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Example 4: Select Maximum Size: 0 Kbytes or Maximum Rows: 0 
The system will not change the file during recording, see Fig.1.1.13. 
 
 
 
 
 
 
 
 
 
 
 
  

Fig. 1.1.12 

Fig. 1.1.13 













MM3D 3.90 

23 
General Introductions 

Motion Config 
 
Users can do setting for XY-Table through this option, see Fig.1.1.24. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Check for homing of XY-Table. 
Enable this function, the system will display a warning dialog box when users want to 
start marking if the XY table is not yet homed, see and Fig.1.1.25. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Remember XY-Table position. 
Save the current position of XY-Table when exiting software. 
MPG 
Enable MPG to control XY-Table 
Raxis unit change to mm. 
Degree change to mm 
Initial Position  
Set the initial position for XY-Table. 
Encoder Initial Position 
Set the initial position for encoder. 

Fig1.1.24 
 

Fig1.1.25 



















MM3D 3.90 

32 
General Introductions 

Altimetry Tool  
Through the distance sensor and the Z-axis control platform, the user can quickly 
adjust the distance between the scanner and the workpiece to be processed. As shown 
in Figure 1.1.38. 
The sensor measures the distance from the sensor to the working platform, and the 
software will use this as the reference distance. 
When put workpieces with different height, the reference distance will be changed, 
and the software will output the signal to control the height of the axis. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Device 
There are three devices support height measuring, DL-RS1A, HL-G1 and LM-Z 
 
Auto Altimetry Occation  
 Not use 
 Disabled. 
 Always 

After the height measurement function is enabled, the height will always be 
detected and the Z axis will be moved. 

 Before marking 
The height will be detected before laser on, and the Z axis will be moved. 

 
Device Position 
Select the fixed position of the height measuring device, or follow the Z-axis 
movement option. 
 
Reverse Value 
Check this option, the measured value will be reversed 
Comm Setup 
When the user presses this button, the com port setup dialog will pop up, where the 
user can set Com Port transmission or TCP/IP transmission. 
Com port use 
Select the appropriate COM Port. 

Fig 1.1.38 
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RS-232 parameters setting 
Please make the same settings according to the source, and do not change the items 
other than those in the red box if it is not necessary. 
TD/RD timeout(ms) 
It can be used only when the NG command is activated. When the system receives a 
valid character, it will start counting; if it does not receive the end command within 
the time, it will be judged as timed out, the NG command will be returned and the 
currently received data will be cleared. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
TCPIP 
If TCPIP is selected, it means that the automatic text is transmitted in TCP/IP mode. It 
must be filled in with the IP address of the remote host and the port is used by the 
remote host to communicate with the local host. In addition, the local host must 
be "CLIENT". 
 
 
 
 
 
 
 
 
 
 
 
 
Note 
When opening the marking dialog box, the system will connect to the remote host. 
Therefore, the user must enable the service of the remote host before opening the 
marking dialog box, otherwise the system will fail to connect and terminate the 
marking. 
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square sides are all vertical. 
Step 6: Measure the dimension of marking result. Input the value of scale 

according to the formula (theoretical size / real size * 100). If the 
real size is larger than theoretical size, then reduce its value and 
retry. On the contrary, increase its value and retry.  

Step 7: Repeat Step 6 until the theoretical size and real size are equal. 
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Correction of parallelogram distortion 
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Reset Params. Reset all correction data as the default values. 

 
Mark All  Mark all dots when PreMark 
Mark Selected Mark selected dots when PreMark 

 

 

Focal Lens Correction 
Both of Grid and Scale methods support focal lens correction. The focal lens 
correction funtion of grid method maybe optional. The purpose of correcting 
focal lens is marking on any point within the space on the focal plane. The real 
operation when correct lens is correcting z axis when Z = 0. 
 
If using the scanner without coming with a f-theta lens, before making scale 
or grid method correction, user should compelete focal lens correction first. 
 
The screen is as following figure 1.1.52pÉ 

 
 
Correct rings The more rings, the less defocusing on the XY plane.  
Position [1]   The center cross line. 

 [2] Indicates the concentric circles of each circle, 
the first circle outward, if the number of 
correction circles increases, then [3] will be the 
second circle outward, and so on. 

 [Corner]  The frame. 
  
Z  Premark at that Z value can get the clearest result. Z value 

typically are variable at different positions. The correct value 
has to be determined by actual marking. It could be negative or 
positive. 

R  Concentric circle radius. Generated automatically after 
choosing rings. 

Fig.1.1.52 
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Z Focus  Input a Z value. Press Set button to set the value. 
Set  Set Z Focus value into the list above. 
Advanced  Open 3D param adavnace dialog. 
Slider  Move slider to set value. User has to choose a position first. 
 
Mark All   Mark all dots when PreMark 
Mark Selected Mark selected dots when PreMark 

 
Features 
Taking the second concentric circle as an example, there are three positions for 
inputting [1] the center of the galvo, [2] the first circle outward, [3] the second circle 
outward, and so on. 
You can change the focus axis of each position by dragging the slider at the bottom 
after you select the corresponding cell in the Z column; or you can directly modify the 
value and then press the "Set" button to change the position.  
 
When performing PreMArk, different figure will be marked according to the selected 
position. If you click [1], a cross shape will be marked, as shown in the red area as 
below figure: 

 
If you click [2], a circle shape will be marked, as shown in the red area as below 
figure:  

 
If you click [3], a circle shape will also be marked, but the position is different, as 
shown in the red area as below figure: 

 
 
Steps 

Step 1 Adjust the mechanism focus position and select [1] to PreMark 
the center cross line before any corrections. 

Step 2 Click [2] and PreMark. The system will mark a circle based on 
the selected position, and then adjust the "Z Focus" value. 
After adjustment, PreMark again until the result is focused. 
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Step 3 Perform step 2 for each circle, until every circles are focused, 
that is, the Focal Lens Correction is complete. 

 
Field Position Manager 
 
The user can manipulate the size of the field position and specify the position of the Z 
axis with this setting. This function can switch the field position of the large field 
scanner to match the calibration files of different sized working area. 
The field position set by the user is the position of the Z axis, which can be used for 
large field marking operations in accordance with the lens working area and 
correction file set by the user. 
 
Steps 
1. Set the marking range and calibration file in the "Field Position Manager" as 

shown in Figure 1.1.53. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
2. Click "NEW" in the "Field Position Manager", the "Field Position Dialog" will 

pop up, and you can set the specified field position with the desired lens file and 
file name as shown in Figure 1.1.54. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

Fig.1.1.53 
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Focal Axis Config 
 
Users can enable focal axis for 3D marking application. See fig. 1.1.55 
 
 
 
 
 
 
 
Enable 3D mode  Allow user use 3D marking. 
Enable 3D correction mode Allow user tune 3D marking detail option. 
 
Scan Head Config 
 
Users can set the home position of the scanner, see Fig.1.1.56. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Home Position Set home position in X and Y direction. 
 
 
  

Fig. 1.1.55 

Fig. 1.1.56 
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 Note: Only when PMC2e and PMC6 drivers are 
selected, the "Power Position Follow" function option is 
available. 

 
 

Edit  
Edit the position value to power ratio value within the selected table.  
Add 
Add the value for the location and power ratio values.  
Delete 
Delete the selected value. 
Apply 
Apply the position value and power ratio value in the table. 
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Dot Mode 
 
Enable this function when requiring a special dot features on the marking object, see 
Fig.1.1.62. For example, mark a line with dot feature, like Fig.1.1.63. The main 
purpose of this function is to reach the dot effect through extending the distance and 
laser staying time of each dot. 
 
Note: This setting is a global setting. After activation, all new objects drawn will be in 
spray mode. 
 
Step Distance 
Distance between each dot. 
Step Delay 
Laser staying time on each dot. 
Repeat 
Set the repeat times for each dot. 
Time Interval  
The time interval between each dot on one spot. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Fig. 1.1.62 

Fig. 1.1.63 
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Regulation 

Max steps Max regulation steps setting. Exceed steps and still 
not reachs target power will get warning message. 

Max correction Max regulation range. 
Interval  The power compensate value of each time. If it is 

too large, may cause compensate failure. If it is to 
small, may cause compensate invalid. 

 
Auto Mode. Refer to fig.1.1.67. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Auto Mode 

Pull Power meter in position signal when pull back. 
High Active. 

Push Power meter in position signal when push out.High 
Active�ä  

Output Power meter position signal. High: Push. Low: Pull. 
 
Trigger 
System Start Check this option will active power validation or 

regulation when system is started. 
Action Select between regulation and validation when 

triggered. 

Fig. 1.1.66 

Fig. 1.1.67 
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Job Load Check this option will active power validation or 
regulation when open any document. 

Exit Wneh Trigger End Check this option to turn off power meter function 
automatically when validation or regulation is done. 

Piece Count\ Current Piece Check this option will active power validation or 
regulation during marking progress. 
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Enable power compensation 

When marking an object, if a compensation record that matches the 
object's "power", "frequency", and "pulse width" is found from the power 
calibration table, the system will perform power compensation by multiplying the 
object's power by the ratio of the record. 
If there is no record that matches the "power", "frequency", and "pulse width" of 
the object, no power compensation will be performed. 
 
Get the compensation only according to the power 

When marking an object, the system will find a record that matches 
the "power" of the object from the power calibration table, and multiply the 
object power by the ratio of the record for power compensation. 
If there is no record for interpolation calculation in the item list, the system will 
use the preset "power 0%, ratio of 1.0" and "power 100%, ratio of 1.0" for 
interpolation calculation. 
 
Power Comp. 

The user can modify and set the compensation value, as shown in the figure 
1.1.71.. 

Fig. 1.1.69 Fig. 1.1.70 
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  Fig. 1.1.71 
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1.1.7.4 Deep Engraving 
 
Deep Engraving Setting 
Allow user select which part move to control Z altitude. Refer to fig.1.1.72. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Motion Mode Select a method between focus axis, Z 

axis table move or I/O signal. 
 
Enable Deep Engraving Script Editor Tick it to start the script editor function; 

set the I/O signals for each layer of deep 
carving. 

 
Script editor The script editor setting window will pop 

up by clicking the button, as shown in 
the figure below. 

 

 
 
Slice Mark Direction Reverse After checking this box, you can switch 

Fig. 1.1.72 
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to start processing from the bottom layer 
to the top layer 

 
Slice motro reverse After checking this box, the motor will 

move in reverse 
 
 
 
1.1.7.5 Edit  
 
Set the edit function of the system, such as display the ruler and grid or dot. The 
checked options will be the default value. See Fig.1.1.73. 

 
 
 
 
 
 
 
 
 
 
Ruler 
 
Enable/disable the ruler to appear on the work area, see Fig.1.1.74.Use ruler can help 
user measure the actual size of the object. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Enable the ruler  Display the ruler 
Ruler Unit:    mm or inch 
 
 

Fig. 1.1.73 

Fig. 1.1.74 



MM3D 3.90 

66 
General Introductions 

Grid and Nudge 
 
Enable/disable the grid and nudging, see Fig.1.1.75. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Grid is used to help users measure the actual size of the object. 
 
Enable the grid/Nudging  Enable the grid/ Nudging function 
 
Grid Size / Nudge Measure 
Horz     Horizontal width 
Vert      Vertical width 
 
Enable the grid locking Enable/disable the grid locking function. Enable 

this function allows users to adjust the size and 
position of selected object more accurate. The 
system will automatically lock a grid if the 
mouse pointer is close to that grid when users 
create or move an object. 

Fig. 1.1.75 
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ToolTips 
 
Settings about tips of objects, see Fig.1.1.76. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Enable the ToolTips on the cursor-pointed object 
ToolTips shows the info of the selected objects, see Fig.1.1.77. 
 
 
 
 
 
 
 
 
 
 
 
ToolTips Setting 
 
Start Span   Span for ToolTips to appear. 
 
Show Span   ToolTips continue time. 
 
Background Color  Background color of ToolTips. 
 
Enable the 3D-shade  Enable/disable the 3D-shade. 
 
 
 
 
 
 
 

Fig. 1.1.76 

Fig.1.1.77 
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Save Config 
 
Enable auto save document every certain duration of time passed. Refer to fig.1.1.78. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Auto save at a fixed time Auto save document every certain duration of 

time is passed 
When close document Before a document is closed, system will ask user 

to save file, auto save without asking, or close 
without saving.  

Fig.1.1.78 
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Region Select the region user want to print 
Whole Print all of the data in the work area 
Page Print the selected page(s). 
 

 
Copy  Select the number of copies user want to print 
Printing Item  Select the items users want to print (image, real size, parameter, file 

name, lens, system, or object parameter) 
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1.1.15 Preview 
 
When this function is used, the "Print Preview" window will pop up to display the 
printed results. You can view the files that need to be printed by using the function 
buttons on the bar. The function bar is shown in Figure 1.1.88. You can click "Print" 
to activate the printing function, or select "Close" to return to the program to continue 
editing. 
 

 
 
Print �± Go directly to the Print menu and start printing 
Zoom In �± Magnify the current image. 
Zoom Out �± Minify the current image. 
Prev/Next �± Allow users to go back and forth between pages of the document in this 
mode 
Images, Real size, Param, File Name, Lens, System, Obj Param �± Select the 
parameters users want to display while printing.  
Close �± Return to the edit menu  
 
1.1.16 Printer setting 
 
Further setting about the printer, see Fig.1.1.89. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Printer  
 Select the printer 
Paper 
 Select the paper source 
Direction 
 Select horizontal or vertical print 
Content 
 Detail printer setting 

Fig. 1.1.88 

Fig. 1.1.89 
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Shortest Path   Choose the starting point for the shortest path 
 
Partition Pitch  Set the size of the sort partition in the composite object. 
 
Partition Number  Set the number of partitions in the composite object. 
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X Coord. start point lesser than end point. When same X Corrd., Y Coord. 

start point greater than end point. 

 
X Coord. start point lesser than end point. When same X Coord., Y Coord. 

start point lesser than end point. 

 
Y Coord. start point greater than end point. When same Y Coord., X 

Coord. start point greater than end point. 

 
Y Coord. start point greater than end point. When same Y Coord., X 

Corrd. start point lesser than end point. 
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1.2.23Nudge 
 
Set the nudge measure of an object when using the direction key of keyboard to move 
that object, see Fig.1.2.11. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Method: 
�z �&�O�L�F�N���³�(�G�L�W�´���I�U�R�P���0�H�Q�X���%�D�U���D�Q�G���V�H�O�H�F�W���³�1�X�G�J�H�´���I�X�Q�F�W�L�R�Q�� 
 
1.2.24 Jump Cross 
 
Make two figures with the line intersecting turn to be no crossing. The cross size is 
best to be set as between 0.008mm and 0.1mm, see Fig.1.2.12 and Fig.1.2.13. 
 
 
 
 
 
 
 
 
 
Method: 
�z Click �³�(�G�L�W�´���I�U�R�P���0�H�Q�X���%�D�U���D�Q�G���V�H�O�H�F�W���³�-�X�P�S���&�U�R�V�V�´���I�X�Q�F�W�L�R�Q�����(�Q�W�H�U���W�K�H��

�Y�D�O�X�H���R�I���F�U�R�V�V���V�L�]�H���L�Q���W�K�H���G�L�D�O�R�J���E�R�[���D�Q�G���F�O�L�F�N���³�2�.�´���E�X�W�W�R�Q�� 

Fig. 1.2.11 

Fig. 1.2.12 
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1.3 Draw Menu 
 
�³�'�U�D�Z�´��menu offers the following functions: 
 

Vertex Draw a vertex. 

Line Draw a straight line. 

Arc Draw an arc. 

Circle Draw a circle or oval. 

Rectangle Draw a square or rectangle. 

Curve Draw a curve. 

Curve Brush Draw a freehand line using the mouse. 

Spiral Draw a spiral object. 

Text Insert a text object. 

Arc Text Insert an arc-text object. 

Rectangle Text Insert a rectangle text object. 

1D Barcode Create a 1D barcode. 

2D Barcode Create a 2D barcode. 

Control Object Insert control objects. 
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1.4 Image Menu 
 
�³�,�P�D�J�H�´��menu offers the following functions: 
 

 

Effects 

 

 

 

 

 

 

 

 

 

 

Modify the image effects 

Posterize 

Mosaic 

Average 

Median 

Sharpen 

Add Noise 

Emboss 

Edge Enhance 

Oilify  

Spatial Filters Use different filters 

Gradient 

Laplacian 

Sobel 

Prewitt 

Shift & Difference 

Line Segment 
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1.4.1 Effects 
 
Posterize 
 
�&�O�L�F�N���³�,�P�D�J�H���± Effects - �3�R�V�W�H�U�L�]�H�´ 
 
This function allows user to adjust the color levels for an image, refer to the following 
examples. 
 
Fig.1.4.01 is the original image: 

 
 
 
 
 
 
 
 

 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Fig. 1.4.01 

Fig. 1.4.02 

When Levels 
per color 
plane is 2, see 
Fig.1.4.02. 

When Levels 
per color 
plane is 20, 
see 
Fig.1.4.03. 

Fig. 1.4.03 

Fig. 1.4.04 

When Levels 
per color 
plane is 64, 
see 
Fig.1.4.04. 
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Mosaic 
 
This function will cause a blurred by magnifying the pixel size of the image, refer to 
the following examples. 
Fig.1.4.05 is the original image: 

 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

When Tile size 
is 2, see 
Fig.1.4.06. 

Fig. 1.4.05 

When Tile size 
is 20, see 
Fig.1.4.07. 

When Tile size 
is 64, see 
Fig.1.4.08. 

Fig. 1.4.06 

Fig. 1.4.07 

Fig. 1.4.08 
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Average 
 
�&�O�L�F�N���³�,�P�D�J�H���± Effects - �$�Y�H�U�D�J�H�´ 
 
This function will cause a blurred by adjusting the average sample size of the image, 
refer to the following examples. 
Fig.1.4.09 is the original image: 

 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Fig. 1.4.09 

When Sample 
size is 3, see 
Fig.1.4.10. 

When Sample 
size is 7, see 
Fig.1.4.11. 

When Sample 
size is 11, see 
Fig.1.4.12. 

Fig. 1.4.10 

Fig. 1.4.11 

Fig. 1.4.12 
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Median 
 
�&�O�L�F�N���³�,�P�D�J�H���± Effects - �0�H�G�L�D�Q�´�� 
 
Adjust the sample size of image to cause the median effect and make the image 
become blurred, refer to the following examples. 
Fig.1.4.13 is the original image: 

 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Fig. 1.4.13 

When Sample 
size is 3, see 
Fig.1.4.14. 

When Sample 
size is 7, see 
Fig.1.4.15. 

When Sample 
size is 11, see 
Fig.1.4.16. 

Fig. 1.4.14 

Fig. 1.4.15 

Fig. 1.4.16 
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Sharpen 
 
�&�O�L�F�N���³�,�P�D�J�H���± Effects - �6�K�D�U�S�H�Q�´�� 
 
Adjust to percentage of image to increase the resolution and emphasize the contrast, 
refer to the following examples. 
Fig.1.4.17 is the original image: 

 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

When 
Percentage is 0, 
see Fig.1.4.18. 

When Percentage 
is -100, see 
Fig.1.4.19. 

When Percentage 
is 100, see 
Fig.1.4.20. 

Fig. 1.4.17 

Fig. 1.4.18 

Fig. 1.4.19 

Fig. 1.4.20 
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Add Noise 
 
�&�O�L�F�N���³�,�P�D�J�H���± Effects �± �$�G�G���1�R�L�V�H�´�� 
 
Add white noise to the image according to the noise level and channel. There are four 
types of channel to choose: Master, Red, Green and Blue, refer to the following 
examples. 
Fig.1.4.21 is the original image: 

 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

When Noise Level 
is 50 and Level is 
Master, see 
Fig.1.4.22. 

When Noise Level 
is 50 and Level is 
Red, see Fig.1.4.23. 

When Noise Level 
is 50 and Level is 
Green, see 
Fig.1.4.24. 

Fig. 1.4.24 

Fig. 1.4.23 

Fig. 1.4.22 

Fig. 1.4.21 
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Emboss 
 
�&�O�L�F�N���³�,�P�D�J�H���± Effects - �(�P�E�R�V�V�´�� 
 
Create an embossed effect for the image by adjusting the direction and depth, refer to 
the following examples. 
Fig.1.4.26 is the original image: 

 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 

When Noise Level 
is 50 and Level is 
Blue, see 
Fig.1.4.25. 

Fig. 1.4.25 

Choose the 
direction as North 
and the Depth as 
50, see Fig.1.4.27. 

Fig. 1.4.26 

Fig. 1.4.27 
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Choose the direction 
as South-West and 
the Depth as 75, see 
Fig.1.4.28. 

Fig. 1.4.28 
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Edge Enhance 
 
�&�O�L�F�N���³�,�P�D�J�H���±Effects �± �(�G�J�H���(�Q�K�D�Q�F�H�´ 
 
Enhance the edge of image, refer to the following examples. 

 
 
 
 
 
 
 
 
 

 
Oilify  
 
�&�O�L�F�N���³�,�P�D�J�H���± Effects - �2�L�O�L�I�\�´ 
 
Adjust the sample size to create an oil painting effect for the image, refer to the 
following examples. 
Fig.1.4.31 is the original image: 

 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Fig.1.4.29 Original 
Image 

Fig.1.4.30 Edge-Enhance Image 

When Sample 
size is 3, see 
Fig.1.4.32. 

When Sample 
size is 7, see 
Fig.1.4.33. 

Fig. 1.4.33 

Fig. 1.4.32 

Fig. 1.4.31 

Fig.1.4.29 Orginal Image 
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When Sample 
size is 11, see 
Fig.1.4.34. 

Fig. 1.4.34 
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1.4.2 Special Filters 
 
Gradient 
 
�&�O�L�F�N���³�,�P�D�J�H���± Special Filters - �*�U�D�G�L�H�Q�W�´ 
Adjust the Filter Value according to the direction, refer to the following examples. 
Fig.1.4.35 is the original image: 

 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Direction: North, 
see Fig.1.4.36. 

Direction: South-
East, see 
Fig.1.4.37. 

Fig. 1.4.35 

Fig. 1.4.36 

Fig. 1.4.37 
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Laplacian 
 
�&�O�L�F�N���³�,�P�D�J�H���± Special Filters - �/�D�S�O�D�F�L�D�Q�´ 
Select Filter from Filter Value list to adjust the image, refer to the following examples. 
Fig.1.4.38 is the original image: 

 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Fig. 1.4.38 

When select 
Filter 1, see 
Fig.1.4.39. 

When select 
Filter 2, see 
Fig.1.4.40. 

When select 
Diagonal, see 
Fig.1.4.41. 

Fig. 1.4.39 

Fig. 1.4.40 

Fig. 1.4.41 
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Sobel 
 
�&�O�L�F�N���³�,�P�D�J�H���± Special Filters - �6�R�E�H�O�´ 
Adjust the image by selecting the Filter Value to get Sobel effect, refer to the 
following examples. 
Fig.1.4.42 is the original image: 

 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Fig. 1.4.42 

When the 
value is 
Horizontal, 
see 
Fig.1.4.43. 

When the 
value is 
Vertical, see 
Fig.1.4.44. 

Fig. 1.4.43 

Fig. 1.4.44 
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Prewitt  
 
�&�O�L�F�N���³�,�P�D�J�H���± Special Filters - �3�U�H�Z�L�W�W�´ 
Adjust the image by selecting the Filter Value to get Prewitt effect, refer to the 
following examples. 
Fig.1.4.45 is the original image: 

 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Fig. 1.4.45 

When the 
value is 
Horizontal, 
see 
Fig.1.4.46. 

When the 
value is 
Vertical, see 
Fig.1.4.47. 

Fig. 1.4.46 

Fig. 1.4.47 
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Shift Difference 
 
�&�O�L�F�N���³�,�P�D�J�H���± Special Filters �± �6�K�L�I�W���'�L�I�I�H�U�H�Q�F�H�´ 
Adjust the image effect by selecting the Filter Value, refer to the following examples. 
Fig.1.4.48 is the original image: 

 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Fig. 1.4.48 

When the 
value is 
Diagonal, see 
Fig.1.4.49. 

When the 
value is 
Horizontal, 
see 
Fig.1.4.50. 

When the 
value is 
Vertical, see 
Fig.1.4.51. 

Fig. 1.4.49 

Fig. 1.4.50 

Fig. 1.4.51 
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Line Segment 
 
�&�O�L�F�N���³�,�P�D�J�H���± Special Filters �± �/�L�Q�H���6�H�J�P�H�Q�W�´ 
Adjust the image effect by selecting the Filter Value, refer to the following examples. 
Fig.1.4.52 is the original image: 

 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Fig. 1.4.52 

When the 
value is 
Horizontal, 
see 
Fig.1.4.53. 

When the 
value is 
Vertical, see 
Fig.1.4.54. 

When the 
value is Left 
to Right, see 
Fig.1.4.55. 

Fig. 1.4.53 

Fig. 1.4.54 

Fig. 1.4.55 
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1.5 Color Menu 
 
�³�&�R�O�R�U�´ menu offers the following functions: 

 
 

�z Gray Scale 

�z Color Resolution 

�z Brightness 

�z Contrast 

�z Hue 

�z Saturation 

�z Gamma 

�z Intensity 

�z Histogram 

�z Invert  

�z Solarize 
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1.5.1 Gray Scale 
 
�&�O�L�F�N���³�&�R�O�R�U���± �*�U�D�\���6�F�D�O�H�´ 
 
Transform a colored image into an 8-bit grayscale image, refer to Fig.1.5.01 and 
1.5.02. 
 
 
 
 
 
 
 
 
 
 
 
 
1.5.2 Color Resolution 
 
�&�O�L�F�N���³�&�R�O�R�U���± �&�R�O�R�U���5�H�V�R�O�X�W�L�R�Q�´ 
 
Change the image resolution by adjusting the Bits Per Pixel and the Color Order or 
Dither Method and Palette (Dither Method and Palette must be under 8-bit mode), 
refer to the following examples. 
Fig.1.5.03 is the original image: 

 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Fig. 1.5.01 Original 
Image 

Fig. 1.5.02 Gray Scale 
Image 

Fig. 1.5.03 

Fig.1.5.04 
Bits Per Pixel: 16-bit 
Color Order: Blue-Green-

Red 
 

Fig. 1.5.04 
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Fig.1.5.05 
Bits Per Pixel: 16-bit 
Color Order: Red-Green-

Blue 
 

Fig.1.5.06 
Bits Per Pixel: 8-bit 
Dither Method: None 
Palette: Fixed Palette 

Fig.1.5.07 
Bits Per Pixel: 8-bit 
Dither Method: Ordered 
Palette: Netscape Fixed 
Palette 

Fig. 1.5.05 

Fig. 1.5.06 

Fig. 1.5.07 
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1.5.3 Brightness 
 
�&�O�L�F�N���³�&�R�O�R�U��- �%�U�L�J�K�W�Q�H�V�V�´ 
 
Change the brightness of image by adjusting the Percentage, refer to the following 
examples. 
Fig.1.5.08 is the original image: 

 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Fig. 1.5.08 

When 
Percentage is 0, 
see Fig.1.5.09. 

When 
Percentage is -
30, see 
Fig.1.5.10. 

When 
Percentage is 
30, see 
Fig.1.5.11. 

Fig. 1.5.09 

Fig. 1.5.10 

Fig. 1.5.11 
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1.5.4 Contrast 
 
�&�O�L�F�N���³�&�R�O�R�U��- �&�R�Q�W�U�D�V�W�´ 
 
Change the contrast of image by adjusting the Percentage, refer to the following 
examples. 
Fig.1.5.12 is the original image: 

 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

When 
Percentage is 0, 
see Fig.1.5.13. 

When 
Percentage is -
100, see 
Fig.1.5.14. 

When 
Percentage is 
100, see 
Fig.1.5.15. 

Fig. 1.5.15 

Fig. 1.5.12 

Fig. 1.5.13 

Fig. 1.5.14 
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1.5.5 Hue 
 
�&�O�L�F�N���³�&�R�O�R�U��- �+�X�H�´ 
 
Adjusting the degrees to change the hue of image, refer to the following examples. 
Fig.1.5.16 is the original image: 

 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

When Angle 
(degrees) is 0, see 
Fig.1.5.17. 

When Angle 
(degrees) is -280, 
see Fig.1.5.18. 

When Angle 
(degrees) is 280, 
see Fig.1.5.19. 

Fig. 1.5.19 

Fig. 1.5.18 

Fig. 1.5.17 

Fig. 1.5.16 
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1.5.6 Saturation 
 
�&�O�L�F�N���³�&�R�O�R�U��- �6�D�W�X�U�D�W�L�R�Q�´ 
 
Change the contrast of image by adjusting the Percentage, refer to the following 
examples. 
Fig.1.5.20 is the original image: 

 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

When 
Percentage is 0, 
see Fig.1.5.21. 

When Percentage 
is -100, see 
Fig.1.5.22. 

When 
Percentage is 
100, see 
Fig.1.5.23. 

Fig. 1.5.23 

Fig. 1.5.20 

Fig. 1.5.21 

Fig. 1.5.22 
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1.5.7 Gamma 
 
�&�O�L�F�N���³�&�R�O�R�U���± �*�D�P�P�D�´ 
 
Change the image color by adjusting the Gamma value, refer to the following 
examples. 
Fig.1.5.24 is the original image: 

 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

When Gamma 
Value is 1.00, see 
Fig.1.5.25. 

When Gamma 
Value is 0.30, see 
Fig.1.5.26. 

When Gamma 
Value is 4.99, see 
Fig.1.5.27. 

Fig. 1.5.24 

Fig. 1.5.25 

Fig. 1.5.26 

Fig. 1.5.27 
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1.5.8 Intensity 
 
�&�O�L�F�N���³�&�R�O�R�U��- �,�Q�W�H�Q�V�L�W�\�´ 
 
1.5.8.1 Detect 
 
Adjust image intensity according to the Low and High value, refer to the following 
examples. 
Fig.1.5.28 is the original image: 

 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
1.5.8.2 Stretch 
 
Change the image intensity according to the previous settings. 
 
 

Fig. 1.5.28 

When Low Value is 
43, High Value is 
186, see Fig.1.5.29. 

When Low Value is 
130, High Value is 
150, see Fig.1.5.30. 

Fig. 1.5.29 

Fig. 1.5.30 
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1.5.9 Histogram 
 
�&�O�L�F�N���³�&�R�O�R�U��- �+�L�V�W�R�J�U�D�P�´ 
 
Equalize 
 
Equalize the image automatically, refer to Fig.1.5.31 and 1.5.32.  
 

 
 
 
 
 
 
 
 
 
 

Fig. 1.5.31 Original 
Image 

Fig. 1.5.32 After 
Equalizing 
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Contrast 
 
Change the image contrast by adjusting the percentage. 
Fig.1.5.33 is the original image: 

 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Fig. 1.5.33 

When Percentage 
is 0, see Fig.1.5.34. 

When Percentage 
is -100, see 
Fig.1.5.35. 

When Percentage 
is 100, see 
Fig.1.5.36. 

Fig. 1.5.34 

Fig. 1.5.35 

Fig. 1.5.36 
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1.5.10 Invert 
 
�&�O�L�F�N���³�&�R�O�R�U��- �,�Q�Y�H�U�W�´ 
 
Invert the color of the image, refer to Fig.1.5.37 and 1.5.38. 
 
 
 
 
 
 
 
 
 
 

Fig. 1.5.37 Fig. 1.5.38 
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1.5.11 Solarize 
 
�&�O�L�F�N���³�&�R�O�R�U��- �6�R�O�D�U�L�]�H�´ 
 
Create an exposure effect for the image by adjusting threshold vaule. 
Fig.1.5.39 is the original image: 

 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Fig. 1.5.39 

Fig. 1.5.40 

Fig. 1.5.41 

Fig. 1.5.42 

When Threshold is 
30, see Fig.1.5.40. 

When Threshold is 
80, see Fig.1.5.41. 

When Threshold is 
128, see Fig.1.5.42. 
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1.6.2 Multi Document Process 
 

Multiple *ezm.3D files can be set for processing flow based on I/O settings. 
The interface is shown in Figure 1.6.05. 

 
 
 
Add Document Add desired *ezm.3D file. 
Edit  Edit *ezm.3D file. 
Delete Delete *ezm.3D file. 
Move Up Click the *ezm.3D file in the Content list to "move up" the 

order. 
Move Down Click the *ezm.3D file in the Content list to "move down" the 

order. 
New File Create a new *.MDF file. 
Save File Save a *.MDF file. 
Load File Load a *.MDF file. 
Work Mode Enable work mode before marking. 
Mark Mark according to the I/O signal. 
Finished Display finished amount. 
Total Display total amount. 
System Setting Able to edit "Completed Amount" and "Total Amount 

Completed" in the system setting window, shown in Figure 
1.6.05. 

 
1.6.3 Remote control 

 
Send commands from another host to control the local host to perform graphic editing 
and marking. 
 
Please refer to [Remote Control Manual] for the description of remote control 
commands and error codes. 
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1.6.4 Estimate process time 
 
Estimate the time elapsed during processing as shown in Figure 1.6.06. 
 
 
 
 
 
 
 
 
 
 
 
 
Total Time Estimate the processing time of marking. 
Total Length Estimate the total length of the processing path of the marking. 
Mark Mode Click "All" to estimate all content. 

Click "Selected" to estimate the selected content. 
Exit  Leave the interface of estimated processing time. 

 
 
1.6.5 Align Test 
 
Set the parameters for align light, see Fig.1.6.07. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Speed 
Adjust the speed of the align light. Modify it by key in the value or move the scrollbar 
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The authority setting for specific function operations can be divided into three states, 
refer to Figure 1.6.13 
 

 
 
 
 
 
 
 
 
 
 
 
 

No Check The functional interface is hidden and 
cannot be used. 

Checked(with white back ground) The function interface is displayed and 
the function can be used. 

Checked(With gray back ground) The function interface is displayed, but 
the function is grayed out and cannot 
be used. 
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1.6.9Mark Parameter List 
 
This list shows all the marking parameters users set themselves. Users can name, sort, 
and save these parameters for future use, see Fig.1.6.15. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Parameter Path The saving folder of the parameter list. 
Item Name The name of the item. 
Pass The marking passes of Mark Parameter Table. 
Color Set the frame and fill color. 
Frame Decide to mark frame or not. 
Fill  Decide to fill or not when marking. 
Fill First  Decide to fill first or not when marking. 
Speed [mm/s] Marking speed. 
Power [%] Marking power (maximum 100). 
Freq [KHz]  Marking frequency. 
Times Repeat marking times. 
Start Point 
Delay [ms] 

The time difference between start laser order and laser hit time. 
This value will affect the quality of start point. 

Poly Delay[ms] This value will affect the quality of joins. 
End Point Delay 
[ms] 

This value will affect the quality of end point. 

Mark Delay[ms] This value will affect the quality of end point. Mark Delay must 
equal or larger than End Point Delay. 

Jump Speed 
[mm/s] 

The speed of laser. 

Jump Delay 
[ms] 

When laser move to the assigned position, it will shoot after 
this delay time. 
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1.6.10 Auto Text Manager 
 
This is used to activate the Auto Text 
Manager for auto text setting, see 
Fig.1.6.16. For more details, please 
refer to Practical Functions Chapter 
11p¼Auto Text. 
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1.7 View Menu 
 
�³�9�L�H�Z�´ menu offers the following functions: 

Standard Bar Enable/disable Standard Bar 

Zoom Bar Enable/disable Zoom Bar 

Draw Bar Enable/disable Draw Bar 

Layer Bar Enable/disable Layer Bar 

Object Browser Enable/disable Object Browser 

Modify Bar  Enable/disable Modify Bar 

Dimension Bar Enable/disable Dimension Bar 

Obj Property Bar  Enable/disable Object Property Bar 

old BarM  Enable/disable Mold Bar 

Mark Sample Bar Enable/disable Mark Sample Bar 

Data Wizard Enable/disable Data Wizard 

Make Font Bar Enable/disable Make Font Bar 

Text Property Bar Enable/disable Text Property Bar 

Vector Box Enable/disable Vector Box 

Property Table Enable/disable Property Table 

Manual Split Bar  Enable/disable Manual Split Bar 

3D View Control 
Panel 

Enable/disable 3D View Control Panel 

3D Panel Enable/disable 3D Panel 

Import Mold Panel Enable/disable Import Mold Panel 

Slice Bar Enable/disable Slice Bar 

3D Mold Bar  Enable/disable 3D Mold Bar 

3D Mold Lock 
Toolbar 

Enable/disable 3D Mold Lock Toolbar 

3D Mold Browser Enable/disable 3D Mold Browser 

Control Tool Enable/disable Control Tool 

Mark Panel Enable/disable Mark Panel 

Status Bar Enable/disable Status Bar 

Desktop Mode Enter Desktop Mode or not 

Composing Composing Settings 
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Tool Bars allow users to execute some specific functions more quickly. Users can 
activate the tool bar they need at View Menu and the image of that tool bar, for 

example, Standard Bar, will become . Users can also 
place the tool bar to any position by dragging it.  

Show Order Show the mark order 

Tooltips Enable/disable Tooltips 

Tooltips Setting Go to the Tooltips setting page of Options 

Ruler Enable/disable Ruler 

Ruler Setting Go to the ruler setting page of Options 

Grid  Enable/disable Grid 

Grid Lock  Enable/disable Grid Locking 

Grid Parameter Grid Parameter setting 

Zoom In Enlarge a specific area 

Zoom Out Shrink a specific area 

Zoom Previous Go back to the previous view 

Zoom All Show the whole Working Area 

Zoom Extend Show all objects. 

Zoom Select Object Zoom in or zoom out the selected object to fit the entire page 
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1.7.2 Zoom Bar 
 
View the objects by zooming them, see Fig.1.7.02. 
 

 
 

Zoom in  Enlarge a specific area. 

Zoom out  Shrink a specific area. 

Zoom previous  Go back to the previous view. 

Zoom all  Show the whole Work Area. 

Zoom extend  Show all objects. 

Zoom Selected 
Objects  

Zoom the selected objects to fit the whole editing 
area. 
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1.7.3 Drawing Bar 
 
The Drawing Bar provides the drawing functions, see Fig.1.7.03. 
 

 
 
 

Selection 
 

Select objects. 

Edit Vertex 
 

Edit the vertexes of curve objects. 

Vertex 
 

Draw a dot. 

Line 
 

Draw a line. 

Arc 
 

Draw an arc. 

Circle 
 

Draw a circle or oval. 

Rectangle 
 

Draw a square or rectangle. 

Curve 
 

Draw a curve. 

Curve Brush 
 

Draw a freehand line using the mouse. 

Text 
 

Insert a text object. 

Arc Text 
 

Insert an arc text object. 

Rect Text 
 

Insert a rect text object. 

1D Barcode 
 

Create a 1D barcode. 
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2D Barcode 
 

Create a 2D barcode. 

Spiral 
 

Draw a spiral object 

Deep Carving  
Create a deep carving object. (Need license 
supports) 
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1.7.4 Layer Bar 
 
The Layer Barallows users to edit the layers, see Fig.1.7.04. 
 

 
 
 

Layer Manager 
 

The layer page of Property Table 
will show up for editing. 

New Layer 
 

Create a new layer. 

Delete the Active 
Layer  

Delete the selected layer. 

Current Layer  
 

Select the layer. 

Layer Color  
 

Set the layer color. 

View Layer 
 

Enable or disable to view the 
selected layer. 

Edit Layer  
 

Enable or disable to edit the 
selected layer. 

Output Layer  
 

Enable or disable to output the 
selected layer. 

Show the 
Selected Layer  

Show the selected layer only. 
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1.7.8 Object Property Bar 
 
The followings are the introductions of Object Property Bar. 
 
Page Tool Bar 
 
The Page Tool Bar will be shown on screen when there is no object been selected, see 
Fig.1.7.08. 
 

 
 
 

Origin X   The X-axis value of start point of working area. 

Origin Y   The Y-axis value of start point of working area. 

Page Length  The length of working area. 

Page Width  The width of working area. 

Change the Unit 

 

The unit of the ruler (mm or inch). 

Nudge X  The moving distance of each horizontal fine-
tuning 

Nudge Y  The moving distance of each vertical fine-tuning 

Grid X   Edit the X grid line. 

Grid Y   Edit the Y grid line. 

Open the 
Options 
Dialogue 

 
Click this button to enter the Options page. 

Show or Hide 
the Property 
Table 

 
Click this button to show or hide the Property 
Table. 

 

Fig. 1.7.08 
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General Tool Bar 
 
The General Tool Bar will be shown on screen when select a non-text object, see 
Fig.1.7.09. 
 

 
 

 
 

General Selection  
The selected object is in general situation. 

Transparent 
Selection  

The selected object is been grouped. 

Combine 
 

Combine two or more objects into one.  This 
function allows several objects to share the same 
property settings. 

Break  
Divide a combined object into several individual 
objects. 

Group 
 

Classify two or more objects into one group.  This 
function allowseach object to have its own property 
settings. 

UnGroup  
Cancel the group effect of an object. 

Welding 
 

Combine two or more objects and eliminate the 
overlapping lines. 

Alignment 
 

Align the selected objects to the assigned position. 

Distribute 
 

Distribute the selected objects (at least 2) based on 
the assigned setting. 

Mirror 
Horizontally   

Invert an object on its horizontal axis. 

Mirror Vertically  
 

Invert an image on its vertical axis. 

Move to the 
Center  

Move the selected object to the center of working 
area. 

Sort 
 

Combine the objects which vertex are not connect to 
each other first, and then using this function to sort 
these confused objects 

Transfer to Curve  
Transfer anun-curved object into a curve. 

Show or Hide the 
Property Table  

Click this button to show or hide the Property Table. 

 
 
 
 
 

Fig. 1.7.09 
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1.7.9 Mold Bar 
 
Display and set the position and size of the model, as shown in Figure 1.7.10 
 
 
 
 
 
 
1.7.10 Mark Sample Bar 
 
Open the Mark Preview function (Refer to 1.6.6).  

 

Fig. 1.7.10 
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1.7.11 Data Wizard 
 
Using this function to adjust the selected object(s), see Fig.1.7.11 and 1.7.12. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Beam Compensation  
Create (a) shrink or dilate object(s) from a closed 
path object according to the dist and count, see 
Fig.1.7.12. 

Dist The shrink or dilate distance (+value: shrink; -
value: dilate). 

Count The amount of new created object(s) 
CornerSharp After checking, the four corners of the generated 

graph will be sharp corners. 
DeleteOldCurve After checking, the old curve will be deleted 

when a new graph is generated. 
Create Copy Create new objects. 

 
 

 

Data Reduction  
Optimize the selected objects by eliminating the 
short or overlapping lines. 

Length Set the length of short lines user wants to 
eliminate. 

Short Lines Eliminate the set short lines. 
Overlap Lines Eliminate the overlapping lines. 

 

Fig. 1.7.11 Fig. 1.7.12 

Fig. 1.7.13 
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1.7.12 Make Font Bar 
 
Allow users to create a new font type, see Fig.1.7.14. 
 
 
 
 
 
 

 
Enter or Exit Make Font mode. 

 
Using the default edge to set the new font. 

 
Adjust the right and up edge of the font. 

 
1.7.13 Text Tool Bar 
 
When select a text object, the Text Tool Bar will also be shown on the screen, see 
Fig.1.7.15. 

 
 

 
Font  Select font. 

Size  Adjust font size. 

Italic Style  Italic. 

Bold Style  Bold Style. 

Underline 
 

Underline. 

Hori. 
Arrangement  

Horizontal text. 

Vert. 
Arrangement  

Vertical 
text. 

None 
alignment  

None alignment. 

Left 
alignment  

Left alignment. 

Center 
alignment  

Center alignment. 

Right 
alignment  

Right alignment. 

Line Pitch  Space between each line. 

Fig. 1.7.14 

Fig. 1.7.15 
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Text Pitch  Space between each character. 

Edit Text  Set up the content of the text. 
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Subtract: Retain the none-overlapping part of main object, see Fig.1.7.21. 
 
 
 
 
 
 
 
 
 
 

Main : Retain the main object and the none-overlapping parts of the other objects, 
see Fig.1.7.22. 

 
 
 
 
 
 
 
 
 
 
 
1.7.15 Property Table 
 
Click to open property table. 
 
  

Fig. 1.7.21 

Fig. 1.7.22 
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1.7.17 3D View Control Panel 
 
Edit mold position and size. Refer to fig.1.7.24. 

 
 
 
Offset ,mode   Use arrow key will move mold. 
Rotate mode   Use arrow key will rotate mold. 

   Move or rotate mold according to mode. 
    Zoom in/out mold. 

Scale(0.5~20.0) Adjust amplitude of changing. Change will be 
larger if scale is large. 

 

Fig.1.7.24 
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1.7.18 3D panel 
 
Enable global view in 3D mode. Refer to fig.1.7.25. 

 
 
 

Select mode   Allow user move across a mold and click left mouse button to 
select the mold. 

Rotate mode   Allow user move across a mold then press left mouse button 
and move mouse to rotate the mold. 

Move mode   Allow user move across a mold then pres left mouse button 
and move mouse to move the mold. 

Lock mold   When select Move mode, if Lock Mold is enabled, the pasted 
2D graphic will keep fixed relative position to mold during moving mold. 

View    Select following button to change view. 
View top   Show the top view. 

View below  Show the below view. 

View front   View the front view. 

View back  View the back view. 

View left   View the left view. 

View right   View the right view. 

Show frame mode  Show unpasted 2D graphic in frame mode. 

Set face reverse   Exchange model inner and outer side. 

Scale model   Scale mold according to the specified ratio. 

Move model   Move model to the specified position. 

Rotate model   Move model to the specified angle. 

Show 3D    Enable global view in 3D mode. Click again to leave 3D mode. 
 

 
  

Fig.1.7.25 
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1.7.19 Import Mold  
 
Manage model adding, deleting, replacement, and selection. MM3D supports user 
import STLformat file. Refer to fig.1.7.26. 

 
 

 
Show  Specific a model. 
Edit  

 
Edit model name. 

Add  Import a model from *.STL file. 
Replace 

 
Import a model to replace the current 
one. 

Delete 
 

Delete the specified model. 

Triangulation  
 

Repair model function. 

Setting 
 

Set the rotation angle and moving 
distance when pressing the arrow keys 
on the keyboard, as shown in Figure 
1.7.27. 

Fig.1.7.26 
 

Fig.1.7.27 
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1.7.20 Slicer Bar 
 
User drag slicer to confirm each slice shape. 
 

  

Fig.1.7.28 
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1.7.21 3D Mold Toolbar  
Open the simple 3D model toolbar, as shown in Figure 1.7.29. The user can select and 
insert the required 3D model. 
 
 
 
 
 
Generate Revolution Mold 

 
Generate a revolution Mold 

Insert Sphere Mold  Insert a Sphere Mold 
Insert Hemispherical Mold 

 
Insert a Hemispherical Mold 

Insert Cone Frustum Mold 
 

Insert a Cone Frustum Mold 

Insert Polygonal Frustum Mold 
 

Insert a Polygonal Frustum Mold 

Insert Concave Shell Mold 
 

Insert a Concave Shell Mold 

Insert Convex Mold 
 

Insert a Convex Mold 

 
 
 
1.7.22 Control Object Tool Bar 
 
The Control Object Tool Bar allows user to insert control objects, see Fig.1.7.30. For 
more detail descriptions, please refer to section 3.4. 
 
 
 
 
 
 

Digital In   
Set digital in signals. 

Digital Out   
Set digital out signals. 

Do Pause  
Insert a pause object into the marking sequence. 

Delay Time  
Insert a delay time object into the marking 
sequence. 

Motion  
Move the object to anassigned position. 

Set Position  
Set the current position as the assigned position. 

Loop   
Create a loop path in the marking sequence. 

Ring  
Insert a ring object into the marking sequence. 

Homing  
Insert an auto-home object. 

 

Fig. 1.7.30 

Fig.1.7.29 
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1.7.23 Mark Panel 
 
The Mark Panel offers users to quickly execute some marking related functions, see 
Fig.1.7.31. 
 
 
 
 
 
 
Marking  

 
Execute the marking function, please refer to 
section 1.6.1. 

Multi Document Process 
 

Perform multi document processing. See section 
1.6.2 

Remote Control 

 

Use remote control function to connect two 
computers to mark, please refer to Practical 
Introduction. 

Preview 
 
Enter the Preview mode, please refer to section 
1.6.2. 

Mark Sample 
 
Enter he Mark Sample mode, please refer to section 
1.6.2. 

X-Y Table 
 
Allow users to adjust X-Y Table settings, please 
refer to section 1.7.16.1. 

Rotary Control Panel 
 
Allow users to adjust rotary axis settings,please 
refer to section 1.7.16.2. 

Z Axis Control Panel 
 
Allow users to adjust Z axis settings, please refer to 
section 1.7.16.3. 

CCD Panel 
 
CCD control setting, please refer to CCD Panel 
User Manual. 

Laser Setting 

 

This button will only work for a specific laser 
profile. You can also open this setting from the 
"Laser Power Test" page of the system property 
sheet. 

Altimetry Tool  
 
Turn on Altimetry panel 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

Fig. 1.7.31 
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Acc/Dec Times [sec] The time motor needs to reach the setting speed. 
Init. Speed [mm/sec] The initial speed of motor. 
Inpos Timeout [sec] The program will consider X/Y axis completed position 

after passing the time setting here. 
Inpos Delay [sec] The program will wait for thesetting time here to 

execute the next command. 
Inpos Timeout, Inpos Delay timing diagram 

 
Index Delay [sec] When indexing, the program will wait for the set time 

before executing the next command. 
Ext I/O Home Using external controller (I/O) to do homing. 
Ext I/O Jog+ Using external controller (I/O) to do positive shift. 
Ext I/O Jog- Using external controller (I/O) to do negative shift. 
Home Speed [mm/sec] The homing speed of the motor. 
Home Back Speed [mm/sec] The speed motor needs to move from home position to 

the edge of home sensor after reaching the home 
position. 

Home Reverse Reverse the direction of homing. 
Home Mode (0/1) Decide that XY-Table will stop or do home in reverse 

direction when touching the limit sensor during homing. 
0 is stop, and 1 is homing reversely. 

Index direction Set the index direction. (Need motor Z phase support) 
Limit Stop Mode Decide the motor stop rapidly (0) or slowly (1) when 

moving to limit sensor. 
Home Offset [mm] After completing the home return movement, move to 

the off-position position. 
Use Software Limit Whether to use mechanical software limits. The home 

position return operation ignores this setting. 
Positive Limit [mm]  If the mechanical position exceeds this position, it 

cannot move in the positive direction, but can only move 
in the negative direction. 

Negative Limit [mm]  If the mechanical position exceeds this position, it 
cannot move in the negative direction, but can only 
move in the positive direction. 

Distance of Travel [mm] The maximum available travel distance X/Y Axis can 
reach. 

P0~P9 [mm] Set the position of P0~P9. 
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Inpos Timeout, Inpos Delay timing diagram 

 
Rotary Direction Click to do further settings for the rotating direction of the 

rotary axis, see Fig.1.7.39. 
 

 
 
 

Method of Mark End  Five ways for laser to go back to the origin after finishing 
marking job. 
�‹  Reverse Direction: go back to the origin by backward 

direction. 
�‹  Shortest Path: go back to the origin by the shortest path. 
�‹  Reset As Origin A: set the mark end point as the new 

Fig. 1.7.39 
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