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1 Introduction

1.1 About this document
This is the operation manual for WinActorEye.

This manual is intended for those who create scenarios for WinActor using
WinActorEye.

1.2 Trademarks
The names described below and other names of companies and products in this
document are trademarks or registered trademarks of their respective companies.
The TM, ®, and © marks are omitted in this document.

- Windows, Microsoft .NET Framework, and Microsoft Edge are trademarks or
registered trademarks of Microsoft Corporation in the United States and other
countries.

* The official name of Windows is Microsoft Windows Operating System.

- The names of other companies and products are trademarks or registered
trademarks of their respective companies.

1.3 Notes on this manual

- The copyright notice "Copyright © 2013-2025 NTT, Inc. & NTT ADVANCED
TECHNOLOGY CORPORATION" attached to this manual and the provided
software cannot be changed or deleted.

The copyright of this manual belongs to NTT, Inc. and NTT ADVANCED
TECHNOLOGY CORPORATION.

- The descriptions in this manual assume that users understand Windows
operations and functions. For information that is not described in this manual, see
the documents provided by Microsoft.




1.4 Recommended environment
In addition to the contents described in "Recommended environment" in "WinActor
Operation Manual," it is recommended that the environment in which WinActorEye is
used meets the specifications described in "1.4.1 Hardware environment" and "1.4.2
Software environment."

1.4.1 Hardware environment

Table 1-1. Recommended specifications

Item Recommended specifications

2.5 GHz or higher x86 or x64 processor
4 cores or more

CPU

1.4.2 Software environment
Table 1-2 shows the environmental conditions (software) for using Microsoft OCR.

Table 1-2. Environmental conditions (software) for Microsoft OCR

Item Outline specifications
Microsoft Windows 10 Pro

0oSs Microsoft Windows Server 2016
Microsoft Windows Server 2019

Microsoft
.NET Framework

Version 4.8 or higher




1.5 Launching WinActorEye

To open the WinActorEye window, click "WinActorEye" in the "Tool" menu of

WinActor.
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Figure 1-1. Launching WinActorEye




2 WinActorEye

2.1 About WinActorEye
WinActorEye is a tool to search for a target image and generate coordinate
information by creating and running a WinActorEye macro that combines various
search conditions.
The relationship between WinActorEye and WinActor is as follows.

WinActorEye

WinActor scenario Macro WinActorEye macro

/ file
Eye_ReadAndRunMacro Input image

A 4 A 4

Eye GetCoordinates & Matching

Mouse_ClickLeftButton* Resource narrowing
and conversion

*Mouse_ClickLeftButton is located under "12_Mouse" in the User Library.

Figure 2-1. Relationship diagram between WinActorEye and WinActor

By specifying and running a WinActorEye macro from the WinActor library,
WinActorEye runs operations recorded in the macro. WinActor gets coordinate
information from WinActorEye and performs operations such as mouse click by using
existing nodes and libraries. For how to create a scenario using WinActorEye, see

"WinActorEye Scenario Creation Manual."
Compared with the existing Image Matching and Contour Matching, WinActorEye
has the following distinctions.

*Achieves strong matching against desktop size changes
*Adjustable while checking results when matching fails




2.2 Terms and descriptions

The terms commonly used in the description of WinActorEye are explained below.
As an example, it is assumed here that you want to search for the "submit" button on
the page where the WinActor sample file "Tutorial.html" is opened in Microsoft Edge
(hereinafter, Tutorial page).

Table 2-1. List of terms and descriptions

No.

Term

Description

Reference base
image

An image that contains a target to be searched.
In Figure 2-2, it is the captured image of the Tutorial

page.

Reference image

An image to be searched.
In Figure 2-2, it is the image of the "submit" button cut
out from the captured image of the Tutorial page.

Image resource

Image data such as PNG is input/output and managed
as image information on WinActorEye. It is used to
output various filters and image files.

In Figure 2-3, the captured image of the Tutorial page is
displayed as an image resource.

Rectangle resource

Rectangle information drawn as a rectangle on the main
window of WinActorEye (see "3.1 Main window"). It
holds the x-coordinate, y-coordinate, rectangle width
and height, and angle information of the upper left
vertex of the rectangle. It is used to specify a range or to
check the matching result.

In Figure 2-3, a red frame surrounding the "submit"
button is displayed as a rectangle resource.

Coordinate resource

Coordinate information drawn in a circle on the main
window of WinActorEye (see "3.1 Main window"). It
holds the x-coordinate and y-coordinate information of
the center of the circle. It is used when performing a
mouse action in WinActor.

In Figure 2-3, the coordinates of the center of the
"submit" button are displayed with a red circle as a
coordinate resource.

Color resource

Color information (RGBA) output by "Color picker tool."
By specifying this as an input item of "Search specified
color," it is possible to search by specifying a color.

Matching

It is to search an image resource for a part that matches
a reference image or search target characteristics
(color, shape, etc.).

Work folder

This is the starting point for running WinActorEye.
Any folder can be set.

"Tutorial.html" is stored in the "WinActor_Documents\English\Tutorial" folder under the
‘Installation folder’ of WinActor or the “winactor_documents\English\Tutorial” folder
under the ‘User folder’ of WinActor.
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Figure 2-2. "Reference base image" and "Reference image"
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Figure 2-3. Resource illustration




2.3 Operation flow of WinActorEye
The processing flow is as follows. (For details, see each chapter.)

[ ] ATO

(@ Reference image (D Reference base image

WinActorEye macro
Filter by color

Filter by shape

@, @ Adjust

parameters based
on the processing
result

Filter A Filter B

(® Combinhe the both results

® Get the cpordinates

Coordinates

Figure 2-4. Operation flow image

Specify a window or load an image file to get a reference base image. (See "4
Input")

Specify a target range for image matching in the reference base image to get a
reference image. (See "6 Edit image") *1, 2

As shown in the figure above, specify a processing according to characteristics
(color, shape, etc.) of the target for matching. (See "7 Filter")

Adjust parameters based on the processing result of 3. *3

The candidate area can be narrowed down by multiplying multiple processing
results. In the example in the above figure, only the candidate that is common to
the results of Filter A and Filter B is narrowed down. (See "7.7 Boolean
operation")

® Convert rectangle information to coordinate information. By storing the extracted
coordinate information in the variables of WinActor, the mouse action becomes
possible. (See "7.9 Extract coordinates from rectangle")

O @ ©®

*1. Areference image can also be acquired by loading an image file.

*2. Some images do not require a reference image depending on the filter used.

*3. Information acquired as a processing result would be an image resource,
rectangle resource, coordinate resource, or color resource.




3 Main window

3.1 Main window
The main window is a window that appears when you launch WinActorEye.

Image rmzure

put Cutpat Bt @
Figure 3-1. Main window

Table 3-1. Window elements

No. Element Description

) Menu bar Shows menus for executing each function.

® | Image input area Accepts various resource displays and mouse
operations.

©) Resource area Shows various resource information.

@ | Preview area Shows the input resource of each function and its
resource information.

® | WorkFolder Shows a current work folder.

©® | Zoom level Shows the zoom level of the image input area.




3.2 Docking window
The docking window is a function that allows you to float the resource area, the
property area, and the preview area for each menu item, and place them anywhere
on the screen.

3.2.1 Dragging a title bar
You can change a position of the resource area, the property area, or the preview
area for each menu item by dragging their title bar with the mouse to float the area
and dropping it to your desired position.

Al npi Output Elilimage Flier Tod Setingu View NiinkctorEpe 1

from (dipboard -
of| Select the mage.

Vg e roe nare{npiiona

{ o vams i i
:I--p-ul Duipat Bkt “ :
| Mo bmape resoune S Ve TEe (LR 11 i
I 1l 1
! 1l 1
! 11 1
| 11 1
I 1l 1
! 1l 1
! 11 1
| 11 1
| II o] Fil 00 the predew nindos 1
I 1 1
[ ot e Loomdree e Daacmeses: B S —— i
WarkFosden Zoam levell 100%

Figure 3-2. Dragging the title bar @




For example, you can change the position of the property area by dragging and
dropping its title bar.

(K) input Output Editimage Fiter Tool Settmgs View Wendctortye - 0 x
putimage o
(from File hd
=1
) Select the image.
[7] Bo not recard the workfalder change into macro.
rage [

Figure 3-3. Dragging the title bar @

3.2.2 Dragging a tab
You can change a position of the resource area, the property area, or the preview
area for each menu item by dragging its tab with the mouse to float the area and
dropping it to your desired position.

For example, you can change the position of the "Snapshot" property area by
dragging and dropping its tab.

(%) laput Cutput Editimage Fiter Tool Settings View

V] Select the image. Snspshot Vs -x
[] 00 not record the workFolder change into macro. B ot
- -

e e v
WorkFolder: CAEyeSampie Zoom level: 100%

Figure 3-4. Dragging the tab
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3.2.3 Docking (entire window area)
You can place (dock) a floating window inside WinActorEye by dragging and
dropping it onto WinActorEye.

Drag a floating window onto WinActorEye. The control appears on the four sides of
WinActorEye.

|@mmuwmumm ot - 0O =

Figure 3-5. Docking (entire window area)
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Overlay the floating window on the control. The docking position will be displayed

in a blue frame.

Figure 3-6. Docking (entire window area) @

Drop the window to dock it at the position of the blue frame.

W) bpt Output Edtimage Fher Teol Setings Vi Winkctorkpe

Input image
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Figure 3-7. Docking (entire window area) @

3.2.4 Docking (resource/property/preview area)
You can dock a floating window or place it as a tab by dragging and dropping it to
the resource area, the property area, or the preview area for each menu item.

12




Drag a floating window to the resource area, the property area, or the preview area
for each menu item. The control appears on the center of the area.

() byt Oapan Rl R Ted Semegs Ve Wity = B =

Mo | et s re | Mt of g Rectangh st [T

=

Figure 3-8. Docking (resource/property/preview area) D
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Drop the floating window to the right, left, top, or bottom of the control.

(E) gt Ot Bl rsge Filer Tl Seten View Wity S -

Figure 3-9. Docking (resource/property/preview area) @

The window will be docked in the corresponding position (right, left, top, or bottom)
of the area.

(K] it Cutpt Eeitimage Flier Tool Settings View WingchuiEye - 0 x
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Ll
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Figure 3-10. Docking (resource/property/preview area) @

Drop the floating window to the center of the control.
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Figure 3-11. Docking (tabbed) @
The window will be docked as a tab.
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Figure 3-12. Docking (tabbed) @

3.2.5 Float/Dock menu
Click ¥ in the upper right of the resource area, the property area, or the preview

15




area for each menu item to display the menu. Select "Float" in the displayed menu to
float the selected tab.

rpd ol S M md e Ve

e Dugpa

R e
b
[

Figure 3-13. Float/Dock menu

Select "Dock" in ¥ in the upper right of the floating window to dock it in its original
position.

Select "Close" in ¥ or click ‘x’” in the upper right of the window to close the selected
tab.
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3.2.6 Saving and restoring the layout
The layout is automatically saved and restored when you quit and launch
WinActorEye.
*When quitting WinActorEye: The current layout will be saved.
*When launching WinActorEye: The saved layout will be restored. If the layout has
never been saved, the default layout will be restored.

You can also save and restore the layout from the "View" menu of the menu bar.

., gt Owipet [odemage NEmr oo '.|l||r.'.:- WirditiwEps - x
'f,l,f'::::----!l-, -1
|;:-!.:|Fn'|-- BAL
t':!":ﬂ-{'.ﬂ-"{ il wpzai
Figure 3-14. Saving and restoring the layout
Table 3-2. Saving and restoring the layout
No. Menu Description
@ Save current layout Saves the current layout
@ Restore layout Restores the saved layout.
©) Restore initial layout Restores the default layout.
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3.3 Operations in the image input area

The operations that can be performed in the image input area are as follows.

Table 3-3. List of operations in the image input area

No.

Operation

Description

Registering an image
resource

Drag and drop an image file into the image input area.
For details, see "3.3.1 Registering an image resource."

Creating a rectangle
resource

Drag the mouse over an image resource displayed in
the image input area.

For details, see "3.3.2 Registering a rectangle
resource.”

Creating a coordinate
resource

Click on an image resource displayed in the image
input area.
For details, see "3.3.3 Registering a coordinate
resource.”

Editing/viewing a
rectangle resource

With one or more rectangle resources registered,
right-click on an image resource displayed in the
image input area.

For details, see "3.3.4 Editing/viewing a rectangle
resource.”

Editing/viewing a
coordinate resource

With one or more coordinate resources registered,
right-click on an image resource displayed in the
image input area.

For details, see "3.3.5 Editing/viewing a coordinate
resource."

18




3.3.1 Registering an image resource

%) Input Output Editimage Filter Tool Settings View WinActorEye - [E $3

(1m] O Tutorial x |+ = ] X
@ File | CyEyeSamplefTut.. A v G | & - {/b)
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A
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Input Output Edit
No.  Image resource Size Image type User memo

Fit to the preview window

Image res... Image resource

WorkFolder: C:\EyeSample Zoom level: 100%

Figure 3-15. Registering an image resource on the image input area

You can register an image resource by dragging and dropping an image file into
the image input area (D in Figure 3-15). The filename of the dragged and dropped
image will be registered as the image resource name, and it will be in the selected
state (displayed on the main window) (@ in Figure 3-15).

For other methods of registering an image resource, see "4 Input.”

The "Image resource" pane is displayed in the resource area.

The "Image resource" pane can also be displayed by clicking "Image resource" in
the "View" menu. For the "Image resource" pane, see "10.3 Image resource."
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3.3.2 Registering a rectangle resource

K] Input Output Editimage Filter Tool Settings View WinActorEye - O X
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Figure 3-16. Registering a rectangle resource on the image input area

You can register a rectangle resource by dragging the mouse over a target and
specifying its range on an image resource displayed in the image input area (D in
Figure 3-16). The rectangle information created by dragging will be registered in the
rectangle resource named "MAIN" ( in Figure 3-16). You can update the rectangle
information of "MAIN" by dragging again. You can also register information of multiple
rectangles in "MAIN" by dragging while holding down the ‘Ctrl’ key.

The "Rectangle resource" pane can be displayed by selecting its tab in the
resource area or by clicking "Rectangle resource" in the "View" menu. For the
"Rectangle resource" pane, see "10.4 Rectangle resource.”
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3.3.3 Registering a coordinate resource

®) Input Output Editimage Filter Tool Settings View WinActorEye _ o x
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Figure 3-17. Registering a coordinate resource on the image input area

You can register a coordinate resource by clicking a target on an image resource
displayed in the image input area (O in Figure 3-17). The coordinate information
created by clicking will be registered in the coordinate resource named "MAIN" (@ in
Figure 3-17). You can update the coordinate information of "MAIN" by clicking again.
You can also register information of multiple coordinates in "MAIN" by clicking while
holding down the ‘Ctrl’ key.

The "Coordinate resource” pane can be displayed by selecting its tab in the
resource area or by clicking "Coordinate resource" in the "View" menu. For the
"Coordinate resource" pane, see "10.5 Coordinate resource."
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3.3.4 Editing/viewing a rectangle resource

Input Output Editimage Filter Tool Settings View WinActorEye = ml 3
(im) D Tutorial x = = ] X
(@ File | C/EyeSample/Tut... A Y a - 4 I,
Category Product
| v]
| submit |
Message‘ |

W

Right-click

Edit/View rectangle information

Edit/View coordinates informa

® Left-click

Figure 3-18. Editing a rectangle resource on the image input area

With one or more rectangle resources registered, right-click on an image resource
to display the menu (Figure 3-18).

Click "Edit/View rectangle information" in the displayed menu to open the
"Edit/View rectangle information" window (Figure 3-19).

= EditMiew rectangle information *
Rectangle resource name | rect IO~
Index |0 | @
X-coordinate 600 E @) Y-coordinate 510 E @
Width 14 E ® Height 10 E ®
Angle 0 E 7))
Preview OK @ Cancel @

Figure 3-19. "Edit/View rectangle information” window
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In the "Edit/View rectangle information” window, you can edit the rectangle
information of the rectangle resource for each parameter. The rectangle information
of the selected "Index" is displayed as a thick red line on the image input area (Figure
3-20).

Table 3-4. "Edit/View rectangle information” window elements

No. Element Description

@ | Rectangle resource name | You can select the name of the rectangle resource
to edit.

If nothing or ‘Selected resource’ is selected for this
element, the resource selected on the “Rectangle
resource” pane is the target to edit.

@ | Index You can select the rectangle information for editing.

3 | X-coordinate You can edit the x-coordinate of the upper left of
the rectangle.

@ | Y-coordinate You can edit the y-coordinate of the upper left of
the rectangle.

® | Width You can edit the width of the rectangle.

® | Height You can edit the height of the rectangle.

@ | Angle You can edit the angle of the rectangle.

Preview Updates the display of the red frame in the image
input area temporarily based on the values of No.3
to 7. This allows you to check the position of the
rectangle after editing.

@ | OK Confirms your edit.

Cancel Cancels your edit.

ﬁ “Index” cannot be edited if the value for "Rectangle resource name” meets any of the
following conditions.

e The selected resource contains no rectangle information.
e The entered resource name does not exist.

e Nothing or ‘Selected resource’ is selected for the element, and no resource or the
resource that contains no rectangle information is selected on the “Rectangle
resource” pane.

ﬂ “X-coordinate,” “Y-coordinate,” “Width,” “Height,” “Angle,” and “Preview” cannot be
edited nor clicked if “Rectangle resource name” meets any of the following
conditions.

e “MAIN” is selected.

e The selected resource contains no rectangle information.
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e The entered resource name does not exist.

e Nothing or ‘Selected resource’ is selected for the entry, and no resource, “MAIN,”
or the resource that contains no rectangle information is selected on the
“Rectangle resource” pane.

K

Input Output Editimage Filter Tool Settings View WinActorEye =\ X

(im} D Tutorial x = - (u] X

(@ File | C/EyeSample/Tut.. A 1y K £ 4

V\

Category Product
| v] |
| submit
Message |
Target rectangle for
editing

Figure 3-20. Image input area showing the target for editing
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3.3.5 Editing/viewing a coordinate resource

k) Input Output Editimage Filter Tool Settings View WinActorEye - 0O X

O | O Tutorial x [ - o X

g\
;

(@ File | Cy/EyeSample/Tut.. A 7 ] 3

Category Product
| v] |
[ subomit |
Edit/View rectangle information
Message | i _Ali Edit/View coordinates information
@ Left-click

Figure 3-21. Editing a coordinate resource on the image input area

With one or more coordinate resources registered, right-click on an image resource
to display the menu (Figure 3-21).

Click "Edit/View coordinates information" in the displayed menu to open the
"Edit/View coordinates information" window (Figure 3-22).
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=) Edit/iew coordinates information x
Coordinate resource name | tutorial_image T -
Index |0 @

X-coordinate 303 E @ ¥-coordinate 260 E @

Preview (5) oK ® Cancel (7)

Figure 3-22. "Edit/View coordinates information" window

In the "Edit/View coordinates information" window, you can edit the coordinates
information of the coordinate resource for each parameter. The coordinates
information of the selected "Index" is displayed as a thick red line on the image input
area (Figure 3-23).

Table 3-5. "Edit/View coordinates information" window elements

No. Element Description

@ | Coordinate resource name | You can select the name of the coordinate resource
for editing.
If nothing or ‘Selected resource’ is selected for this
element, the resource selected on the “Coordinate
resource” pane is the target to edit

@ | Index You can select the rectangle information for editing.

® | X-coordinate You can edit the x-coordinate.

@ | Y-coordinate You can edit the y-coordinate.

® | Preview Updates the display of the red circle in the image
input area temporarily based on the values of No.3
and 4. This allows you to check the position of the
coordinates after editing.

® | OK Confirms your edit.

@ | Cancel Cancels your edit.

ﬂ “Index” cannot be edited if the value for “Coordinate resource name” meets any of the
following conditions.

e The selected resource contains no coordinates information.
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e The entered resource name does not exist.

e Nothing or ‘Selected resource’ is selected for the element, and no resource or the
resource that contains no coordinates information is selected on the “Coordinate
resource” pane.

% “X-coordinate,” “Y-coordinate,” and “Preview” cannot be edited nor clicked if
“Coordinate resource name” meets any of the following conditions.

o “MAIN” is selected.
e The selected resource contains no coordinates information.
e The entered resource name does not exist.

e Nothing or ‘Selected resource’ is selected for the entry, and no resource, “MAIN,”
or the resource that contains no coordinates information is selected on the
“Coordinate resource” pane.

k) Input Output Editimage Filter Tool Settings View WinActorEye

O | [ Tutorial

(@ File | Cy/EyeSample/Tut...

Category Product

v| |

| subsnit Target coordinate

Message

for editing

Figure 3-23. Image input area showing the target for editing
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3.3.6 Changing the zoom level
After registering an image resource, you can change the zoom level of the image
input area by clicking the image input area and then scrolling the mouse wheel while
holding down the ‘Ctrl’ key.
You can also increase the zoom level by pressing the ‘+’ key while holding down
the ‘CtrI’ key, and decrease the zoom level by pressing the ‘- key while holding down
the ‘Ctrl’ key.
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4.1

4 Input

Input menu
The Input menu has functions for inputting image data from a file, the clipboard, or
by a snapshot. You can register the input image information as an image resource
and display the image in the image input area of WinActorEye.

Click "Input" on the menu bar to display its functions as shown in "Figure 4-1. Input
menu" below.

Ipast Duipui Bt
Wi WTLBQE FESCAIE Sipe Frrage fpe: LEer meim)
Image resoure ¥ _I_g-mnurn
Figure 4-1. Input menu
Table 4-1. Input menu
No. Function Description
1 Input image Displays the "Input image" window.
For details, see "4.2 Input image."
2 Snapshot Displays the "Snapshot" window.
For details, see "4.3 Snapshot."
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4.2 Input image

"Input image" is a function to input image data from a file or the clipboard.

Input image

from File

[/] Select the image.
[] Do not record the workFolder change into macro.

Image resource name{optional)

Execute

&£

Browse file

Input image

from Clipboard ’ -

[/] Select the image.

Image resource name(optional)

Execute

When "from File"

is selected

When "from Clipboard" is selected

Figure 4-2. "Input image" window




4.2.1 from File
"Figure 4-3. "Input image" window (from File)" shows a window to be displayed
when you select "from File" as a method of inputting image data in the Input image
window.

Input image v X
from File CD ~
@-1
@-2 Browse file

® [/] Select the image.
@ [] Do not record the workFolder change into macro.

Image resource name(optional) @

Execute @

Figure 4-3. "Input image" window (from File)

The operation procedure to input image data from a file is as follows.
@ Select "from File" as a method of inputting image data.
@ Click the "Browse file" button (@-1) and specify where to reference a file. The

file path name of the referenced location will be automatically entered in the file
path field (@-2). You can also manually edit the text in the file path field (2-2).

@)

Check the box to set the input image to the selected state.

@ Check the box to not record the work folder change when recording a macro.
When unchecked (set to record), a macro that changes the work folder to the
reference destination specified in @-2 will be automatically generated. If you
do not want to change the work folder, check the box (set to not record).

® Specify an image resource name. It can be omitted. If omitted, the image file
name specified in the file path field (2-2) will be the image resource name.

® Click the button to input the image data based on the settings made in @ to
®

If "Select the image" is checked in (), the input image will be displayed in the
image input area.

Image information will be registered or updated as an image resource. If the
specified resource name already exists, the image information of the image
resource will be overwritten and updated.

If the resource name does not exist, it will be newly registered.
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// “Do not record the work-folder change into macro.” is complemented below.

File input/output functions such as ‘Input tool’ of WinActor Note and ‘Input image’ of
WinActorEye have the setting “Do not record the work-folder change into macro.”

This setting specifies whether a movement of work folder is recorded in the macro
created with the macro recording.

An example of ‘Input image’ of WinActorEye is described below.

Inpast Image

'from File -

. Citworkspace¥RegisterMatchinglmage.png - Brovwse File

[ Pt the image selected state

I |wf| Do not record the workFolder change into macro.

Image FResource name(opticnal)

Execute

e [Checked] Do not record the work folder change into macro.

The recorded macro does not have the row of changing the work folder.

Edit Macro

Create Edit Execute Record

DwBl Q974 Hr 0E @

No. Command Parameters Error/Warning User memo
1 loadlmage [-select, -file, RegisterMatc

Edit Macro

As the default work folder is the folder for saving scenarios, the image files input
to WinActorEye are supposed to be stored in the folder.

Storing scenarios file and their accompanying files in a folder, you can easily
copy them by just copying the folder to another computer, and use them without
correcting the file paths specified in the macros in them.
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1
» Work
h folder

o
i Ef._: Scenario file

&

-

Image file

e [Not checked] Do record the work folder change into macro.

The recorded macro has the row of changing the work folder.

Edit Macro - ¥
Create Edit Execute Record
R @ ! o o"E O
Ma. Command Parameters ErmrMarriE Liser mema
I 1 workFolder [C¥workspace] Delete the workFolder com I
2 | loadimage [-select, -file, RegisterMate
Edit Macro

Image files are supposed to be gathered in the folder different from the folder for
saving scenario files.

Saving scenario files and accompanying files in separate folders, you can easily
move the folder for scenarios.

<«
P

Scenario file l Meve the faldertc

the macro recorded
takler path

—1
Wark
folder

Q\, Image file

&*

“ When the ‘Call scenario file’ node or a subscenario is executed in a scenario, the work
wmdee fOlder is changed to the file path of the called or executed scenario file.

To execute WinActorEye libraries properly after such call or execution in the scenario,
place the ‘Eye_SetWorkFolder’ library before the WinActorEye libraries and specify
‘Scenario_folder’ for ‘Specify_the folder’ property, or place the
‘Eye_ReadAndRunMacro’ library before the WinActorEye libraries and change the
work folder back in the macro file specified in it.
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4.2.2 from Clipboard
"Figure 4-4. “ "Input image" window (from Clipboard)" shows a window to be
displayed when you select "from Clipboard" as a method of inputting image data in
the Input image window.

Input image v X
from Clipboard @ b

@ Select the image.

Image resource name(optional) @

Execu:e@

Figure 4-4. "Input image" window (from Clipboard)

The operation procedure to input image data from the clipboard is as follows.
@ Select "from Clipboard" as a method of inputting image data.
@ Check the box to set the input image to the selected state.

@ Specify an image resource name. It can be omitted. If omitted, the image
resource name will be "clipboard."

@ Click the button to input the image data based on the settings made in @ to
Q.
When "Select the image " is checked in (2), the input image will be displayed in
the image input area.
Image information will be registered or updated as an image resource. If the
specified resource name already exists, the image information of the image
resource will be overwritten and updated.
If the resource name does not exist, it will be newly registered.
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4.3 Snapshot

"Snapshot" is a function to input image data by specifying an image to be input with
a mouse click or by specifying a window title name.

Snapshot

- x

®) Click to specify
Window title ‘

Specify window title name

Image resource name{optional)

[¥] Select the image.

[[] Take a snapshot without the drop shadow.

Execute

Snapshot

Click to specify

@) Specify window title name
Window title

)

Image resource name(optional)

(/] Select the image.

[T] Take a snapshot without the drop shadow.

Execute

When "Click to specify" is selected

When "Specify window title name" is selected

Figure 4-5. "Snapshot" window

Depending on your environment and target application, it may be acquired in an
inactive state. When you run a macro including the snapshot function using the
"Eye_ReadAndRunMacro" library, place the "Window_BringWindowToTop" and "Wait
for Time" nodes immediately above the "Eye_ReadAndRunMacro" library in the
flowchart area of WinActor, and it may improve the deactivation.

Window_BringWindowToTop Library: 11_Window/Window_BringWindowToTop*

Wait for Time

Node: Action / Wait for Time*

* For details on the user libraries and nodes, see "WinActor User Library Sample
Manual" and "WinActor Operation Manual."
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4.3.1 Drop shadow
The shadow around the application window as shown in Figure 4-6 is called a drop
shadow in this function.
In "Snapshot", you can select the presence or absence of the drop shadow when
inputting image data.

D Tutorial

Message ] ’ |

Figure 4-6. Drop shadow (shadow between the application window and the red frame)

Set the drop shadow when performing a mouse action on a matched location using
the user libraries.

36




4.3.2 Click to specify

"Figure 4-7. 'Figure 4-7. "Snapshot" window (Click to specify)" shows a window to
be displayed when you select "Click to specify" as a method of inputting image data
in the Snapshot window.

Snapshot v X

®) Click to specify @
Window title ®'1

_) Specify window title name

Window title

Image resource name{optional) ®

@ Select the image.

@ [] Take a snapshot without the drop shadow.

Execute @

Figure 4-7. "Snapshot" window (Click to specify)

The operation procedure to specify image data by clicking is as follows.

@
@

©@

Select "Click to specify" as a method of inputting image data.

Click the "Select target window" button (@-1) and specify a target application
widow by clicking it. The acquired window title name will be automatically
entered in the window title field (2-2). You can also manually edit the text in
the window title field (@-2). When targeting the entire desktop, leave -2
blank.

Specify an image resource name. It can be omitted. If omitted, the window title
specified in @-2 will be the image resource name.

Check the box to set the input image to the selected state.
Check the box to input the image data without the drop shadow.

Click the button to input the image data based on the settings made in @ to

®

When "Select the image " is checked in @), the input image will be displayed
in the image input area.

Image information will be registered or updated as an image resource. If the
specified resource name already exists, the image information of the image
resource will be overwritten and updated.

If the resource name does not exist, it will be newly registered.
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@
@

©)

4.3.3 Specify window title name
"Figure 4-8. "Snapshot" window (Specify window title name)" shows a window to
be displayed when you select "Specify window title name" as a method of inputting
image data in the Snapshot window.

Snapshot v X

_) Click to specify

Window title

®) Specify window title name (D
Window title

® Matc‘n@ -
Image resource name(optional) @

@ Select the image.

@ [[] Take a snapshot without the drop shadow.

Execute @

Figure 4-8. "Snapshot" window (Specify window title name)

The operation procedure to specify image data by a window title name is as
follows.

Select "Specify window title name" as a method of inputting image data.

Specify a window title of a target application window.
When targeting the entire desktop, leave @ blank.

Select "Match" or "Include" for the condition for the window title specified in

@.

Specify an image resource name. It can be omitted. If omitted, the window title
specified in @ will be the image resource name.

Check the box to set the input image to the selected state.
Check the box to input the image data without the drop shadow.

Click the button to input the image data based on the settings made in @ to

®

When "Select the image" is checked in ®), the input image will be displayed in
the image input area.

Image information will be registered or updated as an image resource. If the
specified resource name already exists, the image information of the image
resource will be overwritten and updated.

If the resource name does not exist, it will be newly registered.
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5 Output

5.1 Output menu
The Output menu has a function for outputting an image resource created/edited
on WinActorEye to a file or the clipboard.
Click "Qutput" on the menu bar to display its function as shown in "Figure 5-1"
below.

Wnpast Durtpart Bk
Ko, Wmage resoure S Iage e Lker mema

WarkFokden oo level 100%

Figure 5-1. Output menu

Table 5-1. Output menu

1 Output image Displays the "Output image" window.
For details, see "5.2 Output image."
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5.2 Output image
"Output image" is a function to output image data to a file or the clipboard.

Output image v X
Image resource name ‘ |
to File v
Image format iPNG file v Adjust image type (bit depth)
Browse file

["] Do not record the workFolder change into macro.

Execute

When "to File" is selected

Output image v X
Image resource name -

to Clipboard ~ ‘ ‘ Adjust image type (bit depth)

Execute

When "to Clipboard" is selected

Figure 5-2. "Output image" window
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5.2.1 to File
"Figure 5-3. "Output image" window (to File)" shows a window to be displayed
when you select "to File" as a method of outputting image data in the Output image
window.

Output image v X
Image resource name ® -
wiie (2) ~
Image format |PNG file @ A Adjust image type (bit depth) @_1
@ -2 Browse file

® [[] Do not record the workFolder change into macro.

Execute @

Figure 5-3. "Output image" window (to File)
The operation procedure to output image data to a file is as follows.
@ Select an image resource name from the drop-down list or specify it manually.

It can be omitted. If omitted, the resource being selected in the "Image
resource" pane will be specified.

®

Select "to File" as a method of outputting the image data.

@ Select an output file format. The image format can be selected from "PNG file,"
"JPG file," and "BMP file."

@ Check the box to adjust the image type (bit depth) automatically. When
checked, the image type according to the image format in 3 will be output.

® Click the "Browse file" button (&-1) and specify where to reference a file. The
file path name of the referenced location will be automatically entered in the file
path field (®-2). You can also manually edit the file path field (5-2). The file
path extension will be the image file format selected in 3.

® Check the box to not record the work folder change when recording a macro.
When unchecked (set to record), a macro that changes the work folder to the
reference destination specified in ®-2 will be automatically generated. If you
do not want to change the work folder, check the box (set to not record).

@ Click the button to output the image data based on the settings made in @ to

®. If the file name specified in the file path field (&-2) already exists, the file
will be overwritten and updated.
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5.2.2 to Clipboard
"Figure 5-4. "Output image" window (to Clipboard)" shows a window to be
displayed when you select "to Clipboard" as a method of outputting image data in the
Output image window.

Qutput image v X
Image resource name ® -
® to Clipboard ~ @ Adjust image type (bit depth)
Execute @

Figure 5-4. "Output image" window (to Clipboard)

The operation procedure to output image data to the clipboard is as follows.

@ Select an image resource name from the drop-down list or specify it manually.
It can be omitted. If omitted, the resource being selected in the "Image
resource" pane will be specified.

®

Select "to Clipboard" as a method of outputting the image data.

@)

Check the box to adjust the image type (bit depth) automatically.

@ Click the button to output the image data based on the settings made in @ to
Q.
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6 Editimage

6.1 Edit image menu
The Edit image menu has a function for editing and processing an image resource.
Click "Edit image" on the menu bar to display its function as shown in "Figure 6-1.
Edit image menu" below.

(K] nput Outprt Fitar Tool Settingy View WinkcorEye - 0 x

npast Dutpat B
Ko, Image resours Soe Imesge tpe Lker mema

Figure 6-1. Edit image menu

Table 6-1. Edit image menu

1 Trim Displays the "Trim" window.
For details, see "6.2 Trim."
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6.2 Trim
"Trim" is a function to cut out an image resource input by the Input function.

To perform trimming operation, specify an area to be cut out by dragging on the
image input area.

(K) Input Output Editimage Fiter Tool Settings View WinActorEye = O x (K) Input Output Editimage Filter Tool Settings View WinActorEye - O x

Image resource
Input Output  Edit

No. | Image resource Size Image type

User memo
A Wmen  3mxs2 A

WorkFolder: CEyeSample Zoom level: 100% WorkFolder: C\EyeSample. Zoom level: 100%

Before selecting the area After selecting the area

Figure 6-2. Selecting the trimming area
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@

@

The elements of the "Trim" window are as shown in "Figure 6-3. "Trim" window.

Trim - X
Before trim
Image resource name @ -
Rectangle resource name @ -
After trim
Image resource name @ -

@ Select the trimmed image.

Execute ®

Figure 6-3. "Trim" window

The operation procedure of the "Trim" window is as follows.

Select an image resource name before trim from the drop-down list or specify it
manually. If unselected or not entered (null character), the resource being
selected in the "Image resource" pane will be specified.

Select a rectangle resource name before trim from the drop-down list or specify
it manually. If unselected or not entered (null character), the resource being
selected in the "Rectangle resource" pane will be specified.

Select an image resource name after trim from the drop-down list or specify it
manually. If unselected or not entered (null character), it will be registered in the
image resource specified in the "Image resource name" before trim in (.

Check the box to set the trimmed image to the selected state. (The image will
be displayed in the image input area.)

Click the button to edit the image to cut out the image within the rectangle
resource (red frame) based on the settings made in @ to @. Image
information will be registered or updated as an image resource.

If the resource name specified in the image resource name after trim in @
already exists, the image information of the image resource will be overwritten
and updated. If the resource name does not exist, it will be newly registered.
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(K} Input Output Editimage Filter Tool Settings View WinActorye - 0 x (K) Input Output Editimage Fiter Tool Settings View WinActorEye = 0O x

WorkFolder: C:\EyeSample Zoom level: 100% WorkFolder: CAEyeSample Zoom level: 100% |

Before trim After trim

Figure 6-4. Example of editing the image using Trim
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7 Filter

7.1 Filter menu
The Filter menu has functions for getting information from an image resource or
rectangle resource and for converting a resource into a different resource.
Click "Filter" on the menu bar to display its functions as shown in "Figure 7-1. Filter
menu" below.

(K] bput Cutput Editirage Tod Settingr View WinkoharEpe - 0 x

bt Dwipari Boli
Ko, mage resoure Size Iege tape Lser mema

IMagEMSOUIE  Fectanghe resuie  Coorbinate resurme  Dolor iesounce  BR mam
Wk Fokiern Zoamm kevedi 1007%

Figure 7-1. Filter menu
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Table 7-1. Filter menu

No. Action Function Description
1 Histogram search Displays the "Histogram search" window.
For details, see "7.3 Histogram search."
2 Detect rectangles Displays the "Detect rectangles" window.
Matching For details, see "7.4 Detect rectangles
3 Detect circles Displays the "Detect circles" window.
For details, see "7.5 Detect circles."
4 Search specified color | Displays the "Search specified color" window.
For details, see "7.6 Search specified color."
5 Boolean operation Displays the "Boolean operation" window.
R For details, see "7.7 Boolean operation
esource - - - . . e
6 _ Selection algorithm Displays the "Selection algorithm" window.
narrowing For details, see "7.8 Selection algorithm
7 and Extract coordinates Displays the "Extract coordinates from
. rectangle" window.
conversion | from rectangle

For details, see "7.9Extract coordinates from
rectangle
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7.2 Terms used in parameters
This section describes the terms used as parameters for the filter functions.

7.2.1 Number of pixels on a contour
The number of pixels is the points that make up a contour of a target for matching.
As shown in Figure 7-2. Example of the number of pixels on the contour, the number
of pixels on the contour varies depending on the shapes even if the images have the
same size.

Image resources output by "Filter" that uses pixels on contours are composed of
black and white as shown in Figure 7-13 and Figure 7-18.

@ 672 pixels (2 480 pixels @ 1157 pixels

HO
AR

@ 1002 pixels (®) 672 pixels (® 480 pixels

* The above numbers are for the image size of 761x422.

Figure 7-2. Example of the number of pixels on the contour
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2 ll- "
mz:gslel?egﬁleay the "Rectangle resource" pane, e

Edit

WorkFolder: C:\EyeSample Zoom level: 100%

Input Output Editimage Filter Tool Settings View WinActorEye = B X
B [ Tutoral x |+ = o X
(@ File | C/EyeSample/Tut... A ~ a s - I;"
Category Product
| v
@ Drag and

. Rectangle reso  Number of rectangles | Rectangle infor | User memo

w enclose a target

Message |

® calculate
Width=69, Height=30

(69+30)x2 = 198
Number of pixels=198

Rectangle infor

@ Get the width and height

[V] Fit to the preview window

Rectangle... Image resource

Figure 7-3. Checking the number of pixels on the contour of the rectangle

You can adjust a rectangle resource output by "Filter" by adjusting the minimum

and maximum values of pixels on the contour.
The method of checking the number of pixels on the contour of a rectangle is as

follows.

@ Register an image or a window that contains a target for matching in the image

resource.
For the registration method of an image resource, see "4 Input."

On the main window, drag and enclose a target for matching.
Click "Rectangle resource" in the "View" menu to display the "Rectangle resource
pane.

For the "Rectangle resource" pane, see "10.4 Rectangle resource."
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@ Get the width and height of "MAIN" registered in the "Rectangle resource" pane.
For details on rectangle information, see "Table 10-6. Items in the rectangle
resource area. Items in the rectangle resource area."

® Approximate number of pixels on the contour can be calculated by calculating as
shown in Figure 7-3 based on the width and height information acquired in @.
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7.2.2 Number of allowable vertices

In "7.4 Detect rectangles," the number of contours and vertices of a target for
matching are used to detect rectangles.

In the case of a rectangle, the number of vertices is eight because it becomes as
shown in Figure 7-4. However, it may actually have more than eight vertices even if it
looks rectangle. In such a case, the detection can be performed by specifying the
number of allowable vertices to be eight or more.

For the number of vertices in other shapes, see "Figure 7-5. Example of the
number of allowable vertices." Note that Figure 7-5. Example of the number of
allowable vertices is for reference only and may not always be exactly as stated.

Some figures such as circles have more or less vertices depending on the size of
the image.

llllll=l [ |
L Contour
Il detection

[ [ ]
[ | |
[ [ |
HEEEREEEN @
ENEEEEEER |
® ®

Target for matching Pixels on the target contour

Figure 7-4. Vertices when detecting a rectangle

@ 8 vertices @ 100 vertices (3 250 vertices

H O
AHNGO

@ 6 vertices ®) 8 vertices ® 100 vertices

Figure 7-5. Example of the number of allowable vertices




7.2.3 Open and closed contours
An open contour is a contour whose start and end points do not meet, such as

" j .ll
A closed contour is a contour whose start and end points meet, such as " []."
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7.2.4 Roundness and level of correction

In "7.5 Detect circles," "Roundness" and "Level of correction" are used to detect
round-shaped areas. You can specify values for "Roundness" and "Level of
correction” in the range of 1 to 5.

For "Roundness," round objects can be detected when the value is increased, and
square objects can be detected when the value is decreased.

For "Level of correction," only perfect circles can be detected when the value is
increased, and ellipses or small circles can be detected when the value is decreased.

Figure 7-6 to Figure 7-9 are examples of parameter adjustments when you want to
detect only perfect circles from the input image in which "perfect circles" and
"non-round circles" are mixed.

o 6 6 B8 B~
W LY

[ Perfect circles ] [ Non-round circles ]

Figure 7-6. Input image

O
W

[ Non-round circles are also detected ]

Figure 7-7. Example 1 (Roundness: 3, Level of correction: 3)
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W,

[ Non-round circles are also detected ]

Figure 7-8. Example 2 (Roundness: 5, Level of correction: 3)

o © 6 6 8 =
w®

[ Only perfect circles are detected ]

Figure 7-9. Example 3 (Roundness: 5, Level of correction: 5)
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7.3 Histogram search
"Histogram search" is a function to search for areas on a reference base image
resource that have a color similar to a reference image resource as shown in "Figure

7-10. . Histogram search
Reference image A .

l Reference base imag

!

Histogram search
v
[]
@

Qutput image

[]

Figure 7-10. Histogram search

Since this is a matching method that focuses on color information, it is less
susceptible to the effect of display size than the existing Image Matching and Contour
Matching.
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Click "Histogram search" in the "Filter" menu to display the "Histogram search”
window shown in Figure 7-11.

Histogram search v X
-Input
@ Base image resource name -
@Reference image resource name -

-QOutput

@Min. pixels on the contour | 10

@ Max. pixels on the contour | 5000

@Matching rate 90 EI %

@ Image resource name | Histogram search v

@ Rectangle resource name | Histogram search v

Timeout 10,000 E ms

Execute @

@
@

Figure 7-11. "Histogram search" window

The operation procedure of the "Histogram search" window is as follows.

Specify a base image resource name.

Specify a reference image resource name.

Enter the minimum number of pixels on the contour. For the number of pixels
on the contour, see "7.2.1 Number of pixels on a contour." A rectangle
resource with the number of pixels on the contour larger than this number will
be output.

Enter the maximum number of pixels on the contour. For the number of pixels
on the contour, see "7.2.1 Number of pixels on a contour." A rectangle
resource with the number of pixels on the contour smaller than this number will
be output.

Set the matching rate. The larger the matching rate, the more accurately the
target can be found.

Specify an output image resource name.

Specify an output rectangle resource name.
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Set the timeout value. (The timeout time depends on the specifications of your

computer.)

@ Click the button to search for the areas that match the reference image
resource on the base image resource based on the settings made in @ to ®.

After executing, the areas that match the reference image will be displayed in white
in the image input area as shown in Figure 7-13. If there is no matching area, only the

black background will be displayed.

B [ Tutorial X P - (m] X
(@ File | Cy/EyeSample/Tut.. A 7 a : l;
Category Product

I v |

| submit |

Message |

’ Reference base image

Reference image

&

Figure 7-12. Input image
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Input Output Editimage Filter Tool Settings View WinActorEye - x

Image resource v X Rectangle resource

Input Output Edit Edit

No. Image resource Size mage type User memo No. Rectangle reso Number of rectangles Rectangle info User memo

1 Tutorial - Profile 565 x 558 RGB 1 hist 1 [216,240,138 51
Submit_Referenc: 62 x 27 RGB

Image resource

WorkFolder: C:\EyeSample Zoom level: 100%

Figure 7-13. Example of executing "Histogram search"

Furthermore, by selecting the base image resource specified in the step D after
executing "Histogram search," you can check the result with the matching result
overlaid on the base image resource as shown in Figure 7-14.
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@ Input Output Editimage Filter Tool Settings View WinActorEye - O X

Message |

Image resource v X Rectangle resource

Input Output Edit Edit

No.  Image resource Size Image type User memo No. Rectangle reso  Number of rectangles Rectangle infor ~ User memo
1 o Pt S e T

2 Submit_Referenc: 27, ) R
3 Histigram search V3 5[ Click the reference base image resource. ]

Image resource = Coordinate resource  Color resource  Edit macro

WorkFolder: C:\EyeSample Zoom level: 100%

Figure 7-14. Example of executing "Histogram search" (with the rectangle resource
overlaid on the base image resource)
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7.4 Detect rectangles
"Detect rectangles" is a function to search for rectangles on a specified image

resource.

Reference base image

!

Detect rectangles
!

Output image

Figure 7-15. Detect rectangles

This is a matching function suitable when the targets for matching are rectangles
such as buttons.
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Click "Detect rectangles" in the "Filter" menu to display the "Detect rectangles”
window shown in Figure 7-16.

Detect rectangles v X

-Input

@ Image resource name v
@ Number of allowable vertices | 8
@' _) Open contours only @ Closed contours only
@ Min. pixels on the contour | 10

® Max. pixels on the contour | 5000

-Output -
@ Image resource name v

@ Rectangle resource name -

Execute

Figure 7-16. "Detect rectangles" window

The operation procedure of the "Detect rectangles" window is as follows.
@ Specify an input image resource name.

@ Enter the number of allowable vertices. For descriptions of the vertices, see
"7.2.2 Number of allowable vertices."

@ Select "Open contours only" or "Closed contours only." For descriptions of the
contours, see "7.2.3contours."

@ Enter the minimum number of pixels on the contour. For descriptions of the
number of pixels on the contour, see "7.2.1 Number of pixels on a contour." A
rectangle resource with the number of pixels on the contour larger than this
number will be output.

® Enter the maximum number of pixels on the contour. For descriptions of the
number of pixels on the contour, see "7.2.1 Number of pixels on a contour." A
rectangle resource with the number of pixels on the contour smaller than this
number will be output.

©)

Specify an output image resource name.

@ Specify an output rectangle resource name.
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Click the button to detect the rectangle information and register it in the image
resource and in the rectangle resource based on the settings made in @ to

@.

After executing, the detected rectangles will be displayed in white in the image
input area as shown in Figure 7-18. If there is no rectangle detected, only the black
background will be displayed.

B [§ Tutoral x | + = (] X

() File | C/EyeSample/Tut.. A 7 a 8 b

Category Product

I v] |

I_ submit \

Message |

Figure 7-17. Input image
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k) Input Output Editimage Filter Tool Settings View WinActorEye - O x
Image resource Rectangle resource
Input Output Edit Edit
No. Image resource Size Image type User memo No. Rectangle reso Number of rectangles Rectangle info User memo
1 Tutorial - Profile 565 x 558 RGB 1 Detect rectangl 5 [48,298471,216
2 Detected rectang 565 x 558 W/B
Image resource
WorkFolder: C:\EyeSample Zoom level: 100%

Figure 7-18. Example of executing "Detect rectangles”

Furthermore, by selecting the image resource specified in the step (D after
executing "Detect rectangles," you can check the result with the rectangle information

overlaid on the input image resource as shown in Figure 7-19.
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&) Input Output Editimage Filter Tool Settings View WinActorEye - 0O X

im] Tutorial x |+ - o X
(@ File | Cy/EyeSample/Tut.. A % & s - L

Category Product

| v] |

submit

Message |

Image resource v X Rectangle resource
Input Output Edit Edit

No.  Image resource Size Image type User memo No. Rectanglereso Number of rectangles Rectangle infor  User memo
I [ EETEE T [T [ i oetectivectanail SMMN iaszsaariai M
2 Detected rectang < 558 W/B

[ Click the input image resource. ]

Image resource

WorkFolder: C:\EyeSample Zoom level: 100%

Figure 7-19. Example of executing "Detect rectangles” (with the rectangle
information overlaid on the input image resource)
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7.5 Detect circles
"Detect circles" is a function to search for "round-shaped areas" on a specified

image resource.

Reference base image

!

Detect circles

!

Output image

Figure 7-20. Detect circles

This is a matching function suitable when the targets for matching have round
shapes such as buttons.
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Click "Detect circles" in the "Filter" menu to display the "Detect circles" window
shown in Figure 7-21. "Detect circles" window

Detect circles v X
-Input
® Image resource name -
® Roundness |3 hd
@ Level of correction |3 -

@ Min. pixels on the contour | 10

@ Max. pixels on the contour | 5000

-Output

@ Image resource name M

@ Rectangle resource name -

Execute

Figure 7-21. "Detect circles" window

The operation procedure of the "Detect circles" window is as follows.
@ Specify an input image resource name.

@ Specify a value of the roundness. For descriptions of the roundness, see "7.2.4
Roundness and level of correction.”

@ Specify a value of the level of correction. For descriptions of the level of
correction, see "7.2.4 Roundness and level of correction."

@ Enter the minimum number of pixels on the contour. For descriptions of the
number of pixels on the contour, see "7.2.1 Number of pixels on a contour." A
rectangle resource with the number of pixels on the contour larger than this
number will be output.

® Enter the maximum number of pixels on the contour. For descriptions of the
number of pixels on the contour, see "7.2.1 Number of pixels on a contour." A
rectangle resource with the number of pixels on the contour smaller than this
number will be output.

©)

Specify an output image resource name.

@ Specify an output rectangle resource name.
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Click the button to detect the round-shaped areas and register them in the
image resource and in the rectangle resource based on the settings made in

D to @.

After executing, the detected round-shaped areas will be displayed in white in the
image input area as shown in Figure 7-23. Example of executing "If there is no
round-shaped area detected, only the black background will be displayed.

5 | winactor - (] X
“ Home Share View 0
&« Mt > ThisPC » Local Disk (C:) > winactor v
»#* Quick access h N
@ OneDrive | PDF | R m“ n
3 This PC
PDF.pdf WinActor Excel.xlsx PowerPoint.pptx
¥ Network scenario.ums?
Memo.txt
5 items -

Figure 7-22. Input image

Input Output Editimage Filter Tool Settings View WinActorEye - O x

Image resource
Input Qutput Edit

No.  Image resource Size
716 x 389
716 x 389

1 winactor

2 DetectCircle

Image resource

WorkFolder: C:\EyeSample

Rectangle resource

Edit
mage type User memo No. Rectangle reso Number of rectangles Rectangle info  User memo
RGB 1 DetectCircle 1 [321,109,90,90(
W/B

Rectangle resource

Zoom level: 100%

Figure 7-23. Example of executing "Detect circles”
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Furthermore, by selecting the image resource specified in the step D after
executing "Detect circles," you can check the result with the rectangle information
overlaid on the input image resource as shown in Figure 7-24. Example of executing
"Detect circles" (with the rectangle information overlaid on the input image resource)

K Input Output Editimage Filter Tool Settings View WinActorEye =T I
[ = | Windctor - o X
Home Share View o
&« v A > ThisPC > Local Disk (C:) > WinActor v O 2 Search WinActor

s Quick access

@ OneDrive R “

3 This PC

[ ]
p[E
\

PDF.pdf WinActor Excelxlsx PowerPoint.pptx
¥ Network scenario.ums?
Memo.txt
5 items = E}
—
Image resource v X Rectangle resource
Edit

Input Qutput Edit
User memo

Size Image type User memo No. Rectangle reso Number of rectangles Rectangle info

No. Image resource
I T N AT [ I i [oeteciGircien M, jeaiicos0saf MA—

2 DetectCirc\ 716 x 389 W/B

[ Click the input image resource. ]

Image resource Rectangle resource
Zoom level: 100%

WorkFolder: C:\EyeSample

Figure 7-24. Example of executing "Detect circles” (with the rectangle
information overlaid on the input image resource)
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7.6 Search specified color
"Search specified color" is a function to search for areas with a color similar to the
specified color resource on a specified image resource.

me
H Lre

Target color

J' Reference base image
l
Search specified color
!

OQutput image

Figure 7-25. Search specified color

This is a matching function suitable for objects with distinctive colors compared to
the surroundings, such as icons and Ul.
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Click "Search specified color" in the "Filter" menu to display the "Search specified
color" window shown in Figure 7-26.

Search specified color v X
Input
® Color system |RGB v
® Image resource name -
@ Color resource name -

@ Matching rate 90 E

@ Min. pixels on the contour | 1p

@ Max. pixels on the contour | 5000

QOutput

@ Image resource name b

Rectangle resource name v

Execute @

Figure 7-26. "Search specified color" window

The operation procedure of the "Search specified color" window is as follows.
Before using "Search specified color," it is necessary to register a color resource
using "Color picker tool."

@ Specify a color system. The matching result may differ depending on the
specified color system.

Table 7-2. Color system options

No. Color Description
system
RGB A color system commonly used on computers.
2 HSV A color system that expresses colors by hue, saturation, and

brightness (value).
Compared to RGB, it is useful when comparing bright colors.

3 Lab A color system close to human perception.
Compared to RGB, it is possible to compare colors that are
closer to human perception.

4 YUV A color system expressed by brightness and two color
differences.
Compared to RGB, it is more robust to changes in
brightness.

@ Specify an input image resource name.
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@ Specify an input color resource name.

@ Set the matching rate. The larger the matching rate, the more accurately the
specified color can be found.

® Enter the minimum number of pixels on the contour. For descriptions of the
number of pixels on the contour, see "7.2.1 Number of pixels on a contour." A
rectangle resource with the number of pixels on the contour larger than this
number will be output.

® Enter the maximum number of pixels on the contour. For descriptions of the
number of pixels on the contour, see "7.2.1 Number of pixels on a contour." A
rectangle resource with the number of pixels on the contour smaller than this
number will be output.

@ Specify an output image resource name.
Specify an output rectangle resource name.

@ Click the button to search the areas with the color similar to the specified color
and register them in the image resource and in the rectangle resource based
on the settings made in @ to ®.

After executing, the areas with the color similar to the specified color will be
displayed in white in the image input area as shown in Figure 7-29. If there is no area
with the color similar to the specified color, only the black background will be
displayed.

im| Y Tutorial x WS

(@ File | C/EyeSample/Tut... AY

Category Product

v|

Figure 7-27. Input image
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Color resource v X
Edit
No. Color resource name Palette Color information [RGBA] User memo

Figure 7-28. Specified color

Input Output Editimage Filter Tool Settings View WinActorEye _ %

Image resource v X Rectangle resource

Input Output Edit Edit

No. Image resource Size mage type User memo No. Rectangle reso Number of rectangles Rectangle infor  User memo
Tutorial - Profile 565 x 305 RGB 1 Search specifiec 4 [183,199,291,38

Image resource

WorkFolder: C:\EyeSample Zoom level: 100%

Figure 7-29. Example of executing "Search specified color"

Furthermore, by selecting the image resource specified in the step (D after
executing "Search specified color," you can check the result with the rectangle
information overlaid on the input image resource as shown in Figure 7-30.
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K) Input Output Editimage Filter Tool Settings View

WinActorEye =

im} D Tutorial x B

(@ File | Ciy/EyeSample/Tut... /

Ny G @ - Lb>

Category Product l

Image resource

Input Output Edit

Image resource

No. Image resource
O R ETE N IS Oy ) sesvehspecies A, e szsiss M——

2 Search specified i x 305 w/B

(submit |

w:X Rectangle resource
Edit

Size Image type User memo No. Rectangle reso Number of rectangles Rectangle infor ~ User memo

[ Click the input image resource. ]

Zoom level: 100%

WorkFolder: C:\EyeSample

Figure 7-30. Example of executing "Search specified color” (with the rectangle

information overlaid on the input image resource)
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7.7 Boolean operation

"Boolean operation" is a function to output a common area or an entire area of an
image resource output by the "Filter" function as shown in Figure 7-31.

Input image @ Input image @

! .

Boolean operation

Output image

Figure 7-31. Boolean operation

Image resources consisting of black and white as shown in Figure 7-13 and
Figure 7-18 are used as inputs, and a common white area or all white areas existing
in two image resources will be acquired. It is mainly used to narrow down the
matching results as shown in Figure 7-31.
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Click "Boolean operation" in the "Filter" menu to display the "Boolean operation"
window shown in Figure 7-32.

Boolean operation v X
Input -
® Image resource name1l hd
® Image resource name2 e
@Calculatlon method AND v

@ Min. pixels on the contour | 10

@ Max. pixels on the contour | 5000

Output
@ Image resource name v

@ Rectangle resource name <

Execute

Figure 7-32. "Boolean operation" window

The operation procedure of the "Boolean operation" window is as follows.

@ Specify a name of the first input image resource. For the image resource to be
specified here, specify a black and white image resource that has been output
by the "Filter" function.

@ Specify a name of the second input image resource. For the image resource to
be specified here, specify a black and white image resource that has been
output by the "Filter" function.

@ Set the calculation method to AND or OR. When AND is set, the area common
to the two image resources will be acquired. When OR is set, the entire area of
the two image resources will be acquired.

@ Enter the minimum number of pixels on the contour. For descriptions of the
number of pixels on the contour, see "7.2.1 Number of pixels on a contour." A
rectangle resource with the number of pixels on the contour larger than this
number will be output.

® Enter the maximum number of pixels on the contour. For descriptions of the
number of pixels on the contour, see "7.2.1 Number of pixels on a contour." A

rectangle resource with the number of pixels on the contour smaller than this
number will be output.

® Specify an output image resource name.
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@ Specify an output rectangle resource name.

Click the button to detect the common white area or all white areas based on
the settings made in @ to @.

For the input images (D and @ in Figure 7-33, Figure 7-34 shows an example of
executing "Boolean operation" with AND set for the calculation method, and Figure
7-35 shows an example of executing "Boolean operation" with OR set for the
calculation method.

If there is no common white area, only the black background will be displayed.

Input image @ Input image @

Figure 7-33. Input images

Input Output Editimage Filter Tool Settings View WinActorEye = X

Image resource v X Rectangle resource
Input Output Edit Edit
No. Image resource Size mage type User memo No. Rectangleres Number of rectangles Rectangle inf  User memo
LeftCircle 299 x 224 RGB 1 AND 1 (126,67,47,91,}
RightCircle 299 x 224 RGB
Image resource
| WorkFolder: C:\EyeSample Zoom level: 100%

Figure 7-34. Example of executing "Boolean operation™ (AND)
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K) Input Output Editimage Filter Tool Settings View WinActorEye - 0O X

Image resource Rectangle resource v X
Input Qutput Edit Edit
No.  Image resource Size Image type User memo No. Rectangle res Number of rectangles Rectangle inf  User memo
1 LeftCircle 299 x 224 RGB
2 RightCircle 299 x 224 RGB
3 OR 299 x 224 W/B
Image resource
WorkFolder: C:\EyeSample Zoom level: 100%

Figure 7-35. Example of executing "Boolean operation" (OR)
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7.8 Selection algorithm

"Selection algorithm" is a function to narrow down rectangle information of a
rectangle resource output by the "Filter" matching function. It is used to pick up a
position for mouse action from a rectangle resource with information for multiple
rectangles.

Click "Selection algorithm" in the "Filter" menu to display the "Selection algorithm"
window shown in Figure 7-36. The input item changes depending on the item
selected in the drop-down list of the Selection algorithm field.

Selection algorithm v X

Input

Drop-down list of
selection algorithm

Rectangle resource name - ‘
Selection algorithm |Center of Image v
Base image resource name ~

Range rectangle resource name v

Output

Rectangle resource name ~

Select the output rectangle resource.

Execute

Figure 7-36. "Selection algorithm" window

Each of the following subsections describes the operation procedure with each
item in the Selection algorithm drop-down list specified when executing "Selection
algorithm" in the state shown in "Figure 7-37. Before executing "Selection algorithm."
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Input Output Editimage Filter Tool Settings View WinActorEye - x

Image resource Rectangle resource
Input Output Edit Edit

No. Image resource Size magetype  Usermemo  No. Rectangle res Number of rectangles Rectangleinf  User memo
1 ImageRescurce 473 x 471 RGB 1 from 5 [198,348,80,7¢

Image resource

WorkFolder: C:\EyeSample Zoom level: 100%

Figure 7-37. Before executing "Selection algorithm”
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7.8.1 Center of image
"Center of image" is to select rectangle information whose center of the rectangle is
closest to the center of a specified image resource. This is useful when a target of
mouse action is near the center of a captured image.
Figure 7-38 shows the "Selection algorithm" window when "Center of image" is
selected.

Selection algorithm v X
Input -
® Rectangle resource name v
Selection algorithm |Center of Image v
@ Base image resource name v

Range rectangle resource name -

-Output

@ Rectangle resource name e

@ Select the output rectangle resource,

Execute @

Figure 7-38. "Selection algorithm" window (Center of image)

The operation procedure when "Center of image" is selected is as follows.
@ Specify a rectangle resource for executing "Selection algorithm."

@ Specify a base image resource.

@ Specify a resource name for which rectangle information is to be output.
)

Check the box to set the registered rectangle resource to the selected state.
(The resource will be displayed in the image input area.)

©@

Click the button to execute and register the output rectangle information in the
"Rectangle resource" pane based on the settings made in @ to @.
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Figure 7-39 shows the example of executing "Selection algorithm" with "Center of
image" selected. The rectangle information in the center of the five pieces of

rectangle information arranged in a cross is selected.

Input Qutput Editimage Filter Tool Settings View

WinActorEye

Image resource
Input Output Edit
Size User memo

473 x 47

No. Image resource
1 ImageResource

Image type

RGB

Image resource

WorkFolder: C:\EyeSample

Rectangle resource

Edit

No. Rectangleres Number of rectangles
1 from 5

2 to 1

Rectangle inf.  User memo
[198,348,80,7¢

[168,166,140,1

Zoom level: 100%

Figure 7-39. Example of executing "Selection algorithm™ (Center of image)
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7.8.2 Uppermost/Lowermost/Leftmost/Rightmost

"Uppermost,” "Lowermost," "Leftmost," or "Rightmost" is to select rectangle
information that exists at the uppermost, lowermost, leftmost, or rightmost of the
rectangle information held by a rectangle resource. This is useful when a target of
mouse action is on the edge of a captured image.

Figure 7-40 shows the "Selection algorithm" window when "Uppermost" is selected.
The input items in the window will be the same when "Lowermost," "Leftmost,” or
"Rightmost" is selected.

Selection algorithm v X
Input
® Rectangle resource name v
Selection algorithm |Uppermost v
5356’ image resource name v
Range rectangle resource name v
Output
® Rectangle resource name v

@ [w] Select the output rectangle resource.

Execute @

Figure 7-40. "Selection algorithm" window (Uppermost)

The operation procedure when "Uppermost” is selected is as follows. The same
operation procedure applies when "Lowermost," "Leftmost," or "Rightmost" is
selected.

@ Specify a rectangle resource for executing "Selection algorithm."

@ Specify a resource name for which rectangle information is to be output.

@ Check the box to set the registered rectangle resource to the selected state.
(The resource will be displayed in the image input area.)

@ Click the button to execute and register the output rectangle information in the
"Rectangle resource" pane based on the settings made in @ to @.
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Figure 7-41 shows an example of executing "Selection algorithm" with "Uppermost"

selected. The rectangle information at the uppermost of the five pieces of rectangle
information arranged in a cross is selected.

Input Output Editimage Filter Tool Settings View

WinActorEye O X

Image resource Rectangle resource

Input Output Edit

Edit
No. Image resource Size mage type User memo No. Rectangleres Number of rectangles Rectangleinf User memo
1 ImageResource 473 x 471 RGB 1 from 5 [198,348,80,7¢
2 to 1 [198,45,80,79,

Image resource

WorkFolder: C:\EyeSample Zoom level: 100%

Figure 7-41. Example of executing "Selection algorithm™ (Uppermost)
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7.8.3 Largest/Smallest
"Largest" or "Smallest" is to select rectangle information with the largest or the
smallest area in the rectangle information held by a rectangle resource. This is useful
when a target of mouse action is the largest or the smallest area in a captured image.
Figure 7-42 shows the "Selection algorithm" window when "Largest" is selected.
The input items in the window will be the same when "Smallest" is selected.

Selection algorithm v X
Input
® Rectangle resource name ~
Selection algorithm | Largest ~
Base image resource name v
Range rectangle resource name v
Output
@Rectangle resource name A

® [V] Select the output rectangle resource.

Execute @

Figure 7-42. "Selection algorithm" window (Largest)

The operation procedure when "Largest" is selected is as follows. The same
operation procedure applies when "Smallest" is selected.

@ Specify a rectangle resource for executing "Selection algorithm."
@ Specify a resource name for which rectangle information is to be output.

@ Check the box to set the registered rectangle resource to the selected state.
(The resource will be displayed in the image input area.)

@ Click the button to execute and register the output rectangle information in the
"Rectangle resource" pane based on the settings made in @ to @.
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Figure 7-43 shows an example of executing "Selection algorithm" with "Largest"
selected. The rectangle information with the largest area in the five pieces of
rectangle information arranged in a cross is selected.

Input Output Editimage Filter Tool Settings View WinActorEye = O X

Image resource Rectangle resource
Input Output Edit Edit
No. Image resource Size Image type User memo No. Rectangle res Number of rectangles Rectangle inf  User memo
1 ImageResource 473 x 471 RGB 1 from 5 [198,348,80,7¢
to 1 [168,166,140,1

Image resource

WorkFolder: C:\EyeSample Zoom level: 100%

Figure 7-43. Example of executing "Selection algorithm" (Largest)
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7.8.4 Rectangles within range

"Rectangles within range" is to select rectangle information existing in a range
specified by a rectangle resource for specifying a range. Unlike "7.8.1 Center of
image," "7.8.2 Uppermost/Lowermost/Leftmost/Rightmost," and "7.8.3
Largest/Smallest," all rectangle information existing in the specified range will be
selected. This is useful when there are multiple targets for mouse action within a
specific range.

Figure 7-44 shows the "Selection algorithm" window when "Rectangles within range"
is selected.

Selection algorithm v X

Input
@ Rectangle resource name &
Selection algorithm |Rectangles within range v

resource name ~

® Range rectangle resource name v

Output

@Rectangle resource name v

@ [V] Select the output rectangle resource.

Execute ®

Figure 7-44. "Selection algorithm" window (Rectangles within range)

The operation procedure when "Rectangles within range" is selected is as follows.
@ Specify a rectangle resource for executing "Selection algorithm."

@ Specify a rectangle resource for specifying a range. Figure 7-45 shows an
example of registering a rectangle resource with three pieces of rectangle
information vertically enclosed. For how to register a rectangle resource on the
main window, see "3.3.2 Registering a rectangle resource."

@)

Specify a resource name for which the rectangle information is to be output.

@ Check the box to set the registered rectangle resource to the selected state.
(The resource will be displayed in the image input area.)

® Click the button to execute and register the output rectangle information in the
"Rectangle resource" pane based on the settings made in @ to @.
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Input Output Editimage Filter Tool Settings View WinActorEye o x
Image resource Rectangle resource v X
nput  Output  Edit Edit

No. Image resource Size magetype  Usermemdy,  No. Rectangleres Number of rectangles Rectangleinf  User memo
1 ImageResource 473 x 471 RGB 1 from 5 198,348 80,7¢

WorkFolder. CAEyeSample Zoom level: 100%

Figure 7-45. Registering a rectangle resource for specifying a range

Figure 7-46 shows an example of executing "Selection algorithm" with "Rectangles
within range" selected. The three pieces of rectangle information arranged vertically
in the five pieces of rectangle information arranged in a cross are selected.

Input Output Editimage Filter Tool Settings View WinActorEye - O x

Image resource Rectangle resource - X
Input Output Edit Edit
No.  Image resource Size mage type  User No. Rectangleres Numberof rectangles Rectangleinf  User memo
1 ImageResource 473 x 471 RGB 1 from
MAIN
Image resource
WorkFolder: C:\EyeSample Zoom level: 100%

Figure 7-46. Example of executing "Selection algorithm" (Rectangles within range)
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7.9 Extract coordinates from rectangle

"Extract coordinates from rectangle" is a function to extract coordinates of a
specified extraction location in a specified rectangle resource and register the
coordinate information in the "Coordinate resource" pane as shown in Figure 7-47.

This is a required function for mouse actions to be performed when creating a
WinActorEye macro as it is necessary to pass the coordinate information to WinActor
as shown in "Figure 2-1. Relationship diagram between WinActorEye and WinActor.
Relationship diagram between WinActorEye and WinActor."

Coordinate resource
Edit

No. Coordinate resource name Number Information of coordinates
1 MAIN

l Extract the coordinate resource.

I submit

Coordinate resource
Edit

No. Coordinate resource name Number Information of coordinates

Figure 7-47. Extracting coordinates from the rectangle
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Click "Extract coordinates from rectangle" in the "Filter" menu to display the
"Extract coordinates from rectangle" window shown in Figure 7-48.

Extract coordinates from rectangle v X
-Input
® Rectangle resource name -
® Extraction point |Center v
-Output
@ Coordinate resource name 2o

@ Select the output coordinate resource.

Execute @

Figure 7-48. "Extract coordinates from rectangle" window

The operation procedure of the "Extract coordinates from rectangle" window is as
follows.

@ Specify an input rectangle resource name.

@ Select an extraction point you want to extract coordinates from the rectangle
information. For the selection items in the drop-down list of the extraction point
field, see "Table 7-3. List of rectangle coordinates extraction points."

@ Specify an output coordinate resource name.

@ Check the box to set the registered coordinate resource to the selected state.
(The resource will be displayed in the image input area.)

® Click the button to extract the coordinates and register the coordinate resource
based on the settings made in ) to @.
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Table 7-3. List of rectangle coordinates extraction points

No. | Selection item Rectangle coordinates extraction point
1 Center Extracts coordinates of the center of a rectangle.
* If the center coordinates include a decimal point, the value
with decimals truncated will be the extraction result.
(Example: 14.5 -> 14)
2 Upper left Extracts coordinates of the upper left corner of a rectangle.
3 Lower left Extracts coordinates of the lower left corner of a rectangle.
4 Upper right Extracts coordinates of the upper right corner of a rectangle.
5 Lower right Extracts coordinates of the lower right corner of a rectangle.
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8 Tool

8.1 Tool menu

The Tool menu has functions for processing an image using various resources of
WinActorEye.

Click "Tool" on the menu bar to display its functions as shown in "Figure 8-1. Tool
menu" below.

hpui Quipui Bk

Ko, mage resoure Size Iege tape Lser mema
[F] Fii b the presdew windos
WTISQE MESDORDE  Fetang b reto e [f W0 FeshOn = TR _Ir-g-r-murn-
WarkRxkfen

Tipwyiw sl 1 100

Figure 8-1. Tool menu

Table 8-1. Tool menu

No. Function Description
1 OCR tool Displays the "OCR tool" window.
For details, see "8.2 OCR tool."
2 Color picker tool Displays the "Color picker tool" window.
For details, see "8.3 Color picker tool."
3 Barcode tool Displays the "Barcode tool" window.
For details, see "8.4 Barcode tool."
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8.2 OCR tool
"OCR tool" is a function that calls an external OCR tool and gets character
information and its rectangle information from an image. Click "OCR tool" in the "Tool"
menu shown in Figure 8-1 to display the "OCR tool" window.

OCR tool v X

-Input

® OCR selection |Microsoft OCR v
Image resource name N

Adjust image type (bit depth)

Language |OS's first preferred language v
Unit of character extraction ® Row*Column () Letters*Words
-Output
Rectangle resource name -
Output destination |Clipboard -

Timeout | 10000 5] ms

Execute

Figure 8-2. "OCR tool" window

The external OCR tool that can be selected with "OCR tool" is as follows.

Table 8-2. Selectable external OCR tool

No. External OCR tool Description

1 Microsoft OCR For details, see "8.2.1 Microsoft OCR."
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8.2.1 Microsoft OCR
Microsoft OCR is available. Note that WinActorEye does not guarantee the
operation because the character extraction accuracy and the accuracy of the
rectangle information about the character position depend on Microsoft OCR.
Therefore, this function is provided as a sample.
For specific usage examples, see "WinActorEye Scenario Creation Manual."
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8.2.1.1 "OCR tool" window operation procedure
The operation procedure of the "OCR tool" window is as follows.

OCR tool v X

-Input
OCR selection |Microsoft OCR -
@ Image resource name
(2) ¥ Adjust image type (bit depth)
@ Language |OS's first preferred language v

@Unit of character extraction ® Row*Column ) Letters-Words

Output
@ Rectangle resource name

@Output destination | Clipboard -

@Timeout 10,000 E ms

Execute

Figure 8-3. "OCR tool" window
@ Specify an input image resource name. Characters and character position
information will be acquired for the image specified here.
@ Check the box to adjust the image type (bit depth) automatically.

@ Set the language of characters to be acquired by OCR. The descriptions in
Table 8-3 are for reference only and may not apply in some cases.

Table 8-3. Output language

No. Selection item Description

1 | OS's first preferred | The language with the highest priority in the language
language settings of Windows will be the output language of OCR.

2 English English will be the output language of OCR.

3 Japanese Japanese will be the output language of OCR.

* There are conditions for the specified language setting to be valid. See
"8.2.1.2 Windows language settings and Microsoft OCR language."

* When the output language of OCR is English, the characters arranged
vertically will not be detected.
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@ Select the OCR character extraction unit. The descriptions in Table 8-4 are for
reference only and may not apply in some cases.

Table 8-4. Character extraction unit

No. | Selection item Description

1 Row-Column A character string that is grouped vertically or horizontally
will be extracted.

2 Letters-Words One character for Japanese and a grouped character string
for English and numbers will be extracted.

® Specify an output rectangle resource name. The coordinate information of the
rectangle surrounding each character or character string will be output to the
rectangle resource specified here.

® Select an output destination of the character data extracted from the image.

Table 8-5. Character data output destination

No. | Selection item Description

1 Clipboard Character data will be output to the clipboard.

For example, after running this tool, you can display the
output characters by selecting [Edit] > [Paste] in Notepad.

It will be the character data with line breaks in the unit of
extracted characters and character strings.

@ Set the timeout value. If the processing takes longer than the time specified
here, the processing will be canceled.

Click the button to extract the character information from the specified image
and output the coordinate information surrounding the character to the
specified rectangle resource based on the settings made in @ to @.

8.2.1.2 Windows language settings and Microsoft OCR language

The following describes the case of Windows 10 English (United States) version as
an example.

If "Japanese" in Table 8-3 is selected and the Japanese language pack is not
installed, the setting will be invalid (it will be processed in the OS first preferred
language). To use "Japanese" as the language for Microsoft OCR, install the
Japanese language pack in advance.

When "OS first preferred language" in Table is selected, if English (United States)
and Japanese are listed as the language settings in Windows, the language at the
top of the list will be the OCR output language.

For the actual operation of the Windows language settings, see the Windows
manual.
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8.3 Color picker tool
"Color picker tool" is a function for getting color information from specified
coordinates on an image. This is used when registering a color resource required for
the function that inputs color information.
Click "Color picker tool" in the "Tool" menu (Figure 8-1) to display the "Color picker
tool" window.

Color picker tool v X
-Input
® Image resource name -
® Coordinate resource name -
Output
@ Color resource name -

Execute @

Figure 8-4. "Color picker tool" window

@ Specify an input image resource name.

@ Specify an input coordinate resource name. Color information will be extracted
based on the coordinate information specified here.

@ Specify an output color resource name. The extracted color information will be
output to the color resource specified here.

@ Click the button to extract the color information from the specified position of the
specified image and output as a color resource based on the settings made in O

to Q.
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8.4 Barcode tool
"Barcode tool" provides a function to use ZXing, which reads and writes a QR code
or barcode.
The accuracy of reading and writing a QR code or barcode and the conformance to
standards such as ISO or JIS depend on ZXing.
Click "Barcode tool" in the "Tool" menu (Figure 8-1) to display the "Barcode tool"

window.
Barcode tool v X
Mode of execution |Read ® =
-Input
Image resource name Y.
-Output
Output destination |Clipboard v

Timeout 10,000 E ms

Execute

Figure 8-5. "Barcode tool" window

You can switch between "Read" and "Write" by clicking @ in Figure 8-5.
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Table 8-6. Supported QR codes and barcodes

QR codes and barcodes that can be read or written are as follows. When using a
QR code or barcode written with this tool, make sure that it can be read correctly with
this tool before using it.

Type Available characters Number of Remarks
characters
QR code (*1)(*3) (*1) You can specify
a character
encoding when
writing
Barcode | EAN-8 Numbers (0 to 9) only 8 (*2)
EAN-13 Numbers (0 to 9) only 13 (*2)
ITF Numbers (0 to 9) only Up to 80, -
Even number
CODE39 ASCII characters (*3) Upto80(*4) | -
CODE93 ASCII characters (*3) Upto 80 (*5) |-
CODE128 | ASCII characters (*3) Up to 80 -
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(*1) Use within the range that does not cause an error with this tool.

(*2) For the first digit (right end), the function to automatically calculate and replace
check digits is available when writing.

(*3) Control characters (0x00 to 0x1F, 0x7F) cannot be used.

(*4) This is the upper limit for strings consisting only of numbers (0 to 9), alphabets
(A to Z), and symbols (-, ., SP). If you use ASCII characters other than the
above, the upper limit will be lower.

(*5) This is the upper limit for strings consisting only of numbers (0 to 9), alphabets
(Ato Z), and symbols (-, ., SP, $, /, +, %). If you use ASCII characters other
than the above, the upper limit will be lower.




8.4.1 Read

The operation procedure is as follows. To read, select "Read" in ) on the window
shown in Figure 8-5.

Barcode tool v X
Mode of execution Read -
Input -
@ Image resource name Y
-Output -
@ Output destination |Clipboard v

Execute @

Figure 8-6. "Barcode tool" window (Read)

@ Specify an input image resource name. Character data will be read from a QR
code or barcode for the image specified here.

@ Select an output destination of the character data extracted from the image.

Table 8-7. Character data output destination

No.

Selection item Description

Clipboard Character data will be output to the clipboard.
For example, after running this tool, you can display the
output characters by selecting [Edit] > [Paste] in Notepad.

@ Set the timeout value. If the processing takes longer than the time specified
here, the processing will be canceled.

@ Click the button to output the character data from the specified image to the
destination specified in @ based on the settings made in @ to @.
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8.4.2 Wirite

To write a QR code or barcode, select "Write" in D on the window shown in Figure
8-5. Next, select "QRcode" or "Barcode" in D on the window shown in Figure 8-7.

Barcode tool v X
Mode of execution \Wn’te =
~Input
® Barcode selection \LQRcode v|
Level of error correction !L:7% v | Character encoding !»UTF~8 | v“
Type EAN-8 v W/ Calculate check digits automatically.
Data \
~Output
Image resource name ‘ -
Timeout ‘ 10,000 E ms
Execute

Figure 8-7. "Barcode tool" window (Write)
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8.4.2.1 QR code

The operation procedure is as follows. To write a QR code, select "QRcode" in D
on the window shown in Figure 8-7.

Barcode tool v X
Mode of execution \Write -
-Input
Barcode selection | QRcode v
®Level of error correction |L:7% '®Character encoding |UTF-8 -
Type EAN-8 v &/ Calculate check digits automatically.

® Data

-Output

@ Image resource name v

@Timeout 10,000 E ms
Execute @

Figure 8-8. "Barcode tool" window (writing a QR code)

S)

Specify a level at which data can be restored when a code cannot be read
(Level of error correction). The larger the number, the more data can be
restored, but the amount of data will increase accordingly.

Specify a character encoding of the QR code.

Specify data to make the QR code. For valid input values, see Table 8-6.

Specify "Image resource name" to which the QR code will be output.

@ ® © ©

Set the timeout value. If the processing takes longer than the time specified
here, the processing will be canceled.

©)

Click the button to output the QR code to the image resource specified in @
based on the settings made in @ to &.
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8.4.2.2 Barcode

The operation procedure is as follows. To write a barcode, select "Barcode" in (D
on the window shown in Figure 8-7.

Barcode tool v X
Mode of execution | Write -
-Input
Barcode selection |Barcode -
Level of error correction | L:7% ¥ | Character encoding |UTF-8 v
@ Type EAN-8 ' Calculate check digits automatically.

-Output

@ Image resource name v

@Timeout 10,000 E ms
Execute @

Figure 8-9. "Barcode tool" window (writing a barcode)

S)

Specify a type of the barcode to be created.

@ For data entered in ), specify whether to use the function that automatically
calculates and replaces check digits. For the types that can use this function,
see Table 8-6.

@ Specify data to make the barcode. For the data that can be specified, see
Table 8-6.

®

Specify "Image resource name" to which the barcode will be output.

® Set the timeout value. If the processing takes longer than the time specified
here, the processing will be canceled.

® Click the button to output the barcode to the image resource specified in @
based on the settings made in @ to ®.
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9 Settings

9.1 Settings menu
The Settings menu has functions for setting a background color of the image input
area and for clearing resources.
Click "Settings" on the menu bar to display its functions as shown in “Figure 9-1.
Settings menu" below.

(K] hpit Outpnt Edtimags Fher Todl Vi Winktarkge - 8 x

Wpat Duipat Bkt
K. WTuage resfaine S Frvemge tape LEer meima
[f] Fit b e presview windos
Figure 9-1. Settings menu
Table 9-1. Settings menu
No. Function Description
1 Specify background color | Displays the "Specify background color" window.
For details, see "9.2 Specify background color."
2 Clear all resources Clears all registered resources.
For details, see "9.3 Clear all resources."
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9.2 Specify background color
"Specify background color" is a function to specify a background color of the image
input area of WinActorEye.
The elements of the window for specifying a background color are as shown in
"Figure 9-2. Window for specifying a background color."

Color X
Basic colors: ®

_EmmEal Eml B B
M TR . N
BN B B B B B
NN NENNMN

:
q
-
:
1
:
:

171

| |- -

Define Custom Colors >> ® |

‘W@ )_I Can ce@

Figure 9-2. Window for specifying a background color

Table 9-2. Window elements for specifying a background color

No. Element Description

Q) Basic colors Specify a background color from the color palette.
®@ Custom colors Displays colors added by Define Custom Colors.
©) Define Custom Colors | You can create new custom colors.

@ | OK Confirms your edit.

® | Cancel Cancels your edit.
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To create a new color, click the Define Custom Colors button and specify the hue,

saturation, luminosity, red, green, and blue.

Color

Basic colors:

EERENET
RERNT]
REENTT
EEEENN
EREET]
AEENEN

om colors:

CHCIS

EERENT
THERENET

171
171
171
171
[l
[HiL]
[l

OK l Cancel |

[—®Hue: W Red: |'1'97@
@ Sat: ,0_ Green: W@
ColorlSoli@ Lum: [T81 Blue: W@

Add to Custom Colors (7) I

Figure 9-3. Creating a new custom color

Table 9-3. Elements to define a custom color

No. Element Description
) Hue Adjust the hue of a color in the range of 0 to 239.
@) Sat Adjust the saturation of a color in the range of 0 to 240.
©) Lum Adjust the luminosity of a color in the range of 0 to 240.
@ Red Specify a value for Red in the range of 0 to 255.
® Green Specify a value for Green in the range of 0 to 255.
® Blue Specify a value for Blue in the range of 0 to 255.
@ Add to Custom Adds the created custom color to the display of custom
Colors colors.
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9.3 Clear all resources

"Clear all resources" is a function to clear all resource information registered in
WinActorEye.
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10 View

10.1 View menu
The View menu has functions to display each pane.
Click "View" on the menu bar to display its functions as shown in "Figure 10-1.
View menu" below.

(K] put Outpt Edtimage Fhter Tool Sebtings WinkctorEye - 0 x
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Figure 10-1. View menu
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Table 10-1. View menu

Function Description
WinActorEye edit macro | Displays the "Edit macro" pane.
For details, see " WinActorEye edit macro."
Image resource Displays the "Image resource" pane.
For details, see" 10.3 Image resource."
Rectangle resource Displays the "Rectangle resource" pane.
For details, see "10.4 Rectangle resource."
Coordinate resource Displays the "Coordinate resource" pane.
For details, see "10.5 Coordinate resource."
Color resource Displays the "Color resource" pane.
For details, see "10.6 Color resource."
Preview Displays the “Preview” pane.
For details, see “10.7 Preview.”
Save current layout Saves the current layout
Restore layout Restores the saved layout.
Restore initial layout Restores the default layout.
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10.2 WinActorEye edit macro
"WinActorEye edit macro" has functions for editing a macro of WinActorEye.
Click "WinActorEye edit macro" in the "View" menu or click the "Edit macro" tab in
the resource area to display the "Edit macro" pane.
The items of the "Edit macro" pane are as shown in "Figure 10-2. 'Edit macro'
pane."

Edit macro - X
Create Edit Run Record
A o 2 @

I No. Command Parameters Error/Warning User memo I

Figure 10-2. "Edit macro™ pane

The recorded macro operations will be displayed in the macro area.

Table 10-2. Items in the macro area

No. Item Description
No. This will be automatically assigned.

2 Command Displays commands. It will be set automatically during macro
recording.

3 Parameters Displays parameters. It will be set automatically during macro
recording.

4 Error/Warning Displays warnings during macro recording or errors when
running a macro.

5 User memo It can be used as a memo field when performing maintenance.
You can edit a memo by double-clicking or pressing the ‘F2’
key with the User memo field selected.

It is blank in the initial state.

For details on the "WinActorEye edit macro" functions, see "11 Macro."
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10.3 Image resource
"Image resource" is a function to display image data and image information input
by the Input function.
Click "Image resource" in the "View" menu or click the "Image resource" tab in the
resource area to display the "Image resource" pane.

The items of the "Image resource" pane are as shown in "Figure 10-3. "Image
resource" pane."

Image resource T X

Input Output Edit

I No Image resource name Size Image type User memo I

Figure 10-3. "Image resource" pane

The registered resource information will be displayed in the image resource area.

Table 10-3. Items in the image resource area

No. Item Description

1 No. Registered image resources are numbered from "1" in
chronological order. It will be automatically assigned.

2 Image resource name | Displays registered image resource names.

You can edit a name by double-clicking or pressing the
‘F2’ key with the Image resource name field selected.

3 Size Displays image size (width x height).

Image type "RGB" (color, no transparency), "RGB/A" (color,
transparency), "GRAY" (black and white), or "W/B"
(white/black) type will be automatically identified and set
as the image type. If there is no applicable type,
"Unknown" will be displayed.

5 User memo It can be used as a memo field when performing
maintenance.

You can edit a memo by double-clicking or pressing the
‘F2’ key with the User memo field selected.

It is blank in the initial state.
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On the menu bar, there are menus for executing each function.
You can input an image from a file, the clipboard, or by a snapshot using the "Input"
menu.

Image resource

Input image

Snapshot

Qutput  Edit

Size Image type User memo

Figure 10-4. "Image resource" pane (Input menu)

Table 10-4. Image resource (Input menu)

No. Function Description

1 Input image Inputs an image from a file or the clipboard.
For details, see "4.2 Input image."

2 Snapshot Inputs an image using a snapshot.
For details, see "4.3 Snapshot."
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You can output an image using the "Output" menu.

Input

Image resource

Edit
Image type

User memo

No. Size
e | eeessmwa

Figure 10-5. "Image resource” pane (Output menu)

For details on the "Output image" function, see "5.2 Output image."
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You can copy registered image resources or delete unnecessary parts by using the

"Edit" menu.

Image
Input
No.

resource

Output

Copy Ctrl+C
Paste Ctrl+V
Delete Delete

Clear

Size

Image type
RGB/A

User memo

Figure 10-6. "Image resource" pane (Edit menu)

Table 10-5. Image resource (Edit menu)

No.

Function

Keyboard

Description

Copy

‘Ctrl’ + °'C’ key

Copies selected resources.

Paste

‘Ctrl’ + 'V’ key

Pastes copied resources.

If a copied image resource name already exists
when pasting, the image resource name will be
registered with the copied image resource name
with "_copy_" and a number at the end.
Example) Copied image resource name_copy_1
If the numbers are duplicated, the resource name
will be registered with the number moved up by 1.
Example) Copied image resource name_copy_2

Delete

‘Delete’ key

Deletes selected resources.

Clear

Clears all registered resources.
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10.4 Rectangle resource

The "Rectangle resource" pane displays registered rectangle resources.

Click "Rectangle resource" in the "View" menu or click the "Rectangle resource"
tab in the resource area to display the "Rectangle resource" pane.

A rectangle resource will be registered by executing the "7.4 Detect rectangles”
function or by using methods such as dragging the mouse over a target on an image
resource displayed in the image input area.

The rectangle information created by dragging (x-coordinate at the upper left of the
rectangle [x], y-coordinate at the upper left of the rectangle [y], width of the rectangle
[w], height of the rectangle [h], angle of the rectangle [a]) will all be registered on the
rectangle resource named "MAIN." The user memo and rectangle information of
"MAIN" cannot be edited.

The items in the "Rectangle resource" pane are as shown in "Figure 10-7.
"Rectangle resource" pane

Rectangle resource - X

Edit

I No. Rectangle resource name Number of rectangles Rectangle information User memo I
1 MAIN 1 [278,248,69,34,0]

Figure 10-7. "Rectangle resource" pane

The registered resource information will be displayed in the rectangle resource

area.
Table 10-6. Items in the rectangle resource area
No. Item Description
1 No. Registered rectangle resources are numbered from "1" in
chronological order. It will be automatically assigned.
2 Rectangle resource Displays registered rectangle resource names.
name You can edit a name by double-clicking or pressing the

‘F2’ key with the Rectangle resource name field selected.

3 Number of rectangles Displays the number of rectangles detected.
If the number of rectangles is zero, it will be blank.

4 Rectangle information Displays detected rectangle information.

Displays [x,y,w,h,a] for the information on one rectangle.
Example) [10,20,50,60,0]

For the information on multiple rectangles, displays the
information by separating with ",".

Example)
[10,20,50,60,70],[20,30,40,50,60],[30,40,50,60,70]

If there is no rectangle information, it will be blank.

5 User memo It can be used as a memo field when performing
maintenance.

You can edit a memo by double-clicking or pressing the
‘F2’ key with the User memo field selected.

It is blank in the initial state.
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You can copy registered rectangle resources, delete unnecessary parts, or call the
"Edit rectangle resource" window by using the "Edit" menu.

Rectangle resource - X
. jme Number of rectangles Rectangle information User memo
Copy Ctrl+C 1 [278.248,69.340]
Paste Ctrl+V
Delete Delete
Clear
Edit/View rectangle resource Enter
Figure 10-8. "Rectangle resource" pane (Edit menu)
Table 10-7. Rectangle resource (Edit menu)
No. Function Keyboard Description
Copy ‘Ctrl’ + ‘C’ key Copies selected resources.
2 Paste ‘Ctrl’ + V' key Pastes copied resources.
If a copied rectangle resource name already
exists when pasting, the rectangle resource
name will be registered with the copied rectangle
resource name with "_copy_" and a number at
the end.
Example) Copied rectangle resource
name_copy_1
If the numbers are duplicated, the resource name
will be registered with the number moved up by 1.
Example) Copied rectangle resource
name_copy 2
3 Delete ‘Delete’ key Deletes selected resources.
"MAIN" cannot be deleted.
Clear Clears all registered resources.
5 Edit/View ‘Enter’ key Shows a selected resource in the "Edit rectangle
rectanal resource" window.
eclangle When "MAIN" is selected, the "View rectangle
resource resource" window will be displayed. You cannot
edit the resource in this window.
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In the "Edit rectangle resource" window, you can edit parameters of "Rectangle
resource name," "User memo," and "Rectangle information" for the selected
rectangle resource.

(%) Edit rectangle resource X

(D Rectangle resource name | Detect rectangles
® User memo | memo ...

Parameter = Add above Add below D@e

© Rectangle information
[75,299,471,217,0]
[75,148,471,140,0]
[322,26,204,26,0]
[71,26,247,26,0]

OK @ Cancel

Figure 10-9. "Edit rectangle resource" window
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Table 10-8. "Edit rectangle resource"” window elements

Element

Description

Rectangle resource name

Shows the registered rectangle resource name.
You can edit it by clicking its input field.

User memo

Shows the registered user memo.

It can be used as a memo field when performing
maintenance.

You can edit it by clicking its input field.

Add above

Adds [x,y,w,h,a] above the selected rectangle
information with all Os ([0,0,0,0,0]).
If not selected, it will be added at the top.

Add below

Adds [x,y,w,h,a] below the selected rectangle
information with all Os ([0,0,0,0,0]).
If not selected, it will be added at the bottom.

Delete

Deletes the selected rectangle information.

@@

Rectangle information

Shows the rectangle information being edited.

You can edit the information by double-clicking or
pressing the ‘F2’ key with the rectangle information
selected.

If it is not in [x,y,w,h,a] format, it returns to the
previous value.

OK

Confirms your edit.

@

Cancel

Cancels your edit.
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10.5 Coordinate resource

The "Coordinate resource" pane displays registered coordinate resources. Click
"Coordinate resource" in the "View" menu or click the "Coordinate resource" tab in
the resource area to display the "Coordinate resource" pane. A coordinate resource
will be registered by executing the "7.9 Extract coordinates from rectangle" function
or by using methods such as clicking a target on an image resource displayed in the
image input area.

The coordinate information created by clicking (center coordinate of "o" displayed
in the image input area: x-coordinate [x], y-coordinate [y]) will all be registered on the
coordinate resource named "MAIN." The user memo and coordinate information of
"MAIN" cannot be edited.

The items in the "Coordinate resource" pane are as shown in "Figure 10-10.
"Coordinate resource" pane"

Coordinate resource

Edit

| no Coordinate resource name Number of coordinates Information of coordinates User memo |
1 MAIN
2 Coordinate resource output 1 [320,267]

Figure 10-10. "Coordinate resource" pane

The registered resource information will be displayed in the coordinate resource

area.
Table 10-9. Items in the coordinate resource area
No. ltem Description
1 No. Registered coordinate resources are numbered from "1"
in chronological order. It will be automatically assigned.
2 Coordinate resource Displays registered coordinate resource names.
name You can edi? a name by do_uble-clicking or pressing _the
‘F2° key with the Coordinate resource name field
selected.
3 Number of coordinates Displays the number of coordinates.
4 Information of Displays detected information of coordinates.

Displays [x,y] for the information on one coordinates.
Example) [10,20]

For the information on multiple coordinates, displays the
information by separating with ",".

Example) [10,20],[20,30],[30,40],[40,50]

If there is no information of coordinates, it will be blank.

coordinates

5 User memo It can be used as a memo field when performing
maintenance.

You can edit a memo by double-clicking or pressing the
‘F2’ key with the User memo field selected.

It is blank in the initial state.
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You can copy registered coordinate resources, delete unnecessary parts, or call
the "Edit coordinate resource" window by using the "Edit" menu.

Coordinate resource

Copy
Paste
Delete
Clear

Edit/Vi

Ctrl+C
CtrlsV

Delete

ew coordinate resource Enter

name Number of coordinates Information of coordinates User memo

Figure 10-11. "Coordinate resource" pane (Edit menu)

Table 10-10. Coordinate resource (Edit menu)

No. Function Keyboard Description
Copy ‘Ctrl’ + ‘C’ key | Copies selected resources.
2 Paste ‘Ctrl’ + 'V key | Pastes copied resources.
If a copied coordinate resource name already exists
when pasting, the coordinate resource name will be
registered with the copied coordinate resource name
with " _copy " and a number at the end.
Example) Copied coordinate resource hame_copy_1
If the numbers are duplicated, the resource name will
be registered with the number moved up by 1.
Example) Copied coordinate resource hame_copy 2
3 Delete ‘Delete’ key Deletes selected resources.
"MAIN" cannot be deleted.
Clear Clears all registered resources.
5 Edit’View | ‘Enter key Shows a selected resource in the "Edit coordinate
Coordinate resource" wmdov_v. _ .
When "MAIN" is selected, the "View coordinate
Resource resource" window will be displayed. You cannot edit
the resource in this window.
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In the "Edit coordinate resource" window, you can edit parameters of "Coordinate
resource name," "User memo," and "Information of coordinates" for the selected
coordinate resource.

(%) Edit coordinate resource X

G)Coordinate resource name | Coordinatel

®User memo | memo ..

) @ ®

Parameter = Add above Add below Delete

@ Information of coordinates
[310,407)
[310,218)
[424,39]
[194,39]

OK ® Cancel .

Figure 10-12. "Edit coordinate resource" window
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Table 10-11. "Edit coordinate resource" window elements

Element

Description

Coordinate resource name

Shows the registered coordinate resource name.
You can edit it by clicking its input field.

User memo

Shows the registered user memo.

It can be used as a memo field when performing
maintenance.

You can edit it by clicking its input field.

Add above

Adds [x,y] above the selected -coordinate
information with all Os ([0,0]).
If not selected, it will be added at the top.

Add below

Adds [x,y] below the selected coordinate
information with all Os ([0,0]).
If not selected, it will be added at the bottom.

Delete

Deletes the selected coordinate information.

@@

Information of coordinates

Shows the information of coordinates being
edited.

You can edit the information by double-clicking or
pressing the ‘F2° key with the coordinate
information selected.

If it is not in [x,y] format, it returns to the previous
value.

OK

Confirms your edit.

@

Cancel

Cancels your edit.
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10.6 Color resource

The "Color resource" pane displays color resources and allows you to edit those
resources. By specifying a color resource as an input item of "Search specified color,"
it is possible to search by specifying a color.

Click "Color resource" in the "View" menu or click the "Color resource" tab in the
resource area to display the "Color resource” pane.

The items in the "Color resource" pane are as shown in "Figure 10-13. "Color
resource" pane."

Edit

Color resource v X

| ne.

Color resource name Palette Color information [RGBA] User memo |

1 Color1 [210,200,190,255)
2 Color2 I (21,56,76,255]

Figure 10-13. "Color resource" pane

The registered resource information will be displayed in the color resource area.

Table 10-12. Items in the color resource area

No.

Item Description

No. Registered color resources are numbered from "1" in
chronological order. It will be automatically assigned.

Color resource name Displays registered color resource names.
You can edit a name by double-clicking or pressing the
‘F2’ key with the Color resource name field selected.

Palette Displays images of registered color information
[RGBA].

Color information [RGBA] | Displays detected color information in RGBA ([Red,
Green, Blue, Alpha).

You can edit information by double-clicking or pressing
the ‘F2’ key with the Color information [RGBA] field
selected.

User memo It can be used as a memo field when performing
maintenance.

You can edit a memo by double-clicking or pressing
the ‘F2’ key with the User memo field selected.

It is blank in the initial state.
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You can register new color resources, copy registered color resources, or delete
unnecessary parts by using the "Edit" menu.

Coder rescurce

I

Mo color

Copy Ll
Pasbe  Cirie'd
Chalaten Dglatn

Claar

jolor e UcE reeme

Palwtse

Color miormatos BGES Usar mamo

[____IRE

Figure 10-14. "Color resource" pane (Edit menu)

Table 10-13. Color resource (Edit menu)

No. Function Keyboard Description

1 New color Creates a new color resource.
The color information [RGBA] of the new color
resource is [0,0,0,255].
The color resource name of the new color
resource is “New color resource.”
If the “New color resource” preexists, a sequence
number is appended to the resource name.
Example) “New color resource_1”
If the resource name of the same sequence
number preexists, the sequence number will be
incremented by one.
Example) “New color resource_2”

2 Copy ‘CtrI’ + ‘'C’ key Copies selected resources.

3 Paste ‘Ctrl’ + 'V’ key Pastes copied resources.
If a copied color resource name already exists
when pasting, the color resource name will be
registered with the copied color resource name
with " _copy " and a number at the end.
Example) Copied color resource name_copy_1
If the numbers are duplicated, the resource name
will be registered with the number moved up by 1.
Example) Copied color resource name_copy 2

Delete ‘Delete’ key Deletes selected resources.
5 Clear Clears all registered resources.
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10.7 Preview
The "Preview" pane displays the input resource which is specified in the property
area of the selected function, and its resource information. Click "Preview” in the
“View” menu to display the “Preview” pane.
The items in the "Preview" pane are as shown in "Figure 10-15. "Preview " pane.

Preview -
=D ©)
—
Rectangle resource nams
Rectangle information
Uszer mamao
?. Fit to the preview window
Image resource Rectanghe resource

Figure 10-15. "Preview " pane

Table 10-14. Items in the preview area

No. Item Description
Target function name Shows the function name of the target function.
2 Main tab Displays the image, rectangle, or coordinate resource

which is specified as the input in the property area.
Maximum and minimum number of pixels on the
contour may also be displayed as rectangles of dotted
lines based on the origin of the displayed image.

3 Resource tab Shows various resource information.
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The configuration of the preview area changes according to the selected function The
items in the "Preview" area are as shown in "Table 10-15. Items in the preview area."
For details of the Main tab, see “10.7.1 Main tab.”

For details of the Resource tab, see “10.7.2 Resource tab (Image resource),” “10.7.3
Resource tab (Rectangle resource),” “10.7.4 Resource tab (Coordinate resource),”
and “10.7.5 Resource tab (Color resource).”

Table 10-15. Items in the preview area

Function name Iltems in the preview area
Output image Main tab (*)
Trim Main tab, Resource tab (Rectangle resource)
Histogram search Main tab, Resource tab (Image resource)
Detect rectangles Main tab (*)
Detect circles Main tab (*)
Search specified color Main tab, Resource tab (Color resource)
Boolean operation Main tab, Resource tab (Image resource)
Selection algorithm Main tab, Resource tab (Rectangle resource)
Extract coordinates from rectangle | Main tab, Resource tab (Rectangle resource)
OCR tool Main tab (*)
Color picker tool Main tab, Resource tab (Coordinate resource)
Barcode tool Main tab (*)

(*) The “Main tab” only is displayed. The “Resource tab” is not displayed.
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10.7.1 Main tab
The main tab displays the Image resource, the rectangle resource, the coordinate
resource, or the pixels on the contour.

Prewiew

Tnm
m e
(D Rectangle information

Uzer menmo

E Fit to the preview window

Image resource Rectangle resource

Figure 10-16 Main tab (“Rectangle resource” is specified as the input.)

Preview

Color picker tool

Coordinate resounce name
Tutorial

Coordinates information

User mizma

[+] Fit to the preview windeow

Image resource Coordinate resource

Figure 10-17 Main tab (“Coordinate resource” is specified as the input.)
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Prevview w X

Detect rectangles

[7] Fit to the preview window @ Q}Euam level: 100%

Image resource

Figure 10-18 Main tab (Pixels on the contoour are specified.)

Table 10-16. Items in the main tab

No. item Description

1 Image resource Displays the image resource specified as the
input resource.

2 Rectangle resource Shows the rectangle resource by red lines if it
is specified as the input resource.

3 Coordinate resource Shows the coordinate resource by red circles if
it is specified as the input resource.

4 Minimum number of pixels | Shows the minimum number of pixels on the

contour by dotted green lines if the minimum

on the contour number of pixels on the contour is specified.

5 Maximum number of pixels | Shows the maximum number of pixels on the
contour by dotted orange lines if the maximum
on the contour number of pixels on the contour is specified.
6 Fit to the preview window Changes zooming the displayed image.
(See “10.7.6 Fit to the preview window”)
7 Zoom level Displays the zooming level of the image.

This is displayed only if the “Fil to the preview
window” checkbox is unchecked.
(See “10.7.6 Fit to the preview window”)
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10.7.2 Resource tab (Image resource)

The resource tab (Image resource) is displayed in the right half of the preview area
when the second image resource that is specified in the property pane as the input
resource exists. The resource tab (Image resource) itself displays the second image
resource specified as the input resource.

The pixels on the contour are not displayed in the resource tab (Image resource).

Presview

Histogram search

@

o] Fit to the preview window [ ] Fit to the preview 'mm:inw@l CS:) Fowom level: 100%

|'|'I-CI-QE' neEsOUroE mage resounie

Figure 10-19 Resource tab (Image resource)

Table 10-17. Items in the resource tab (Image resource)

No. item Description

1 Image resource Displays the second image resource specified
in the property pane as the input resource.

2 Fit to the preview window Changes zooming behavior of the displayed
image.

(See “10.7.6 Fit to the preview window”)

3 Zoom level Displays the zooming level of the image.

This is displayed only if the checkbox “Fil to
the preview window” is unchecked.

(See “10.7.6 Fit to the preview window”)
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10.7.3 Resource tab (Rectangle resource)

The resource tab (Rectangle resource) is displayed in the right half of the preview
area when a rectangle resource is specified in the property pane as the input
resource. The resource tab (Rectangle resource) itself shows resource information of
the rectangle resource specified in the property pane.

Prewview

Tnm

“ F!El:..angle . @

Rectangle infarmation @

[108,5.18737.0]
Lizer me-n*c@
o] Fit to the preview window
Image resource Hectangle resource

Figure 10-20 Resource tab (Rectangle resource)

Table 10-18. Items in the resource tab (Rectangle resource)

No. item Description

1 Rectangle resource name Shows the rectangle resource name specified
as the input resource.

2 Rectangle information Shows the rectangle information of the
rectangle resource specified as the input
resource.

3 User memo Shows the user memo of the rectangle
resource specified as the input resource.
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10.7.3.1 The case two resource tabs (Rectangle resource) are displayed

If two rectangle resources are specified in the property pane as input
resource, two resource tabs (Rectangle resource) are displayed one upon the
other.

The overlapping resource tabs (Rectangle resource) can be switched by
clicking the tabs.

Both rectangle resources are displayed on the main tab, and the rectangle
resource corresponding to the selected resource tab (Rectangle resource) is
displayed in thick lines. (See “Figure 10-21 The case two resource tabs
(Rectangle resource) are displayed.”)

Prasymy = M
Selection algorithm

Baclangle rescurse name

Bactanghs wlaimaten

LMt mibing
/| Fit ba the preview window
hulprﬂmrnr Hrl:tunqlcmmt:lmﬂmzl

Switch tabs

Prasymy = M
Selection algorithm

/| Fit ba the preview window

Imuage resource | .,wﬂm H-rl:tR:mlmEl

Figure 10-21 The case two resource tabs (Rectangle resource) are displayed.
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Prewview

Cglor picker tog

(| Fit to the preview window

Image resource

10.7.4 Resource tab (Coordinate resource)

The resource tab (Coordinate resource) is displayed in the right half of the preview
area when a coordinate resource is specified in the property pane as the input
resource. The resource tab (Coordinate resource) itself shows resource information
of the coordinate resource specified in the property pane.

Coordinate resource name lﬁ_:l
AN

Coordinates -nfc'rrna'.l-:-n'@l
[185.6]
Uzer migma @

Coordinate resource

Figure 10-22 Resource tab (Coordinate resource)

Table 10-19. ltems in the resource tab (Coordinate resource)

No. item Description

1 Coordinate resource name | Shows the coordinate resource name
specified as the input resource.

2 Coordinates information Shows the coordinates information of the
coordinate resource specified as the input
resource.

3 User memo Shows the user memo of the coordinate
resource specified as the input resource.
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10.7.5 Resource tab (Color resource)

The resource tab (Color resource) is displayed in the right half of the preview area
when a color resource is specified in the property pane as the input resource. The
resource tab (Color resource) itself shows resource information of the color resource
specified in the property pane.

| Preview v X

Search specified color

Color resource narme G_:'
coler

Falette @

Color information [RGBA] (3)

[21.56,76,255]
User rr-i:rrc"gjI
if| Fit 1o the preview window
Image resounoe Color resaurce

Figure 10-23 Resource tab (Color resource)

Table 10-20. Items in the resource tab (Color resource)

No. item Description

1 Color resource name Shows the color resource name specified as the
input resource.

2 Palette Shows the color information[RGBA] image of the
color resource specified as the input resource.

3 Color information[RGBA] Shows the color information of the color resource
specified as the input resource.

4 User memo Shows the user memo of the color resource
specified as the input resource.

133




10.7.6 Fit to the preview window
Zooming in and out functions can be toggled in the main tab and in the image
resource tab with the checkbox “Fit to the preview window.”

When the checkbox “Fit to the preview window” is checked, the displayed image is

zoomed in or out to fit to the preview area keeping original image’s aspect ratio.
When the checkbox “Fit to the preview window” is unchecked, the image resource

is displayed in its original image size, and can be zoomed in and out.

Table 10-21. List of zooming in and out operations

No. Operation Function
1 ‘Ctrl’ key + Mouse wheel Zooming in or out
2 ‘Ctrl’ + *+ key Zooming in
3 ‘Ctrl ‘+ -’ key Zooming out
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11 Macro

11.1 Macro functions
You can save an operation procedure on WinActorEye to a file by using the Macro
functions. A macro of WinActorEye can be run from a scenario of WinActor.

11.2 Edit macro
"Edit macro" has functions for editing a macro of WinActorEye. Click "WinActorEye
edit macro" in the "View" menu or click the "Edit macro" tab in the resource area to

display the "Edit macro" pane.
For details of the "Edit macro" pane, see "10.2 WinActorEye edit macro."

Edit macro - X

Create Edit Run Record

L o O = @ <— Menu bar Macro area
No. Command Parameters Error/Warning / User memo

woE W -

Figure 11-1. "Edit macro" pane

On the menu bar, there are menus for executing each function. For details, see
"11.3 Menu bar."

The macro area displays a macro being edited. For details, see "11.4 Macro area."

When an editing operation is performed in the image input area of WinActorEye
with the macro recording function turned "ON," the performed operation will be
recorded in the macro area.

Use the "Create" menu to save or load a created macro.

Use the "Edit" menu to rearrange the order of operations in, change parameters of,
or delete unnecessary parts in a recorded macro.

Use the "Run" menu to check the operations of a created macro.

For details, see "11.3.1 Create" to "11.3.4 Record."

135




11.3 Menu bar

11.3.1

Create

The "Create" menu is to save or load a created macro.

Edit macro

Create

Wk W -

Run Record
Ale S OcE @
Command

Parameters

Create

B

ORI

Error/Warning User memo

Figure 11-2. "Edit macro" pane (Create menu)

Table 11-1. Create menu

No. Function Keyboard Description

@D New ‘CtrI’ + ‘N’ key Clears the macro area.

@ | Open ‘CtrI’ + ‘O’ key Loads a macro stored in a file.
The file selection window appears when clicked. In
the file selection window, select a file to be loaded.

@ | Save ‘CtrI’ + *S’” key Saves a macro in the macro area to a file.
The file selection window appears when clicked. In
the file selection window, select a file to save a
macro.
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11.3.2 Edit
Use the "Edit" menu to rearrange the order of operations in, change parameters of,

or delete unnecessary parts in a recorded macro.

Edit macro

Create

No.

[V SR

Edit

Record
WL E L J

Command

Parameters

Error/Warning User memo

Edit

vHLAYYRR

Figure 11-3. "Edit macro” pane (Edit menu)

Table 11-2. Edit menu

No. Function Keyboard Description

@D Insert ‘Insert’ key Inserts a blank row.

@ Delete ‘Delete’ key Deletes a selected operation.

® | Edit ‘Enter’ key Opens the "Edit macro item" window to edit
parameters of a selected operation.
For details, see "11.5 Edit macro item."

@ | Remove . key* Removes the error/warning for a selected

. operation.
error/warning

® Up - key* Moves the order of a selected operation
upward.

® Down ‘+’ key* Moves the order of a selected operation
downward.

@ | Undo ‘CtrI’ + °Z’ key Undoes the last edit operation.

Redo ‘CtrI’ + Y’ key Redoes the last undone edit operation.

* Can be operated only with the numeric keypad.
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11.3.3 Run
Use the "Run" menu to check the operations of a created macro.

Edit macro

Create

No.

W W

e ) )

Edit

Run

Command

rd
v

Parameters

Run

Error/Warning User memo

Figure 11-4. "Edit macro" pane (Run menu)

Table 11-3. Run menu

No. Function Keyboard Description
@ | Runall ‘F5’ key Runs all recorded macro operations.
If an error occurs, it will stop at that row.
@ Run selected Runs a selected step in a macro.
©) Step ‘F6’ key Runs a macro step by step.
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11.3.4 Record
The macro recording function can be switched "ON" and "OFF" by clicking the icon

of the "Record" menu.

Record
Edit macro U - X
Create Edit Run Record
A e S O%E| @
Record
No. Command Parameters ing User memo
-

[ R

Figure 11-5. "Edit macro” pane (Record menu)

Table 11-4. Record menu

No. Function Keyboard Description

1 Record ‘F9’ key This is to specify whether to set the macro recording.
When it is set to ON (enabled), performed operations
will be recorded in the macro area.

When it is set to OFF (disabled), performed operations
will not be recorded.
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Table 11-5. Macro recording setting and its display

No. Setting Display
1 | ON (enabled) Record
2 | OFF (disabled) Record
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11.4 Macro area

The macro area displays "No.," "Command," "Parameters," "Error/Warning," and
"User memo" for a macro. "Command" and "Parameters" are set automatically during
the macro recording. "Error/Warning" displays warnings during the macro recording or
errors when running a macro. You can write notes in "User memo." For details of the
macro area, see "Table 10-2. Items in the macro area."

In the macro area, you can perform the keyboard and mouse operations shown in
the table below.

Table 11-6. Operations in the macro area

Key Mouse Description
1 — Selects a previous operation.
l - Selects a next operation.
PageUp | — Scrolls the macro area upward.
PageDown | — Scrolls the macro area downward.
— Click Selects a clicked operation.
Enter Double-click Opens the "Edit macro item" window to edit parameters

of an operation.
For details, see "11.5 Edit macro item."

Delete — Deletes a selected operation.

Insert — Inserts a blank row.
- — Moves the order of a selected operation upward.
+ - Moves the order of a selected operation downward.

— Removes the error/warning for a selected operation.
F2 Double-click On the user memo field, double-clicking or pressing the
F2 key changes the user memo field to the edit mode.

F5 — Runs all macro operations.
F6 - Runs a macro step by step.
F9 — Turns the recording function ON/OFF.

Ctrl +Z - Undoes the last edit operation.

Ctrl +Y - Redoes the last undone edit operation.

»Can be operated only with the numeric keypad.
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11.5 Edit macro item
In the "Edit Macro Item" window, you can edit "Command name," "Error/Warning,"
"User memo," and "Parameters" for the selected operation in a macro.

(%) Edit macro item X

7N

D Command name [trim ‘

@erorwarning [
®| Remove Error/Warning ‘

@ User memo ’ memo ... ‘

® ©® ©))

Parameter | Add:bove || Add below H Delete ‘

Parameters

CK @ Cancel @

Figure 11-6. "Edit macro item" window

Table 11-7. "Edit macro item" window elements
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No. Element Description
@ | Command name Shows the command name.
You can edit it by clicking its input field.
@ | Error/Warning Shows the error/warning.
® | Remove Error/Warning Removes the error/warning.
@ | User memo Shows the registered user memo.
It can be used as a memo field when performing
maintenance.
You can edit it by clicking its input field.
® | Add above Adds a parameter above the selected parameter.
® | Add below Adds a parameter below the selected parameter.
@ Delete Deletes the selected parameter.
Parameters Shows the parameters being edited.
You can edit them by clicking each parameter.
@ | OK Confirms your edit.
Cancel Cancels your edit.
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11.6 Running a macro from a scenario of WinActor
When you want to run a macro of WinActorEye from a scenario of WinActor, use

"Eye_ReadAndRunMacro"

provided as a

library on WinActor.

Place

the

"Eye_ReadAndRunMacro" library in the flowchart area of WinActor and specify a file

path of the saved macro in the property window of the library.

K) File(F) View(V) Tool(T) Help(H)

h H
| SN C)

Search st
[] Display all libraries
U 1o_screenLapture_Loior
b 17IE
b 18_Excel
b 19_Word
i 20_Mailer
b 21_PowerPoint
b 22_System
b 23_Browser
b 24 Java
I 25_WinActorNote

4 26_WinActorEye
» Eye_ClearAllResources

» Eye_GetCoordinates

» Eye_GetCoordinatesAndEx
s Eye_Getimagelnfo

» Eye_GetNumberQfCoordir
» Eye_GetNumberOfRectanc
» Eye_GetRectangleinfo

» Eye_LoadimageFile

« Eye_ReadAndRunMacro

« Eye_SetWorkFolder

I 98 _StructureData

I 99_ExternalServicelinkage

Library
FULL edition Editing

Search

* NewScenario.ums7 [edit] - WinActor

@ o 0

* NewScenario.ums7 x +

II%' EyeﬁReadAndRunMa..“

-

End

Variable list

Variabl...

\@Qooo

Group name Variable name

& No errors detected.

Partial match ¥ | Search strir

00

Current value No initializat

Displayed nodes / All nodes: 1/ 1

» Oa
.
Initial value
Zoom level: 100%

Figure 11-7. "Eye_ReadAndRunMacro" library
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Property

Run Script
Name Eye_ReadAndRunMacro

Comment

Settings Script  Annotation  Version
Read a macro into WinActorEye and execute it.

* Macro_filename is relative to the working folder or the folder where the
current scenario exists when the working folder is not set.

|
Macro_filename Value=> 'H ‘

Update Restore

Figure 11-8. "Eye_ReadAndRunMacro" library property window
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12 Notice

12.1 Behaviors on calling scenario file
When WinActor starts executing a scenario, input data of WinActorEye will be
initialized. However, when WinActor starts executing the ‘Call scenario file’ node or
the ‘GoToScenario’ library, input data will not be initialized.
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