
@ : After selecting letters, press to apply the setting.
é Q) : Moves around capital letter, small letter, numerical number, special symbols, and
o bookmark. They are used to select an object.
: Uses the cursor to select letters.
Moves around objects.

r

[Reference] w
When pressing (&) Q on the OP Box, change is made in the taps below the 'Select String' window in the order of

capital letter, small letter, numerical number, symbol, and history.
There are records of character strings left in the history, so that once used, character strings can be called back.

-
<&



Gixercise 4.1.1-1] Enter and save 'SunStar' and 'SWF' (Size: L)

Press [E1) Object .

When the object key is pressed, ‘Object Box’ appears for object input as in <Fig. 4.1.0-2>. When
Select  is pressed in <Fig. 4.1.0-2>, the object type selection window appears as in <Fig. 4.1.0-3>.
To enter character string, select String .

Press [E2) String .

As in <Fig. 4.1.1-2>, ‘Font Box' appears.

. LN .
Among 15 types of fonts, user can select a desired font by using PEs . Press Select  for selection.

In this exercise, choose l@;ﬂ and then press Select

Font Box = Full Block

ABCD

ABCD | £\EID)
ABCD ABCD
ABCB ABCD
ABED ARCD  AB(D
ABCD ABGD 424

[Fig- 4.1.1-2] |
[Reference]
To cancel the selection of certain fonts, press Cancel Cancel.
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@ When the font selection is completed, as in <Fig. 4.1.1-3>, the ‘Select
String' window appears for selecting letters to be input.
Use @ and @ at the same time to select letters.

Selected object

Select String

1?75 History

L [Fig. 4.1.1-3]
B) Press - and choose 'L' for letter size. Then enter 'SunStar.’
As in <Fig. 4.1.1-4>, the input character string can be checked on the input window.
e M
; Select String |
S
S
mm
T R
| i coLors |
| T
‘ Overall lettering
‘ ;ABC abe | 123 175 History
SunStar a
L [Fig. 4.1.1-4]
[Reference]

To reverse the letter selection, press [E6) Cancel | .




@) Press - .

As in <Fig. 4.1.1-5>, the input character string was created as No. 1 object. Use @% to move to No. 2
Object.

e N
r Salartad iject
| Object Box £
No Object Type Color Angle  Array
3 "
2
3
4
]
§
7
8
9
10
L [Fig. 4.1.1-5]
press [ESHRAl
As in <Fig. 4.1.1-6>, the window asking for selecting an object type appears.
Press - to set a character string.
e N
r Sealartad iject
| Object Box -
5
Na Object Type Color Angle  Array
SunStar | Kaufmans | 1 |
OBJECT TYPE SELECT
| Select the Obj :
| (F1:85T File , FZ:String 4¢F3:Cancel)
i
L [Fig. 4.1.1-6]

When the ‘Font Box window appears, select ;
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(9) When the font selection is completed, press - .

When the 'Select String' window appears as in <Fig. 4.1.1-3>, press - and select 'L' for font
size. Then enter 'SWE!

As in <Fig. 4.1.1-7>, the input character string can be checked on the input window below.

@ -
o
mm
i

Select String

17 Book Mark

L [Fig. 4.1.1-7]
[Reference]
To reverse the letter selection, press [Eg) Cancel .
Press EJOK .
As in <Fig. 4.1.1-8>, character strings are created in No. 1 Object and No. 2 Object.
4 N
r Selartad ghject
Na Object Type Color Angle  Array
i Kaufmans
2 Kaufmans
3
4
&
§
7
]
9
10 I
'- DEL H DEL All u H H Select I’ Exit El
[Fig. 4.1.1-8]




@ Press [E6) Exit
The character strings 1nput in <Fig. 4.1.1-4> and <Fig. 4.1.1-7> are displayed on the screen in square as
in <Fig. 4.1.1-9>. Use ‘ZED and move the character strings to the center of the hoop. Make sure the
character strings do not move outside the dotted square within the hoop. Selected object is displayed in
red. Use é 9 and select each object.

10"

189 mm

33 mm

3144 sT

E
£
£
i

1 COLORS

Overall lettering

Overall
object 2 EA

3| 19 mm

97 mm

L
L) oms sr
e

2 COLORS 1

| Fair || Spin || Rotate || Position || Setting ]1 ok |

[Fig. 4.1.1-9]

r

[Reference]
The dotted lines within the frame show whether the called objects contact the X, Y limits.

r

[Reference]
When the object setting is completed, and Exit  is pressed, the menu for arrange setting appears.




SIWF

13 Press - to save character strings.
As in <Fig. 4.1.1-10>, a message window pops up, and the keys like - , - , - ,
and _ are displayed. Room number indicates the space for saving new embroidery data.
Moving around room numbers is possible by using - and - . Among the unoccupied

rooms, select No. 10 room.

. iRm0

0@
19 mm |
33 mm;
!E 344 ST

1 COLORS
Overall lettering

L

19 mm
E 97 mm
528 ST

2 CoLORS

[Fig. 4.1.1-10]

[Reference]
To cancel data saving, press (8 Cancel .

(3 Press - .

The character strings input in the ‘Select String' window can be seen on the embroidery window as in
<Fig. 4.1.1-11>.

e [oTe T T 1 - I
<l G
99 mm
33 mm:
@ 3144 sT

1 COLORS

Overall lettering

COverall
object 2 EA

19 mm
G 97 mm
5288 ST

_ 20008

[Fig. 4.1.1-11]




4.1.2 Design Object Setting for Embroidery

The embroidery designs saved in the memory can be called and set as design objects.

Gixercise 4.1.2-1] Call an embroidery design in No. 9
room and save it with the character
string of [Exercise 4.1.1-1].

Press (El) Object .

The character strings saved in [Exercise 4.1.1-1] are saved in Room 1 and Room 2 as in <Fig. 4.1.2-1>.

Type
Kaufmans

r Object Box :

Na Object Color

Angle

Selartad ghject

Kaufmans

1
2
3
4
i
§
7
8
]
10

[Fig. 4.1.2-1]
@ Use to move to Object No. 3 and press - .
As in <Fig. 4.1.2-2>, the screen for selecting an object type appears.
r Salartad iject
No Color Angle
SunStar
OBJECT TYPE SELECT
Select the Obj S
(F1:38T File , F2:String €F3:Cance
[ 55T fie] [ string _J [ cancel J] 1| ]| ]
[Fig. 4.1.2-2]
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Press SSTfile file.
When the design file key is pressed, designs saved in rooms are displayed on the screen as in <4.1.2-3>.
For example, in Room No. 10, the character string set in [Exercise 4.1.1-1] is saved. Use t%%? to move to
Room No. 7.

I3 1l 2 JL Update l Select ” Cancgwlﬁl

[Fig- 4.1.2-3] |

(@ Move to Room No. 7 and press (£ Select

A new window appears as in <Fig. 4.1.2-4>. On the left side, the selected design is displayed, and on the
right side, the information of the selected design appears.

STITCH 20,813
i ! ' X[mm]
¥ Y[mm]
) COLOR
JUMP
OPTION

| N 1 ox I caveld

[Fig. 4.1.2-4]

[Reference]
Update s a button for reflecting changes. When design is saved or deleted, the update key should be pressed.

The saving and deletion information can be checked on the ‘Design File Load’ window.

-
<D



©) Press - )

As in <Fig. 4.1.2-5>, design object is saved in No. 3.

~
r Selertad gbject

Na Object Type Color Angle

1 Kaufmans

2 Kaufmans

3 Design

4

§

§

7

]

L]

10

[Fig. 4.1.2-5] |

@ When object setting is completed, press - .

As in <Fig. 4.1.2-6>, the objects whose setting is completed are listed in the object box on the screen.
Use to move and place objects. Once selected, the objects are displayed in red, and use é Q to

select each object.

(The information screen of ‘Selected Object ‘ shows No. 2 object is selected.)

- I e

2 [€] v
04 mm ,l
|
2124 57
1 COLORS
Overalllettering
Overall
object

3 EA

31 mm
ﬁ 157 mm
%083 ST

\:rg

L@LJLWJL&&JLWLM&.IL__J

[Fig. 4.1.2-6] |

[Reference]

When the object setting is completed, press [E9) Exit | . And the arrange setting menu appears.




After finishing movement and arrangement, press - .

Use - , - keys to select the unoccupied No. 11 Room.

B e
B:E v
104 mm |
34 mmi
224 ST

1 COLORS

Overall lettering

8.;;';25 3 EA
3 mm |
ﬂ 187 mm
L] 26083 sT

11 COLORS

[Fig. 4.1.2-7] |
Press (B Save .
When saving is completed, as in <Fig. 4.1.2-8>, the strings and design input are displayed.
Eelele b
Q:@ -
04 mm |
34 mm |
224 sT
1008
Overall lettering
G s e
oo
i 157 mm
26083 S‘I'l
| 11 coors
I Object ILﬁwﬂl I! H Hoop " Exit |
[Fig. 4.1.2-8] )

[Reference]
If saving is not desired, press [E8) Cancel .




Arrange

- Arrange is a function of arranging string and design objects and changing object status.
Arran £ Under Arrange, there are sub-menus such as Spin, Arc, Position, and Setting.
If there is a called object, as in <Fig. 4.2.0-1>, Arrange is enabled on the screen. In case where lettering

program is first executed or where there is no called object, the use of Arrange is limited. As in <Fig.

4.1.2-6>, when Exit  is pressed after the object setting is completed, Arrange setting menu appears

without the need to press Arrange .

Q@ v

&l 130 mm

) 34 mm

(L] s s

m 1 COLCRS

Overall lettering

Sz 1 e

|| 130 mm

£ 34 mm

3834 ST

@ 1 COLORS ‘

[Fig. 4.2.0-1]
When Arrange s pressed, the menu for changing object setting appears as in <Fig. 4.2.0-2>.

1 [

& 130 mm

L) 34 mm

[L] s s

@ 1 COLORS

%4 i

3 130 mm

k. 34 mm

) e s

m 1 COLORS
{_Far_J{_spin_J| arc__)|Postion || Setting J| ok J

[Fig. 4.2.0-2]

m The followings are frequently used buttons.

é Q : Selects each object.

é : Moves an object.
a
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4.2.1 Fair

This function rotates both sides of a string object centered around the core of the object at the range from 0°
to 359°. The string can be rotated by the unit of +1°, -1° or +5°, -5°. On the 'Selected Object' window, the
rotary angle value can be checked. The rotation status can be checked on the embroidery screen.

When Exit  is pressed after a string object is set in 'Object Box,' or when Arrange is pressed while
an object is called, and Arrange is enabled as in <Fig. 4.2.0-1>, the setting menus appear as in <Fig.
4.2.1-1>.

<Fig. 4.2.1-1> is a screen showing called string objects.

oele

E €

130 mm

34 mm

3534 sT

1 COLORS

1 EA

[
£
1
L

Over:
object

3534 ST

1 COLORS

1 EA

W\ - 50 mm El 130 mm
£ 3 mm £ 3 mm
(L] som sr 5 o st
[ 1.COLORS ‘ [ix 10L0RS ‘
Fair Il Spin I Arg I Positionl Setting l Ok I |+1Degreel —1De9re_§|E5Degre§ -5Degreel I Ok I
[Fig. 4.2.1-1] [Fig. 4.2.1-2] |

When (E1) Fair

is pressed as in <Fig. 4.2.1-1>, the screen for Fair setting appears as in <Fig. 4.2.1-2>.

1 '
| 180 mm | 130 mm
E 89 mm E 34 mm
y [0 mw st [0 s st
“I‘ i) 1.00L0RS [ 10L0RS
‘ Ov
H St 1 EA St 1 EA
. cl 130 mm El 130 mm
£ 89 mm E 3 mm
[ s o7 [L] s sr
m 1 COLORS ‘ @ 1 COLORS ‘
l+1Degree”-1De9re~elE5Degre§ -5De9reel l Ok I I Object I Arrangel “ ]L HoopJ[ Exit ]
[Fig. 4.2.1-3] [Fig. 4.2.1-4]

<Fig. 4.2.1-3> shows the string which was rotated up to 30° by +5° each. Press OK to save. Then as in
<Fig. 4.2.1-4>, the character string applied with the setting appears on the embroidery screen.



m Description on Buttons
+1Degree = : Rotates the string by +1°.
—1Degree = : Rotates the string by -1°.
+5Degree | : Rotates the string by +5°.
—5Degree : Rotates the string by -5°.

OK : Applies the setting and returns to the previous menu.

r

[Reference]
For design object, the fair function cannot be used.



4.2.2 Spin
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This function spins the entire string and design objects at the range from 0° to 359°. The objects can be spun
by the unit of +1°/-1° or +5°/-5°. On the 'Selected Object' window, the spin angle value can be checked. The

spin status can be checked on the embroidery screen.

When Exit is pressed after the string object setting is completed in the 'Object Box," or when

Arrange is pressed while an object is called and Arrange is enabled as in <Fig. 4.2.0-1>, the setting

menu appears as in <Fig. 4.2.2-1>.

The Spin function is applicable to design and string objects. <Fig. 4.2.2-1> is a screen showing called design

and string objects.

& @ o

10"

a <2
E % mm &l % mm
£ M mm E M mm
y 0] s st 1363 ST
“I |J | | m 8 COLORS § COLORS
( ‘ ED:D ! Overall Overall
H H object 2 EA object 2 EA
A\ i E 245 mm &l 245 mm
EJ o ) M mm
[0 toser st 10887 ST
Bi]  ocooms | Fa]  scooms J
Fair I Spin. I Arc I Pusitionl Setting l Ok | |+1Degree! -1D,egre§”+5Degre§’ -5Degreel I Ok l
[Fig. 4.2.2-1] [Fig. 4.2.2-2] |

Press Spin | as in <Fig. 4.2.2-1>, and the screen for spin setting appears as in <Fig. 4.2.2-2>.

EZI{D"

126 mm

90 mm

3534 sT

1 COLORS

&
]
1]
Gl

2 EA

254 mm

98 mm

10887 ST

BEDR

9 OLORS I

|+1Degree] -1D_e9re‘e||+5De9re.§ -5Degr_e.e| : 7' Ok I
[Fig. 4.2.2-3]

80 mm
3534 ST

1 COLORS

2 EA
254 mm
98 mm

10887 ST

9 COLORS J

Object I Arrange.l I I _Hoogi 7” Exit |

[Fig. 4.2.2-4] |

<Fig. 4.2.2-3> is the screen of rotating the object up to 30° by the unit of +5°. When OK s pressed to
save, the rotated object is displayed on the embroidery screen as in <Fig. 4.2.2-4>.

[Reference]

The sub-menu buttons of Spin are same to those of Fair.



4.2.3 Arc

The Arc function changes the string object to the Arc form. The arc setting can be made by the unit of +1°, -1°

or +5°, -5°. Reverse setting is also possible.

When Exit  is pressed after string object setting is completed in the Object Box, or when Arrange is

pressed while an object is called and Arrange is enabled as in <Fig. 4.2.0-1>, the setting menus appear as

in <Fig. 4.2.3-1>.

<Fig. 4.2.3-1> is the screen where the string object is called.

<N S

m 30
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When Arc  is pressed in <Fig. 4.2.3-1>, the arc setting screen appears as in <Fig. 4.2.3-2>.
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<Fig. 4.2.3-3> is the screen for conducting Arc up to 30° by pressing +5Degree
Press OK | to save. Then as in <Fig. 4.2.3-4>, the saved Arc setting can be checked.
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<Fig. 4.2.3-5> shows the screen where Rotate was used as in <Fig. 4.2.3-3>.
Press OK  to save, and then as in <Fig. 4.2.3-6>, the saved Rotate setting can be checked. Compared

with <Fig. 4.2.3-4>, the character string's arc is reversed based on the X axis.
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m Description on Buttons

+1Degree = : Changes the shape of arc by the unit of +1°.

—1Degree = : Changes the shape of arc by the unit of -1°.

+5Degree | : Changes the shape of arc by the unit of +5°.

—5Degree = : Changes the shape of arc by the unit of -5°.

Rotate : Reverses the shape of arc only based on the X axis without reversing the letters.

OK : Applies the setting and returns to the previous menu.

r

[Reference]
The arc setting function can be used for design objects.



4.2.4 Position
The Position function is to set the begin and end positions of embroidery for all character strings and design
objects.

When Exit is pressed after the string object setting is completed in the Object Box or when
Arrange is pressed while the object is called and Arrange is enabled as in <Fig. 4.2.0-1>, the setting
menu appears as in <Fig. 4.2.4-1>. <Fig. 4.2.4-1> is the screen where a design object and a character string

object are called.
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When Position | is pressed in <Fig. 4.2.4-1>, the screen of <Fig. 4.2.4-2> appears. The points marked
from M~ are displayed for selection. After selecting points among D~® and pressing number keys, press
@ for setting. To select points not included in MD~©), use é%%m to move to a desired position and press @

for setting.
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Press Start  to set the embroidery start point. As in <Fig. 4.2.4-3>, a cursor is created at the center. If it is
desired to set a start point at (D, press ‘1’ and then press @ for setting. As in <Fig. 4.2.4-4>, (D was set as

the start point and it turned green.
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When the embroidery start point is set, End  is enabled to set the embroidery end point. When End
is pressed, the cursor is created at the center of the frame.
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Use t:%u to move as in <Fig. 4.2.4-5>. When @ is pressed, the embroidery end point can be set.

When OK
press [E6) Cancel

is pressed, the start and end points are finalized. To cancel or return to the previous stage,



4.2.5 Setting
The Setting menu has such functions as the scale up/down of an object, letter spacing of
a character string, and the color on/off.

When - is pressed after the string object setting is completed in the Object Box or when _
is pressed while the object is called and _ is enabled as in <Fig. 4.2.0-1>, the setting menu appears

as in <Fig. 4.2.5-1>. <Fig. 4.2.5-1> is the screen where a design object and a character string object are called.
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When _ is pressed in <Fig. 4.2.5-1>, the setting menu appears as in <Fig. 4.2.5-2>.
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4.2.5-1 Scale Up/Dn

This function is to scale up or down an object.

<Fig. 4.2.5-3> is a zoom/in embroidery object which is displayed on the screen by pressing ScaleUp in
<Fig. 4.2.5-2>. Compared with <Fig. 4.2.5-2>, the object is expanded. When Scale Dn | is pressed, the

object is zoomed out.
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When <Fig. 4.2.5-3> is saved, the expanded image of the objects can be seen as in <Fig. 4.2.5-4>.
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4.2.5-2 Space +/-

This function is to adjust space between letters of a character string.

<Fig. 4.2.5-5> shows a character string object is called. When Setting | is pressed, the setting menu

appears as in <Fig. 4.2.5-6>.
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<Fig. 4.2.5-7> shows the space between letters is widened by pressing Space+ | in <Fig. 4.2.5-6>.
Compared with <Fig. 4.2.5-6>, the letters are more distant from each other in <Fig. 4.2.5-7>. When

Space— | is pressed, the distance grows shorter.
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When the design of <Fig. 4.2.5-7> is saved, the embroidery image applied with spacing adjustment can be

checked as in <Fig. 4.2.5-8>.
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[Reference]

For design objects, the Space+/- function is not applicable.
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4.2.5-3 Color Off/On

The function is to turn on or off colors of a letter object.

When Color-Off is activated, the embroidery work is conducted in mono color. When Color-On is activated,
each letter is given a color, and embroidery work can be conducted by color.

As in <Fig. 4.2.5-9>, default value is Color-Off. When the object is saved after selecting Col-Off, the mono-
color character string is displayed on the screen.

When the object is saved after selecting Col-On as in <Fig. 4.2.5-10>, the character string is displayed on the
screen in four colors.
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[Reference]
For a design object, the Color Off/On function is not applicable.



Hoop
- The hoop menu is to make settings for grid and hoop.
)

Press Hoop  on the main menu of the lettering program, and <Fig. 4.3.0-1> appears.
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m Grid : Displays grids on the embroidery screen.
Hoop : Chooses the size of a hoop.



4.3.1 Grid
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This function is to make grids appear or disappear on the screen. When Grid  is pressed in <Fig. 4.3.0-

1>, grids appear as in <Fig. 4.3.1-1>.
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[Reference]

When a hoop smaller than a standard hoop is chosen, grids get larger.
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4.3.2 Hoop

The hoop function is to select a hoop of desired size. When Hoop  is pressed in <Fig. 4.3.0-1>, a

window asking for the selection of a hoop appears as in <Fig. 4.3.2-1>. Select a hoop and press @ . Then as

in <Fig. 4.3.2-2>, the selected hoop will appear on the embroidery screen.
The seven hoop shapes displayed on the top of the embroidery screen show the hoop selected in <Fig. 4.3.2-

1> is chosen.
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¥ Exit
- The Exit menu is used to end the lettering program.
Xl

When - is pressed on the main menu of the lettering program, <Fig. 4.4-1> appears. To end the
program, press - . Then the screen moves to the embroidery mode.
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