THE CHROMALINE EXPOSURE CALCULATOR

Description
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Instructions for Use

1 Place Calculator On
® Screen

Place calculator on
screen so that
emulsion side of
calculatorisin con-
tact with stencil. To
find emulsion side
of calculator: When
holding calculator
so that the notched corner is on the upper
right (see illustration) the emulsion side of
the calculator is facing you.

2. Expose the Screen

Expose the screen for twice the time you
estimate is tha correct exposure time for
your UV lamp. Record this time and call it
the TEST EXPOSURE TIME.

Test Estimated
Exposure = Exposure X 2
ime ime

3. Develop the Screen

Develop the screen, then dry as normal.
Wet screens will be swollen and mislead-

ing.

ARea A

Do not remave the Neutral Density Filter
that is taped to the calculator.

Line Resolution Targets

This is the area of the calculator you will use first. It is made up of five pairs
of boxes with lines in tham which are called LINE RESOLUTION TARGETS.
Notice the numbers in between each pair of these targets.

ARea B

Quality of Print Check

This area of tha calculator should be used only after line resolution calculation
has besn performed. The print guality check copy is three paragraphs of
samptle print in 8 point, 6 point and 4 point type.

ARrea C

Halftone Reproduction Targets

Use this area when working with halftenes. Instructions for using this area
can be found on the back page of this folder.

NOTE: A small piece of film

4 Study the Line

* Resolution Targets
(Area A) On Stencil to Deter-
mine Correct Exposure Time.

Look conly at Arsa A. Areas B and C may
be grossly overexposed.

Lock at each pair of line resolution targets
and pick the clearest, sharpest image.
Record the number in between the best
pair and go to step 5.

Note: If it is impossible to choose a "best” pair of
images, do one ofthe following things, depending
on what you see.

« If all line resolution targets are “washed away,”
start over at step 1 and double your criginal test
exposurea timea. Record the new, longer exposure
time.

= Or, ifall the line resolution targets are “filled in,”
start over at step one and cut your ariginal test
exposure time in half. Receord-the new, shorter
test exposure time.

NOTE: Sometimes youwen'tfind a pair of targets
with clear, sharp lines. For example, targets
numberad 0.50 may be too filled in and targets
numbered 0.33 may be toc washed away. Use
a number that would be in between the targets
that weren't quite right. In the example given,
0.40 would work o give the correct exposure
time.

Use This Formula to
Determine Correct
Exposure Time:

5.

Best Test Correct
Target x Ex*gosure = Exposure
Number ime ime
Example:

0.50 x 2 minutes = 1 minute

6 How To Use AREA B
®* to Check Print Quality

Make a new stencil of the calculator using the
correct exposure time established in Step 5.

Look at the Print Quality Check Copy. Ask
yourself: How clear and sharp is the printin each
paragraph? Is it as clear and sharp as you need
your printed material to be?

If the paragraphs in Area B on the stencil must be
shaipser and clearer, first do this:
* Double-check your correct exposura time by looking
atthefirst pair (1.00} ofling resclution targetsin Araa A.
The image here should be sharp and clear if your
exposure time is correct,
If you used the correct exposure time, you may nead to
make one or mare of these changes to get a sharper,
claarar image:

Use a screen with a higher mesh count.

Check emulsion/film thickness

Use a different type of Ghromaline emulsion system.

Contact Chromaline at 1-800-328-4261

SEE BACK OF FOLDER FOR AREA C INSTRUCTIONS



Instructions for Reading Area C
Halftone Reproduction Targets

(1) Make a new stencil using the correct exposure
time you determined in step 5.

(2} Look at Area C on your stencil. tshows 3 sets
of dot patterns from 0 to 100%. They are 65, 85
and 100 line halftones. Note: the exposure
calculator works with round dots, rather than
squares or ellipses.

(3) By looking at the shaded dot pattern on the
target, you can evaluate halftone resolution. De-
termine where the dot pattern is the shamest
within the target that most closely matches your
application. The middle tones are most important
inthe printing process. The dotsinthe middle area
should be clearly visible — not too close together
{(too dark) or toc open (too light). The dots at the
far ends of the targets may not be printable. The
finer the detail achieved the better your resolution
capabilities.

How Lamp Distance Affects Exposure

The relationship between lamp distance and exposure time
is this: As lamp distance increases, exposure time in-
creases in proportion to the distance squared.

For example, if exposure time is 3 minutes at one meter,
then exposure time will be four times that amount (12
minutes) at two meters’ distance and nine times that
amount (27 minutes) at three meters.

I METER T TmmToo

(3 min.)

2 METERS
12 min.)

AIMLCTERS

(27 min)

This iz an example only. Times and distances wilf vary depending on stencil thickness, equipment used and other shop conditions.

To determine adjustments in exposure time when proper exposure time
and lamp distance are known quantities, this is the formula:

- New - Old New Distance, Squared
x‘?i?r?: e = X-Pi?nsg ® X Ou Distance, Squared

Grromaiine
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