
 

Copyright © 2013-2025 NTT, Inc. & NTT ADVANCED TECHNOLOGY CORPORATION 

 

 

 

 

 
  

WinActorEye 

Operation Manual 

 

 

 

 

 

 

 

 

 

  

NTT ADVANCED TECHNOLOGY CORPORATION 



 

i  

 

 

Contents 
1 Introduction ........................................................................................................................... 1 

 About this document ......................................................................................................1 

 Trademarks ....................................................................................................................1 

 Notes on this manual .....................................................................................................1 

 Recommended environment .........................................................................................2 

1.4.1 Hardware environment ............................................................................................2 

1.4.2 Software environment .............................................................................................2 

 Launching WinActorEye ................................................................................................3 

2 WinActorEye ......................................................................................................................... 4 

 About WinActorEye ........................................................................................................4 

 Terms and descriptions ..................................................................................................5 

 Operation flow of WinActorEye ......................................................................................7 

3 Main window ......................................................................................................................... 8 

 Main window ..................................................................................................................8 

 Docking window .............................................................................................................9 

3.2.1 Dragging a title bar ..................................................................................................9 

3.2.2 Dragging a tab .......................................................................................................10 

3.2.3 Docking (entire window area) ...............................................................................10 

3.2.4 Docking (resource/property/preview area) ...........................................................12 

3.2.5 Float/Dock menu ...................................................................................................15 

3.2.6 Saving and restoring the layout ............................................................................17 

 Operations in the image input area .............................................................................18 

3.3.1 Registering an image resource .............................................................................19 

3.3.2 Registering a rectangle resource ..........................................................................20 

3.3.3 Registering a coordinate resource ........................................................................21 

3.3.4 Editing/viewing a rectangle resource ....................................................................22 

3.3.5 Editing/viewing a coordinate resource ..................................................................25 

3.3.6 Changing the zoom level ......................................................................................28 

4 Input .................................................................................................................................... 29 

 Input menu ...................................................................................................................29 

 Input image ..................................................................................................................30 

4.2.1 from File ................................................................................................................31 

4.2.2 from Clipboard .......................................................................................................34 

 Snapshot ......................................................................................................................35 

4.3.1 Drop shadow .........................................................................................................36 

4.3.2 Click to specify ......................................................................................................37 

4.3.3 Specify window title name .....................................................................................38 

5 Output ................................................................................................................................. 39 

 Output menu ................................................................................................................39 



 

ii  

 

 

 Output image ...............................................................................................................40 

5.2.1 to File .....................................................................................................................41 

5.2.2 to Clipboard ...........................................................................................................42 

6 Edit image ........................................................................................................................... 43 

 Edit image menu ..........................................................................................................43 

 Trim ..............................................................................................................................44 

7 Filter .................................................................................................................................... 47 

 Filter menu ...................................................................................................................47 

 Terms used in parameters ...........................................................................................49 

7.2.1 Number of pixels on a contour ..............................................................................49 

7.2.2 Number of allowable vertices ................................................................................52 

7.2.3 Open and closed contours ....................................................................................53 

7.2.4 Roundness and level of correction .......................................................................54 

 Histogram search .........................................................................................................56 

 Detect rectangles .........................................................................................................61 

 Detect circles ...............................................................................................................66 

 Search specified color .................................................................................................70 

 Boolean operation ........................................................................................................75 

 Selection algorithm ......................................................................................................79 

7.8.1 Center of image .....................................................................................................81 

7.8.2 Uppermost/Lowermost/Leftmost/Rightmost .........................................................83 

7.8.3 Largest/Smallest ...................................................................................................85 

7.8.4 Rectangles within range ........................................................................................87 

 Extract coordinates from rectangle ..............................................................................89 

8 Tool ..................................................................................................................................... 92 

 Tool menu ....................................................................................................................92 

 OCR tool ......................................................................................................................93 

8.2.1 Microsoft OCR .......................................................................................................94 

8.2.1.1 "OCR tool" window operation procedure .......................................................95 

8.2.1.2 Windows language settings and Microsoft OCR language ...........................96 

 Color picker tool ...........................................................................................................97 

 Barcode tool .................................................................................................................98 

8.4.1 Read ................................................................................................................... 100 

8.4.2 Write ................................................................................................................... 101 

8.4.2.1 QR code ...................................................................................................... 102 

8.4.2.2 Barcode ....................................................................................................... 103 

9 Settings ............................................................................................................................. 104 

 Settings menu ........................................................................................................... 104 

 Specify background color ......................................................................................... 105 

 Clear all resources .................................................................................................... 107 



 

iii  

 

 

10 View ................................................................................................................................ 108 

 View menu .............................................................................................................. 108 

 WinActorEye edit macro .......................................................................................... 110 

 Image resource ........................................................................................................ 111 

 Rectangle resource .................................................................................................. 115 

 Coordinate resource ................................................................................................ 119 

 Color resource ........................................................................................................ 123 

 Preview ................................................................................................................... 125 

10.7.1 Main tab ............................................................................................................ 127 

10.7.2 Resource tab (Image resource) ....................................................................... 129 

10.7.3 Resource tab (Rectangle resource) ................................................................. 130 

10.7.3.1 The case two resource tabs (Rectangle resource) are displayed ............ 131 

10.7.4 Resource tab (Coordinate resource) ............................................................... 132 

10.7.5 Resource tab (Color resource)......................................................................... 133 

10.7.6 Fit to the preview window ................................................................................. 134 

11 Macro .............................................................................................................................. 135 

 Macro functions ....................................................................................................... 135 

 Edit macro ............................................................................................................... 135 

 Menu bar ................................................................................................................. 136 

11.3.1 Create ............................................................................................................... 136 

11.3.2 Edit.................................................................................................................... 137 

11.3.3 Run ................................................................................................................... 138 

11.3.4 Record .............................................................................................................. 139 

 Macro area .............................................................................................................. 141 

 Edit macro item ....................................................................................................... 142 

 Running a macro from a scenario of WinActor ....................................................... 144 

12 Notice ............................................................................................................................. 146 

 Behaviors on calling scenario file ........................................................................... 146 

 

  



 

1 

 

 

 

1  Introduction  

  About this document  
This is the operation manual for WinActorEye. 
This manual is intended for those who create scenarios for WinActor using 
WinActorEye. 

 

  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, È, and É 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. 

 

 Notes on this manual   

 The copyright notice "Copyright É 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. 
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  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 

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

 
 

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 

OS 
Microsoft Windows Server 2016 
Microsoft Windows Server 2019 

Microsoft 
.NET Framework 

Version 4.8 or higher 

 

  



 

3 

 

 

 

  Launch ing WinActorEye  
To open the WinActorEye window, click "WinActorEye" in the "Tool" menu of 
WinActor. 

 

  

Figure 1-1. Launching WinActorEye 
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2  WinActorEye  

  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. 

 

 

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 
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  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 

1 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.  

2 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. 

3 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.  

4 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. 

5 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. 

6 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. 

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

8 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 

óInstallation folderô of WinActor or the ñwinactor_documents\English\Tutorialò folder 

under the óUser folderô of WinActor. 
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Figure 2-2. "Reference base image" and "Reference image" 

 

 

Figure 2-3. Resource illustration 
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  Operation flow of WinActor Eye 
The processing flow is as follows. (For details, see each chapter.)  
 

 

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 

 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") 

 
*1. A reference 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. 
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3  Main window  

  Main window  

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

 

 

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. 

ᵖ Zoom level Shows the zoom level of the image input area.  
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 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. 

 

   

Figure 3-2. Dragging the title bar  
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For example, you can change the position of the property area by dragging and 

dropping its title bar.  

 

 

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.  

 

 

Figure 3-4. Dragging the tab 
 

3.2.3  Docking (entire window area) 

You can place (dock) a floating window inside WinActorEye by dragging and 
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dropping it onto WinActorEye. 

 

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

WinActorEye. 

  

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. 

  

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. 
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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. 

 

 

 

Figure 3-8. Docking (resource/property/preview area)  

 

 

 

  



 

14 

 

 

 

Drop the floating window to the right, left, top, or bottom of the control. 

  

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. 

  

Figure 3-10. Docking (resource/property/preview area)  

 

Drop the floating window to the center of the control. 



 

15 

 

 

  

Figure 3-11. Docking (tabbed)  

 

The window will be docked as a tab. 

  

Figure 3-12. Docking (tabbed)  

 

3.2.5  Float/Dock menu 

Click Ƹ in the upper right of the resource area, the property area, or the preview 
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area for each menu item to display the menu. Select "Float" in the displayed menu to 

float the selected tab. 

 

 

 

Figure 3-13. Float/Dock menu 

 

Select "Dock" in Ƹ in the upper right of the floating window to dock it in its original 

position. 

 

Select "Close" in Ƹ or click óĬô 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. 
 

 

 

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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  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 

1 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." 

2 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." 

3 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." 

4 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." 

5 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." 
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3.3.1  Registering an image resource 

 

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 (  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 

 

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 (  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 óCtrlô 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 

 

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 (  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 óCtrlô 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 

  

 

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). 

 

  

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 óSelected resourceô is selected for this 
element, the resource selected on the ñRectangle 
resourceò pane is the target to edit. 

 Index You can select the rectangle information for editing. 

 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.  

 

 

ñIndexò cannot be edited if the value for òRectangle resource nameò meets any of the 

following conditions. 

¶ The selected resource contains no rectangle information. 

¶ The entered resource name does not exist. 

¶ Nothing or óSelected resourceô is selected for the element, and no resource or the 

resource that contains no rectangle information is selected on the ñRectangle 

resourceò pane. 

 

 

ñX-coordinate,ò ñY-coordinate,ò ñWidth,ò ñHeight,ò ñAngle,ò and ñPreviewò cannot be 

edited nor clicked if ñRectangle resource nameò meets any of the following 

conditions. 

¶ ñMAINò is selected. 

¶ The selected resource contains no rectangle information. 



 

24 

 

 

¶ The entered resource name does not exist. 

¶ Nothing or óSelected resourceô is selected for the entry, and no resource, ñMAIN,ò 

or the resource that contains no rectangle information is selected on the 

ñRectangle resourceò pane. 

 

 

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

 

 

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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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 óSelected resourceô is selected for this 
element, the resource selected on the ñCoordinate 
resourceò 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.  

 

 

ñIndexò cannot be edited if the value for ñCoordinate resource nameò meets any of the 

following conditions. 

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

¶ Nothing or óSelected resourceô is selected for the element, and no resource or the 

resource that contains no coordinates information is selected on the ñCoordinate 

resourceò pane. 

 

 

ñX-coordinate,ò ñY-coordinate,ò and ñPreviewò cannot be edited nor clicked if 

ñCoordinate resource nameò meets any of the following conditions. 

¶ ñMAINò is selected. 

¶ The selected resource contains no coordinates information. 

¶ The entered resource name does not exist. 

¶ Nothing or óSelected resourceô is selected for the entry, and no resource, ñMAIN,ò 

or the resource that contains no coordinates information is selected on the 

ñCoordinate resourceò pane. 

 

 

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 óCtrlô key. 

You can also increase the zoom level by pressing the ó+ô key while holding down 

the óCtrlô key, and decrease the zoom level by pressing the ó-ó key while holding down 

the óCtrlô key. 
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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. 

 

  
 

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

 

    When "from File" is selected           When "from Clipboard" is selected 
  

Figure 4-2. "Input image" window 

 

  



 

31 

 

 

 

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. 

 

 

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). 

 

 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) 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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ñDo not record the work-folder change into macro.ò is complemented below.  

File input/output functions such as óInput toolô of WinActor Note and óInput imageô of 

WinActorEye have the setting ñDo not record the work-folder change into macro.ò 

This setting specifies whether a movement of work folder is recorded in the macro 

created with the macro recording.  

An example of óInput imageô of WinActorEye is described below.  

 

 

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

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

 

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

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

 

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. 

  

 

 

When the óCall scenario fileô node or a subscenario is executed in a scenario, the work 

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 óEye_SetWorkFolderô library before the WinActorEye libraries and specify 

óScenario_folderô for óSpecify_the_folderô property, or place the 

óEye_ReadAndRunMacroô 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. ñ "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. 

 

 

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 . 
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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  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. 

 

 

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. 

 

 

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. 
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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. 

 

 

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). 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. 

 

 

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  

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

 

  

Figure 5-1. Output menu 

 

Table 5-1. Output menu 

No. Function Description 

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

 

 
When "to File" is selected 

 

 
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. 

 

 

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  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 (-2). The file 
path extension will be the image file format selected in . 

 

 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. 

 

 

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 
. 
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6  Edit image 

  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. 

 

  

Figure 6-1. Edit image menu 

 

Table 6-1. Edit image menu 

No. Function Description 

1 Trim Displays the "Trim" window. 
For details, see "6.2 Trim." 
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  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. 

 

 

      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." 
 

 

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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             Before trim                            After trim 
 

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

  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. 

 

  

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

No. Action Function Description 

1 

Matching 

Histogram search Displays the "Histogram search" window. 
For details, see "7.3 Histogram search." 

2 Detect rectangles Displays the "Detect rectangles" window. 
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 

Resource 

narrowing 

and 

conversion 

Boolean operation Displays the "Boolean operation" window. 
For details, see "7.7 Boolean operation 

6 Selection algorithm Displays the "Selection algorithm" window. 
For details, see "7.8 Selection algorithm 

7 Extract coordinates 

from rectangle 

Displays the "Extract coordinates from 
rectangle" window. 
For details, see "7.9Extract coordinates from 
rectangle 
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  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. 

 

 

Figure 7-2. Example of the number of pixels on the contour 
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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. 

 

Figure 7-4. Vertices when detecting a rectangle 

 

Figure 7-5. Example of the number of allowable vertices 
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7.2.3  Open and closed contours 

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

"  ." 

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. 

 

 

Figure 7-6. Input image 

 

 

Figure 7-7. Example 1 (Roundness: 3, Level of correction: 3) 
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Figure 7-8. Example 2 (Roundness: 5, Level of correction: 3) 

 

 

 

Figure 7-9. Example 3 (Roundness: 5, Level of correction: 5) 
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  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 

 

 

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. 
 

 

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. 

 

 

Figure 7-12. Input image 
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Figure 7-13. Example of executing "Histogram search "  

 

Furthermore, by selecting the base image resource specified in the step  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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Figure 7-14. Example of executing "Histogram search " (with the rectangle resource 
overlaid on the base image resource) 
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  Detect rectang les 
"Detect rectangles" is a function to search for rectangles on a specified image 
resource. 

 

 

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. 
 

 

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. 

 

 

Figure 7-17. Input image 
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Figure 7-18. Example of executing "Detect rectangles" 
 

 

Furthermore, by selecting the image resource specified in the step  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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Figure 7-19. Example of executing "Detect rectangles" (with the rectangle 
information overlaid on the input image resource) 
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  Detect c ircles  
"Detect circles" is a function to search for "round-shaped areas" on a specified 
image resource. 

 

 

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 

 

 

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 
 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.  

 
 

 

Figure 7-22. Input image 

 

 

Figure 7-23. Example of executing "Detect circles" 
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Furthermore, by selecting the image resource specified in the step  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) 

 

 

Figure 7-24. Example of executing "Detect circles" (with the rectangle 
information overlaid on the input image resource) 
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 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. 

 

 

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 UI. 
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Click "Search specified color" in the "Filter" menu to display the "Search specified 

color" window shown in Figure 7-26. 

 

 

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 
system 

Description 

1 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.  

 

 

Figure 7-27. Input image 
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Figure 7-28. Specified color 

 

 

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

 

Furthermore, by selecting the image resource specified in the step  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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Figure 7-30. Example of executing "Search specified color" (with the rectangle 
information overlaid on the input image resource) 
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  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. 

 

 

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. 

 

 

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  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. 

 

 

Figure 7-33. Input images 

 

Figure 7-34. Example of executing "Boolean operation" (AND) 












































































































































