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Introduction

This document describes all of the FrameMaker® program’s commands and
concepts in a reference manual style. We assume you have installed FrameMaker
following the instructions in your FrameMaker Software Release Notice and have
gone through the FrameMaker User’s Manual. We also assume you know how to
log in to your workstation and have a general understanding of how to use your
operating system and your window system.

How This Manual Is Organized

In Chapter 2, you’ll find instructions for starting and quitting FrameMaker and a
description of important FrameMaker concepts. Chapter 3 includes a detailed
description of each FrameMaker command that isn’t specific to your workstation.
In Chapter 4, you’ll find a description of each tool icon in the Tools window.
Chapter 5 covers the fmbook program, which allows you create documents such as
tables of contents and indexes. Chapters 6 and 7 cover the Maker Markup
Language (MML) and Maker Interchange Format (MIF) respectively.

Scope

This manual applies to FrameMaker version 1.3 only.

Make Backups Regularly

We have done extensive testing to ensure that you can use FrameMaker without
any trouble. However, all computer systems are subject to failure due to hardware
problems, power failures, and obscure bugs in operating systems or applications
software.

It is good practice to save your documents periodically as you are working and to
make regular tape backups of all of your files. If a problem arises, you could lose
all the changes you made to a document since you last saved it. You should save
a document whenever you have changed it enough that recreating the changes
would require a significant amount of work. We suggest you save your work at
least every 20 minutes.

Request for User Comments

Please call or write us if you experience any problems, if you have suggestions for
improving the software or this documentation, or if you have questions. We are
very interested in your input. We can be reached by contacting your local Data
General sales representative.
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FrameMaker Basics

This chapter covers the basic concepts and techniques of FrameMaker.

Conventions Used in This Manual

This manual uses certain format and style conventions. Please familiarize yourself
with these conventions before continuing.

This section also shows how general key names used in this manual relate to
keys and controls on your workstation, so read this section first.
*  What you type is shown in

bold text like this.

You should type everything shown in bold text exactly as it appears in the
documentation.

* What the system displays for you is shown in
typewriter font like this.
For example, in the line:
tutorial% maker

The system displays tutorial% (it is the system prompt). You type maker
and press the Enter key.

Note: Each workstation has its own system prompt, so
your system prompt probably isn’t tutorial%. The
prompt, however, probably does end with either a
percent sign (%), dollar sign ($), or a number sign (#).

» In paragraphs, we show UNIX commands, such as Ip and enable, in italics. In
addition, we use italics to show emphasis or to refer to manual and section
titles.

» When we indicate a particular key sequence, follow these instructions:
If the key sequence looks like
Cul-s

with a hyphen separating the keys, press and hold down the first key, and then
press the second key. In this example, you would press and hold down the Ctrl
key and then press the unshifted S key.
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If, on the other hand, the key sequence looks like
Escem

with no hyphen separating the keys, press and release the keys one after the
other. In this example, you would press and release the Esc (Escape) key, the
unshifted E key, and the unshifted M key in succession.

«  When we tell you to press the Alt key, press either the key immediately to the
left of the spacebar or the key immediately to the right of the spacebar. For
example, if we tell you to

Press Alt-d
you should press and hold down either key and then press the unshifted D key.

Starting FrameMaker

In these instructions, we assume that you have the X Window system running on
your workstation and that you have logged in (if you need help, see the manual
that came with your workstation or your system administrator). We also assume
that the FrameMaker directory is on your path (see your FrameMaker Software
Release Notice for details).

The steps you follow next vary slightly depending on whether you installed a
licensed version or a demonstration version of FrameMaker.

If you installed a licensed version of FrameMaker:

1. Move the mouse pointer within a shell window (for example, an xterm win-
dow) and type one of the following commands to start FrameMaker:

To start: Type:
VLS. FrameMaKeT ..... .o iiveeeeeeeiivieiieeretniiseeesensesesesssneesssens maker
International FrameMaKer ......ococoveeeeeeiiienernneneneneneneeenes imaker

(using the language for which your site is configured)

International FrameMaker .........ccccoceeeiiiniinnieniiennennenns imakerenglish
(using UK English as the default language)

International FrameMaker .........ccocciiineccninnninnncnnsisneniinnnes imakerfrench
(using French as the default language)

International FrameMaker ...........cccoeueenrrerreneesrneisesssecenns imakergerman
(using German as the default language)

2. When the arrow pointer changes to an icon representing a window, move it to
the position on the screen where you want the FrameMaker Message window
to appear and click the left mouse button.

FrameMaker opens the Message window and displays messages in the win-
dow while it loads. Keep the Message window visible while working, so you
see any messages FrameMaker displays there.
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The main FrameMaker window appears in the upper-right of the screen.

NEW | OPEN |TOOLS| HELP | INFO | QUIT

Main FrameMaker Window

3. To run through a self-guided demonstration, point on OPEN in the main
FrameMaker window and click the left mouse button.

The Open dialog appears.

4. Type Demo.doc and click OK. For a demonstration of the French language ver-
sion of FrameMaker, type Demo.doc.french and click OK. For a demonstra-
tion of the German language version of FrameMaker, type Demo.doc.german
and click OK.

When you use FrameMaker, you do so with either a reserved or a floating license.
A reserved license is reserved solely for your use and is always available to you.
Floating licenses are available to users on a first-come, first-served basis. If you
are using a floating license and do not intend to use FrameMaker for a while, but
do not want to quit FrameMaker, we recommend that you give up your license;
your license then becomes available for another user. For more information about
licensing, see the License command in Chapter 3.

If you installed a demonstration version of FrameMaker:

1. Type one of the following commands in the shell window to start the demon-
stration version of FrameMaker or FrameWriter.

To start: Type:

U.S. FrameMakKeT ...........coovieeieeeeeeerrecceeeeereeeeeeeenne e demomaker
International FrameMaker .........ccccovvieeveiieniienieenieenieens demoimaker

(using the language for which your site is configured)

International FrameMakKer .........coceeveeveniecinennecnennneenne demoimakerenglish

(using UK English as the default language)

International FrameMaker ...........cooccomrenrenneennennrrnesesssessesenns demoimakerfrench
(using French as the default language)

International FrameMakKer ..............oivevcveeereceereeeesennnnennns demoimakergerman
(using German as the default language)

Messages appear in your console window during the 15 to 45 seconds the
program takes to load.

The Info dialog box appears, providing version and copyright information.

2. Read the information in the dialog box, point on the OK button, and click the
left mouse button.

A dialog box appears, suggesting you open the demonstration document
Demo .doc .usenglish. If you’re using the French language version of
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FrameMaker, the demonstration document is named Demo.doc.french. If
you’re using the German language version of FrameMaker, the demonstration
document is Demo.doc.german.

3. To open the demonstration document, click OK. To open any of the other dem-
onstration documents described above, delete the contents of the edit box,
type the document name, and click OK. To skip the demonstration document
and begin using other FrameMaker features, click Cancel.

The main FrameMaker window appears in the upper-right corner of the screen.
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Quitting FrameMaker

1. Point on QUIT in the main FrameMaker window and click any mouse button.
If there is any unsaved work, the Quit dialog box appears:

Save changes before quitting?

o ves ] ( m ] [ cancel ]

2. Click Yes to save your work before quitting (you see the Save dialog for each
document with unsaved changes). Click No to quit without saving. Click Can-
cel to continue using FrameMaker instead of quitting.

Getting Help

You can get Help on using FrameMaker by clicking HELP in the main
FrameMaker window. The first page of Help appears, showing an index of topics
about which you can get more information. By pointing and clicking with the
mouse, you can browse through the topics. See the Help command in Chapter 3 for
more information or, better yet, click HELP and try it out—the first topic in the
index is Using Help.
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FrameMaker Concepts

Types of FrameMaker Documents

FrameMaker can be used both as a document-oriented system, suitable for
creating reports or technical documentation such as this reference manual, and
also as a page-oriented system, suitable for creating more complex page layouts
such as those used in newsletters, flyers, and marketing literature. The next few
sections of this chapter describe some of the basic concepts for using
FrameMaker in those two different ways.

Overview of Creating a Typical Report

When using FrameMaker to create a report, technical document, or any other type
of document whose format is consistent from page to page, all basic layout
concerns and pagination are handled automatically by FrameMaker after you
make a few basic formatting decisions.

For example, when you create a new document using the New command, you can
use a template containing a preset page layout and paragraph formats or you can
create a custom document, specifying the page size, margins, number of columns,
and column spacing. FrameMaker then displays a new document window with the
appropriate column layout already set up for you. As you enter new text,
FrameMaker adds pages to the document as needed. FrameMaker automatically
flows your text from column to column and from page to page as you edit it.
Techniques for entering and editing text are described later in this chapter. At any
time, you can use the Number of Columns command to reformat any or all pages
using different column and margin settings.

FrameMaker has a rich set of paragraph formatting capabilities including
automatic numbering, automatic bulleting, variable margins, four alignment styles,
four kinds of tab stops with optional leaders, line spacing specified in points,
optional automatic hyphenation, default paragraph fonts, and a variety of
pagination (widow and orphan) control settings. You can give each paragraph a
name, called the paragraph tag, that allows you to automatically reformat all
paragraphs having the same tag, leaving other paragraphs unchanged. You control
FrameMaker’s paragraph formatting capabilities with the Paragraphs, Catalog,
and Tabs commands described in Chapter 3.

FrameMaker offers a wide variety of fonts. The actual fonts available vary
depending on the type of printer you use. Standard fonts include Times, Helvetica,
Courier, and Symbol font families in sizes ranging from 7 to 24 points. Stylistic
variations include italic, bold, bold italic, underline, and strike-through. Kerning
and micropositioning are also available. You control these features using the
Fonts command, which is described in Chapter 3.

You can insert graphics into the text so that they move with the text if the
preceding text is edited. To do so, draw, import, or paste the graphics into
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anchored frames, which are described later in this chapter and under the Anchored
Frame command in Chapter 3. There are eight anchoring settings, allowing you to
use anchored frames for in-line illustrations, margin notes, quasi-footnotes, and
top- or bottom-of-column illustrations.

You can also place graphics directly on a page (unanchored), so that their position
is not affected by the editing of surrounding text. Instructions for creating both
anchored and unanchored graphics are provided later in this chapter and in
Chapter 4.

You can set up headers and footers using both the master page (see below) and
the Headers & Footers command (see Chapter 3). You can use headers and
footers to number pages automatically using arabic or roman numerals, or letters.

Finally, you can use the £mbook program to create tables of contents, lists of
figures, indexes, and other types of lists automatically from one or more document
files.

Overview of Creating a Typical Newsletter

All of the techniques described in the previous section also apply to creating
newsletters and similar types of documents. If the newsletter has a simple layout,
such as three columns per page with no items spanning the columns, then creating
a newsletter is not very different from creating a report. The only exception is that
reports are typically formatted using one or two columns, while newsletters
typically use two or three columns.

Newsletters and marketing literature, on the other hand, often use more complex
formats, where the layout of each page is unique. While each page usually has an
underlying number of columns, items often overlap the columns, text may flow
around freeform graphics, and columns may be subdivided to include photos or
illustrations. You can use FrameMaker to create all of those layouts. In fact,
FrameMaker supports totally arbitrary placement of text and graphics on a page.

The main technique associated with custom page layout concerns the placement of
formatted text. FrameMaker uses a construct called a TextRect to control the
placement of text on a page. A TextRect is a rectangle containing formatted text.
FrameMaker allows you to manipulate TextRects as if they were objects on the
page: You can move them to any position on the page and resize them. When a
TextRect is resized, the text it contains is automatically reformatted to conform to
the TextRect’s new width and height. TextRects can also be linked together, so
that text automatically flows from one TextRect to another as you edit it.

See the following command descriptions in Chapter 3 for information on setting up
custom page layouts using TextRects: Connect TextRects, Disconnect Head,
Disconnect Tail, Split TextRect, Auto Connect, and Feathering. Also see Graphics
Editing Overview later in this chapter.
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The FrameMaker Object Model
A FrameMaker document is composed of pages containing objects.

You use objects to create graphics and text. These objects include lines, arcs,
squares, rectangles, circles, ovals, polygons, polylines, isolated TextLines,
freehand lines, arrows, and TextRects containing formatted text. We call those
things objects because FrameMaker allows you to manipulate them as if they
were physical entities, much like shapes you paste onto a page to form a collage.
In fact, the collage model is a good way of describing how text and graphics are
created using FrameMaker.

For example, you use the Rectangle tool to draw a rectangle on a FrameMaker
page. The result is very similar to placing a flat rectangular object on a sheet of
paper. The similarity is that FrameMaker allows you to move the rectangle,
stretch it, and place other objects on the page so that they overlap the rectangle.
You can even change the front/back order of objects on a FrameMaker page, just
as you can in a collage. Similarly, drawing a line on a FrameMaker page with the
Line tool is like placing a piece of straight wire onto a sheet of paper.
FrameMaker allows you to move the line (wire) around, grab an end and reorient
it, and even change its length.

Text Objects

FrameMaker uses two types of objects for placing text on a page: TextLines and
TextRects.

A TextLine is like a newspaper headline cut out and pasted onto a collage. It is
always a single line of text, so inserting new characters causes the TextLine to
get longer. TextLines are useful for things like picture captions. While they can
contain a mixture of fonts, they are not used to create paragraph-oriented text.
TextLines are created with the TextLine tool, described in Chapter 4.

TextRects are rectangular objects that you can fill with paragraphs of text. In most
cases you can think of a TextRect as a column. Unlike rectangles created with the
Rectangle tool (which are rectangles in the standard graphical sense of the word),
TextRects normally do not have a visible border or fill pattern. Instead they define
an area in which text is formatted. The Borders command on the Guides menu
allows you to see the border of a TextRect as a dotted line. The single column of
text on this page is actually in a TextRect. A two-column FrameMaker document
has two TextRects on each page, one for each column.

The fact that TextRects are objects is especially useful in creating complex page
layouts. You can move a TextRect anywhere on a page in the same way that you
move lines and other graphic objects. You can draw any number of TextRects on a
page using the TextRect tool (see Chapter 4, Tools Window Icons). TextRects

can overlap other objects, and you can change their size. When you resize a
TextRect, the text within it is reformatted to conform to the new TextRect width.
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You can even give TextRects a visible border and fill pattern (including None, to
create a transparent TextRect).

You can connect TextRects; think of this connection as an invisible pipeline
between them. When you connect two TextRects, editing in the first TextRect

may cause text to “spill over” from the first into the second TextRect. Similarly, if
you make the first TextRect smaller, text that no longer fits in the first TextRect
flows into the second one. You can set up chains of linked TextRects to create
literally any kind of page and document layout, from simple one-column layouts to
complex magazine or newspaper-style layouts.

A chain of linked TextRects is called a text flow. Your document can contain many
independent text flows, and you can link a TextRect on one page to any other
TextRect on any other page. Linked text flows allow newspaper-style layouts, in
which a story on page 3 might be continued on page 18.

You can set up TextRects to generate a new page automatically whenever they
become full (using the Auto Connect command). The number and location of
TextRects on the new page are determined by settings established when the
document is created, but you can change them at any time using the Number of
Columns command. The master page shows where TextRects are placed on new

pages.

Now you can understand how FrameMaker sets up standard multipage
documents: When you start a new document, you tell FrameMaker what margins
and how many columns to use. FrameMaker uses that information to
automatically place TextRects on the first page of the new document, one
TextRect for each requested column. If there is more than one column, the
TextRects on the page are linked together. Also, the TextRects are set up with
Auto Connect enabled. As you type the first page, FrameMaker keeps track of
how much text is added. When there are too many lines to fit in the TextRects on
the first page, FrameMaker generates a second page, and automatically links the
last TextRect on page 1 to the first TextRect on page 2. Additional pages are
added and linked as editing continues. This reference manual, for example, has
one TextRect on each page, and each TextRect is linked to the one on the next

page.
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Placement of Objects on Pages
FrameMaker provides two ways to control where objects are placed on pages.
In many kinds of documents, you often want graphics to appear at a specific point

within the text. For example, you may want to insert a picture below a specific
line, like this one:

Tomeda Conepis Chapre 2 FrumeMine Bk
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If the amount of text above this section changes as you edit the document, then
you will want the picture to move up or down, or even to a different page, so that it
remains below the correct line of text. This kind of graphic is called an anchored
graphic, because it is anchored to a spot in the text. The text “drags” the graphic
along as it moves due to editing. The objects that comprise an anchored graphic
are called anchored objects.

On the other hand, some objects need to be tied directly to a specific location on a
specific page. In a newsletter, graphics and text are often positioned manually,
using artistic layout considerations and a format that is generally the same from
issue to issue. For example, a “Contents box” may appear at the lower-right
corner of the newsletter’s first page. This box’s position is independent of the text
around it. In fact, the text on a newsletter page is often formatted to fit around the
graphics. Graphics that are tied to a specific page are called unanchored graphics.
The objects that comprise an unanchored graphic are called unanchored objects.

You create an anchored graphic by placing an anchored frame within a text flow
and then drawing or pasting objects into that frame. Anchored frames are
explained in the next section. You create an unanchored graphic by drawing or
pasting objects directly onto the page area, in a spot not covered by an anchored
frame. See Graphics Editing Overview later in this chapter for information on
creating both anchored and unanchored objects.
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Frames

In addition to the types of objects described in the previous sections, there is also
a special kind of object called a frame. A frame is a rectangular object that can
contain other objects (text and graphics), in the same way that a real-world
picture frame contains a picture. That is, when you move a frame, everything in it
moves too.

This property of frames allows you to anchor graphics to a position within a
document’s text flow, as explained in the previous section. To do so, place an
anchored frame at a point in the text (using the Anchored Frame command) and
then place objects within the anchored frame. FrameMaker moves the frame
automatically whenever the text it is anchored to moves. Since moving a frame
also moves its contents, the graphics in the anchored frame moves as needed to
remain at the appropriate point in the surrounding text.

Unlike rectangles created with the Rectangle tool (which are rectangles in the
standard graphical sense of the word), and unlike real-world picture frames,
FrameMaker frames normally do not have a visible border or fill pattern. They
define an area that contains other objects. The Borders command from the Guides
menu allows you to see the border of a frame as a dashed line.

You can also use frames to crop objects. When you make a frame smaller, objects
and parts of objects beyond the frame’s border are not visible. This is again
similar to a real-world picture frame, where any part of the picture that is beyond
the frame’s opening cannot be seen. You can “uncrop” objects within a frame by
making the frame larger or by moving the objects so that they are totally within
the frame’s border.

Because frames can crop objects, it is sometimes useful to place an unanchored
frame directly on a page. Specifically, if you want to place a graphic directly on a
page (such as an imported bitmap image), and if that graphic needs to be cropped
(perhaps because you want only part of the image to be visible), you would use
the Frame tool to draw a frame directly onto the page and then draw or import the
graphic into the frame. You would then crop the image by stretching the frame’s
borders as needed to obscure the appropriate portions of the graphic.

Master Page

When FrameMaker displays or prints a document page, it begins by showing all
items from the master page. Then it shows the items that are unique to a specific
page from the document, placing them as a layer over the master page items.
Putting items on the master page is one way to create headers and footers (also
see the Headers & Footers command in Chapter 3).

If you want items to appear on every page, you put those items on the master
page. If you later add or modify items on the master page, their appearance on all
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other pages is instantly updated. Putting such items on the master page saves
time and document storage space.

The master page can contain all types of objects that can be placed on main pages
in a document, including text, drawn graphics, frames, and imported images.

When you display the master page, it shows three kinds of items:
« Automatic headers and footers set up using the Headers & Footers command.

» TextRects that will be placed on each new page added to the document. The
layout of these TextRects is defined when a new document is created using
the New command; you can change the layout at any time after a document is
created using the Number of Columns command.

» Objects and frames that have been drawn on the master page. You can edit
these items while viewing the master page.

You cannot edit the automatic headers, footers, and TextRects on the master
page; they appear for reference only. To edit them, use the Number of Columns or
Headers & Footers command.

Tagged Paragraphs and the Catalog

FrameMaker has two features that interact to give you powerful formatting
control: paragraph tags and the Paragraph Catalog. You can use these features to
enforce totally consistent formatting and to allow custom formatting where
needed.

Paragraph tags: Each paragraph in a FrameMaker document can be given a
name, called the paragraph fag. Effective use of tags has two requirements:

» Each paragraph must be assigned a name that describes its function or type.
e All paragraphs that have the same type must be assigned the same name.

For example, in this document all paragraphs that begin a section have the tag
Section. Similarly, regular paragraphs like the current one are named Body, and
each paragraph in a bulleted list is called Bullet.

If you tag all document paragraphs with meaningful names, it is easy to make
dramatic cross-document reformatting changes. You can apply FrameMaker’s
formatting and font commands in one step to all paragraphs that have the same
tag, leaving all the other paragraphs unchanged. For example, it would take only a
few seconds to change the font size or line spacing for all Body paragraphs.

Each paragraph in a FrameMaker document contains its own unique formatting
information (you can see a paragraph’s formatting information by selecting the
paragraph and using the Paragraphs command). This feature makes it possible for
two paragraphs that have the same tag to have different formats.
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In general, you will want paragraphs with the same tag to have the same format,
but there are times when you will not want that to be the case. For example, you
may decide to reduce the line spacing of a Body paragraph here and there to solve
awkward page break problems.

Paragraph Catalog: You use the Paragraph Catalog to speed formatted text
entry and to allow mass formatting updates. These are the steps for storing a
paragraph format in the Catalog:

+ Put the insertion point in a paragraph.

» Use the Paragraphs command to display the Paragraphs dialog box:

Left indent: » 0.00] | Line Spacing: | 2pt

First Line: Space Before: m—]
Right Indent: Space After:

Language
e ockunes:  [1_] [ Usengien ]
[[] keep with Next Paragraph
@ Left O Right [ start at Top of TextRect

O centered O Justified [ Hyphenate - Tolerance: |:}
B —

Turn on the Apply to: [ Font:
Catalog setting Current [Courier 141 [X] Bold
. : Times | ] N _
mp | e (73]
Clan Symbol (] undertine
\T L] Catalog Garamond  [&] [] Strike Through

 Fill in the desired settings.
» Turn on the Catalog check box in the Apply To area.
e Click OK.

FrameMaker then stores all of the settings that appear in the dialog box, plus the
tab settings that appear in the top ruler, in a Catalog entry whose name matches
the paragraph’s tag. In this case the Catalog entry would be called “Section.”

Once you have stored a paragraph format in the Catalog, you can apply it to
paragraphs as you create them or any time later.

For example, to start a new section, you might follow these steps:

+ Put the insertion point at the end of an existing paragraph.

 Press the Enter key to begin a new paragraph.
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» Choose the Catalog command to display the Catalog dialog box:

Catalog Apply to

([ ok ]
)| Bulletx
@ Current -m
8Taa= 1
All

(O Update entire document
O Delete from catalog

Section

SubSection

» Select Section in the Catalog scroll list and click OK or press the Enter key.

This procedure is the same as using the Paragraphs command and filling in all the
values that appear in the dialog box using the settings that appear in the
Paragraphs dialog box above.

You can also use the Catalog to store paragraph formatting information that you
want to use in more than one document. You can export a document Catalog using
the Maker Interchange Format (MIF) setting in the Save dialog box. After you
create a Catalog MIF file, you can import that file into an existing document. This
causes the Catalog entries from the MIF file to be merged with the existing
Catalog. You can then click the Update Entire Document button in the Catalog
dialog box to reformat the document using the imported Catalog. For more
information on saving a document in MIF format, see the Save command in
Chapter 3.

2-14 FrameMaker Reference Manual



Chapter 2: FrameMaker Basics User Interface Basics

User Interface Basics

This section covers fundamental techniques for using FrameMaker. Later sections
in this manual assume an understanding of the techniques presented here.

Noun-Verb Model

You carry out most actions in FrameMaker using what we call the noun-verb
model. This means you first select text or an object and then choose what you
want to do with what you’ve selected. For example, to delete text, you select the
text (noun) by highlighting it and then press (verb) the Delete key.

Using the Mouse

The three mouse buttons are used for a variety of purposes, outlined below. The
main use for the buttons is simple: Use the left mouse button to select objects and
commands, use the middle button to select an insertion point in text or in a range
of text, and use the right mouse button to display menus.

Use the left mouse button to:
» Select objects and frames for moving, stretching, and editing.

¢ Select commands from menu bar menus.

e Click on items in dialog boxes, the main FrameMaker window, and other
FrameMaker windows (such as the Tools window and the Search window).

Use the middle mouse button to:
* Set an insertion point in text so you can insert new characters.

» Highlight a block of text for editing. After highlighting the block, you can:

- Delete the block by pressing the Delete key.

- Cut the block for later pasting using the Cut command from the Edit menu.

- Change the block’s font using the Fonts command from the Format menu.
« Deselect everything by clicking where there is no object.

Use the right mouse button to:

» Display the Maker menu (a menu containing commonly used commands):
Point in the content area of a document window and press and hold down the
right mouse button.

You can use several keyboard modifiers to change the meaning of the mouse but-
tons. See Appendix A, Keyboard Commands, for a complete list of these keyboard
modifiers.
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Using Windows and Menus

A FrameMaker document window is shown below. (On your system, the window
may look slightly different. See your window system documentation for a
description of system-specific window commands.)

You use different areas of the document window to perform different functions.
With the arrow pointer in the content area of the document window, press and
hold down the right mouse button to display the Maker menu, containing
commonly used commands such as Undo, Cut, and Paste.

The menu bar contains six pop-up menus: Document, Edit, Format, TextRects,
Guides, and Page. The commands on each FrameMaker menu are shown at the
start of Chapter 3.

Edit Format TextRects Guides

Menu bar =——» Paye

Document

Window content area

Window borders

N

A FrameMaker Document Window

To use a command from a menu, follow these steps:

» Point on a word in the menu bar. For example, to use a command in the Page
menu, point on the word Page.

» Press and hold down any mouse button (the menu pops up):

Previous Ypp

Next !pn
First !pf
Last 'pl
Master tpm
Scroll !ps
Go to... 'pg
Add. .. !pa
Delete... !pd

* Move the arrow pointer up or down while keeping the mouse button pressed,
until the command you want is highlighted.

+ Release the mouse button to select the command.
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If you display a menu and want to put it away without using one of its commands,
move the arrow pointer outside the menu so that no command is highlighted and
then release the mouse button.

Keyboard Equivalents

You can also invoke all menu commands from the keyboard. There are three levels
of keyboard commands:

First, there are mnemonic three- or four-character commands, which appear
on the menus (the exclamation point (!) represents the Esc key). For
example, the keyboard equivalent for Next in the Page menu is !pn. This
sequence means: Press and release the Esc key, then press the unshifted P
key, and finally press the unshifted N key.

The three characters used for the mnemonic commands follow a standard
pattern. The first character is the Esc key, the second character is the starting
letter in the menu’s name, and the third character is the starting letter in the
command’s name.

Caution: Case is significant in keyboard commands. For
example, the keyboard equivalent for the Markers command is
Esc e m. That’s lowercase e and lowercase m; uppercase E and
M will not work. If a keyboard command does not seem to work,
make sure the Caps Lock is not on.

It can become tedious to repeatedly type three characters for the more
commonly used commands, so shorter key sequences are also provided. While
these sequences may be more difficult to remember, they can significantly
improve your productivity once you have mastered them. For information on
built-in keyboard sequences, see Appendix A, Keyboard Commands.

Finally, you can record any sequence of keys and assign this sequence to any
single key or sequence of keys (called a macro). Use macros to complete your
most common typing and editing tasks with a minimum of keystrokes. See the
Record Keys command and the Keyboard command in Chapter 3.

Using Dialog Boxes

A dialog box is a window that appears in the center of the screen when you use
certain commands. Commands that need additional information use dialog boxes
to gather that information. For example, the Fonts command from the Format
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menu displays this dialog box containing all of the types of items that a dialog box
can contain:

Font Family: [X] style: ( ok ]}
|3 Courier D Bold
£ [ itatic
[[] undertine [ Keep Settings
[ strike Through
Size:
Apply to: [X] Position: [32] Paint
@ Current @ Normal
Org[ ]| |Oswrowt | Rspeasrs
Oan O Subscript |O——|

Buttons
Buttons are rounded rectangles containing a word, such as these OK and Cancel

buttons:

Clicking a button carries out an action (the specific action varies depending on the
button). To click a button, point on the button and click the left mouse button.

You can also carry out the action of a button by making the button active and then
pressing Enter. A button is active when the small triangle points to it. You move
the small triangle using the Tab or Shift-Tab keys. For example, in the following
dialog box, the No button is active—pressing Enter is the same as clicking No:

I_- - Save :hanges_hefore quitting? B |
[ Yes ] )[ No ] [ Cancel ]

Radio Buttons

Radio buttons are small circles arranged in groups, such as the set of circles in the
Position area in the Fonts dialog box.

@ Normal
(O Superscript
(O Subscript
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You use radio buttons to choose only one setting from a group of alternatives. For
example, you can choose either Normal, Superscript, or Subscript, but not a
combination of these.

One of the radio buttons in the group always contains a black dot, indicating that
the alternative to its right has been chosen; the other buttons are empty. Clicking
a radio button selects the alternative to the right of the button and deselects all
other alternatives in the group.

Check Boxes
A check box is a small square to the left of a setting.

Bold

[ natic

[] underiine

[] strike Through

You use check boxes to choose whether or not an individual setting is turned on.
For example, the font can be Bold or not. Unlike radio buttons, you can choose
more than one setting from a list of check boxes. For example, you could turn on
both Bold and Italic.

An x in a check box indicates that the setting to its right has been selected.
Clicking in a check box alternately puts a check in the box or removes the check.

Scroll Boxes

A scroll box is a small rectangle that contains one value from a small set of
values, such as the box to the left of the word Point in the Fonts dialog box.

[12] Point

To scroll forward through the available values, click the scroll box until the desired
value appears. To scroll backward, press and hold down the Shift key while
clicking the mouse button.

Scroll Lists

A scroll list is a window containing a large list of items and scroll arrows for
scrolling through the list. The Font Families list in the Fonts dialog box is an
example of a scroll list.

»[ Courier %
Times

Helvetica
Symbol
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You can choose only one item at a time from a scroll list. For example, you can
choose Helvetica, Times, or Courier but not both Helvetica and Times. (Because
you can add font families to FrameMaker, the list can include many more than four
items.)

To select an item from the list, click on it; the item becomes highlighted. If the
scroll list is active (the small triangle points to it), you can also search for and
select an item by typing the characters that uniquely identify the item. For
example, to select Courier from the Font Families list, you could type e. Since
Courier is the only item in the list that begins with a ¢, FrameMaker selects it.

If a scroll list contains more than one item that begins with the letter you type,
FrameMaker selects the first matching item. If you continue to type letters,
FrameMaker searches for and selects an item that has all the letters you type.
For example, if your Catalog contains the tag names Step and Step1, you could
type stepl to select the tag Stepl. This search feature in scroll lists is useful
when creating keyboard macros that use the Catalog.

You can scroll through a list in several ways:

» To scroll one item at a time, click the up or down scroll arrows to move in the
desired direction.

» To scroll one “boxful” of items at a time, click in the gray area between the up
and down arrows. Click above the white square in the gray area to scroll up;
click below the white square to scroll down.

» To quickly scroll to a relative position in the list, point in the white square in
the gray area, press and hold down any mouse button, and drag the white
square in the direction you want to scroll.

Drag the white box to scroll quickly in
the desired direction.

Helvetica Click the gray area to scroll one boxful
Symbol at a time.

Click the scroll arrows to scroll one
item at a time.

Edit Boxes
An edit box is a rectangle containing text you can edit.

Tag: | Section |

You use edit boxes to type text or numbers, such as page header strings, top
margin settings, or first page numbers.

To edit text in an edit box, click in the box with any mouse button. An insertion
point ( | ) appears in the text where you clicked. You can edit the text just as you
edit text in a document; most of FrameMaker’s keyboard commands for deleting
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and selecting text and moving the insertion point are available in edit boxes. For
example:

» Press Ctrl-u to delete all the characters to the left of the insertion point.
+ Press Ctrl-a to move the insertion point to the beginning of the line.

o Press Esc h p to select all the text in the edit box.

» Press Esc e u to undo the last change you made in the edit box.

For a complete list of FrameMaker’s keyboard commands, see Appendix A,
Keyboard Commands.

The text you type in an edit box can be longer than the edit box. As you type the
extra characters, the first characters you typed scroll off the left edge of the edit
box, but they are still stored within the edit box. The left edge of the edit box is
darkened to indicate that there are extra characters to the left.

k
eDd?: iﬁid \ Open File Named:

b| eManuals/MakerRefman/Refman2

If you move the insertion point to the beginning of an edit box containing more text
than can be displayed, the right side of the edit box is darkened to indicate that
there are extra characters to the right.

To see text that is beyond the edge of an edit box, use the keyboard commands to
move the insertion point in the desired direction. For example, if there are extra
characters to the left, press the Left Arrow key until the text beyond the left edge
of the edit box becomes visible. (You could also press Ctrl-a to move to the
beginning of the text.)

You can also select text that is beyond the edge of an edit box using either
keyboard commands or the mouse. To select with the mouse, point on where you
want to start selecting, press and hold down the middle mouse button, and drag
the mouse in the desired direction. The text beyond the edge of the edit box
scrolls into view as you select it.

Text scrolled

into view N\ Open File Named:
\ b T ENTEIE  MakerRefman/Re

The File Browser

The file browser, which consists of an edit box and a scroll list, allows you to see
the contents of any directory you specify and to select a filename or directory
without typing its pathname. In other words, it incorporates the properties of the
UNIX commands cd and /s. You will find the file browser in the Capture, Import,
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Keyboard, New, Open, and Save dialog boxes. The Open dialog box is shown

below:

Open File Named:

il

Current Directory:
fusrhome/delm

../ {Go up 1 directory level)
Filtermans/

hin/

fmtraining/

intl?

letters?

mail?

misc/

personal?

plans?

|
16 Directories, 17 Files

When a dialog box with a file browser appears, the scroll list displays all or part of
a directory’s contents, depending on what you specify. See the Capture, Import,
Keyboard, New, Open, and Save commands in Chapter 3 for an explanation of
what the scroll list initially displays when you select these commands.

If you want a file or document in another directory or need to look at the contents
of another directory, you can:

+ Click on a directory name in the scroll list and click OK. When you click on the
directory name, it appears in the Open File Named edit box.

The first entry in the scroll list (. . /) represents the parent directory (the one
above the current directory); other directories in the scroll list contain a slash
(/) after the name.

You can also double-click a directory name in the scroll list, which is the same
as selecting the filename and clicking OK.

« Type the directory’s unique initial letters. (When selecting the directory in this
way, make sure that the black triangle is pointing to the scroll list, not the edit
box.) When the directory name appears in the edit box, click OK.

« Click on a directory similar to the one you want, edit the name that appears in
the Open File Named edit box, and click OK.

» Type a pathname in the edit box and click OK. The pathname can be absolute
(such as /usr/home/emily) or relative (such as . ./plans/current).

You can use the directory abbreviations ~ (for the home directory) and . . (for
the parent directory) as well as environment variables in the pathname.
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As you change directories, FrameMaker updates the Current Directory pathname
(above the scroll list) as well as the line that displays the number of directories
and files in the current directory (below the scroll list).

If you want a file or document in the current directory, you can:

* Click on a filename in the scroll list and click OK. When you click on the
filename, it appears in the Open File Named edit box.

You can also double-click a filename in the scroll list, which is the same as
selecting the filename and clicking OK.

» Type the filename’s unique initial letters. (When selecting the filename in this
way, make sure that the black triangle is pointing to the scroll list, not the edit
box.) When the filename appears in the edit box, click OK.

» Click on a filename similar to the one you want, edit the name that appears in
the Open File Named edit box, and click OK.

» Type the filename in the edit box and click OK.

You can also use the wildcard symbols ? (for a single character) and * (for any
number of characters) to display some of a directory’s contents. For example, if
you type *.doc in the Open File Named edit box and click OK, a list of all
filenames ending with .doc (in the current directory) appears in the scroll list.
(Directory names are not affected.) If you then change the current directory, the
scroll list will continue to display only some of the directory’s contents. To display
the entire contents of the directory again, type * in the Open File Named edit box
and click OK.
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Dialog Box Keyboard Commands

You can use keyboard commands to fill in a dialog box. These commands are
useful not only for interactive work but also for use in keyboard macros (see the
Record Keys command in Chapter 3):

Meaning

Move to next item

Move to previous item
Move to first edit box

If no button is active, click OK
If a button is active, click in the active button

CELLC urvrrrerreecneeceesneesessne Click in the Cancel button

_In Radio Button:

Mouse click (scroll to next setting)
Scroll to previous setting
Alt-Up AXTXOW......cerevenens First setting
Alt-Down Arrow ........ Last setting

Click in the up and down scroll arrows (scroll list up or down)

Select first item in list

Select last item in list
Shift—space ......ienn Select item currently in first line of list
Unshifted key(s) ... Search forward and select item starting with the typed letter(s)

Shifted key(s)

Search backward and select item starting with the typed letter(s)

You can select and delete text and move the insertion point with keyboard commands, which
are listed in Appendix A.
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Text Editing Overview

This section describes basic text entry and editing techniques.

Typing New Text
You can type text into TextRect and TextLine objects.

To add text, move the arrow pointer’s tip into text, to the place where text is to be
added, and click the middle mouse button. This action places the insertion point

( 1 ) between characters in the text at the point where you clicked the mouse
button. Now, type text using the keyboard. The new text appears at the insertion
point, and the insertion point advances to show where the next typed character
will appear.

You cannot put the insertion point beyond the end of a line or below the last line in
a TextRect. If clicking near text does not place an insertion point where expected,
make sure the arrow pointer is within the TextRect or TextLine (turn on borders if
needed).

The font used for inserted typing is called the insert font. FrameMaker resets the
insert font whenever you explicitly reposition the insertion point using the mouse
or keyboard commands (but not while you type). FrameMaker sets the insert font
to match the font of the closest visible character on the line containing the
insertion point. If you put the insertion point directly between two visible
characters, the font of the character to the right is used. If the line contains no
visible characters, the font of the end-of-line character is used. (You can see the
end-of-line character if display of text symbols is enabled. See the Text Symbols
command in Chapter 3.)

FrameMaker keeps track of line length as you type and automatically starts a
new line when the current line overflows. The only time you need to press the
Enter key while typing is when you want to end one paragraph and begin another.
The new paragraph automatically has the same formatting characteristics as the
previous paragraph. Each paragraph can have unique formatting characteristics.
See the Paragraphs command in Chapter 3.

To end one line and move the insertion point to the start of a new line, without
ending the paragraph, press Alt-Enter. This key sequence is useful for creating
tables in which all lines in the table comprise one paragraph. When you change
the tab settings for this type of paragraph, all lines in the table change
immediately.

Correcting Typos

To delete a character you just typed, press either the Delete key or the Backspace
key. If no text is selected, these keys delete the character to the left of the
insertion point. When there is selected text, these keys delete the selected text
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and move the insertion point to the place where the deleted text began (see
Deleting a Block of Text later in this chapter).

To delete the character to the right of the insertion point, press Ctrl-d.
To delete the word to the right of the insertion point, press Alt-d.

See Appendix A, Keyboard Commands, for information about other keyboard
commands for text editing.

Highlighting a Block of Text

2-26

Highlight a block of text to modify all characters in that block as a unit. For
example, you would first highlight a block of text when you want to delete, move,
duplicate, or format the entire block.

To highlight a block of text, follow these steps:

* Move the arrow pointer to just before the first character or just after the last
character of the block.

e Press and hold down the middle mouse button.

* Move the arrow pointer to the other end of the block without releasing the
mouse button. As the arrow pointer moves, all text between the starting point
and the arrow pointer is highlighted.

*  When the desired text is highlighted, release the mouse button.

Text from one text flow may be highlighted across TextRect boundaries using the
above technique as long as both the starting point and endpoint of the highlighting
can be seen on the screen at the same time (see the Scroll command in Chapter 3).

There is a shortcut for highlighting a word:
* Move the arrow pointer’s tip to anywhere within the word.

» Click the middle mouse button twice in rapid succession (this is often called
double-clicking). The entire word will be highlighted (but not the space around
it).

Extend text selection: You can highlight larger areas of text as follows:

* Move the arrow pointer to just before the first character or just after the last
character of the block.

*  Click the middle mouse button to put the insertion point at the arrow pointer’s
location.

*  Move the arrow pointer to the other end of the block. You may use commands
from the Page menu to move to another page.

» Press and hold down the Shift key and click the middle mouse button.
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All text between the first insertion point and the Shift-click location is highlighted.
If the highlighted region stops at the wrong character, Shift-click at a different
location. Each time it is used, Shift-click resets the highlighting to the range
between the insertion point and the click location. Use this Shift-click technique to
select any block of text, from a few characters to an entire multipage document.

To deselect a block of text, click the middle mouse button anywhere in the
document window or highlight a different block of text.

There are several keyboard commands for selecting text:

Key Sequence | ~ Meaning .
'he Select a character to the right of the insertion point
'hw Select current word, then words to the right
'hl Select current line, then lines below
'hs Select current sentence, then next
'hp Select current paragraph, then next
'hf Shift selecting forward one character
'hb Shift selecting backward one character
'hoO Clear selecting

Deleting a Block of Text

To remove a block of text, follow these steps:

[

[

Select the block (see Highlighting a Block of Text earlier in this chapter).

Press the Delete or Backspace key or use the Cut command.

These commands put the deleted text onto the clipboard for later pasting.

Moving a Block of Text

To move a block of text within a document or between documents, follow these
steps:

.

Select the block (see Highlighting a Block of Text earlier in this chapter).

Use the Cut command or press the Delete or Backspace key to place the text
on the clipboard.

Put the insertion point where the cut text should be inserted by clicking there
with the middle mouse button.

Use the Paste command to insert the cut text at the insertion point.
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Duplicating a Block of Text

To copy a block of text from one place to another within a document or between
documents, follow these steps:

+ Select the block (see Highlighting a Block of Text earlier in this chapter).
» Use the Copy command to copy the text onto the clipboard.

 Put the insertion point where the copied text should be inserted by clicking
there with the middle mouse button.

» Use the Paste command to insert the copied text at the insertion point.

Text quick-copy feature: There is a faster way to copy small blocks of text from
one place to another when both places are visible on the screen:

+ Put the insertion point where you want the copy to go.

+ Press and hold down the Shift and Ctrl keys and, using the middle mouse
button, select the text you want to copy.

The selected text is copied to the original insertion point, retaining all of its font
information, including style, size, and kerning. This quick-copy feature is
especially useful for entering special symbols, whose keyboard position may be
awkward or is unknown. See the on-line document HelpSymbols.doc.

Changing the Font of a Block of Text

To change the font of a block of text in a TextRect or a TextLine, follow these
steps:

» Select the block (see Highlighting a Block of Text earlier in this chapter).

» Use the Fonts command.

Changing the Formatting of Paragraphs

To change the formatting (such as alignment, line spacing, and margins) of a
paragraph, put the insertion point anywhere in the paragraph and use the
Paragraphs, Catalog, or Tabs commands; or change the margin and tab settings by
manipulating the corresponding symbols in the ruler at the top of the document
window.

Keyboard Commands for Text Editing

2-28

You can use the arrow keys to move the insertion point (this method is faster

than using the mouse to move the insertion point a few characters to the left or
right). Appendix A, Keyboard Commands, lists all keyboard commands for moving
the insertion point, selecting text, formatting, and the like.
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Graphics Editing Overview
This section describes basic graphic, layout, and editing techniques.

Drawing Objects and Frames

You draw objects and frames using tools in the Tools window. See The
FrameMaker Object Model and Frames earlier in this chapter for basic information
on objects, frames, and the creation of page images.

You can place objects directly on the page (unanchored) or tie them to a location
in a text flow (anchored).

Create unanchored objects by drawing within the document window on the surface
of a page. These objects are directly tied to the page, as in a standard page layout
program.

Create anchored objects by drawing within anchored frames or pasting predrawn
objects into anchored frames. Create anchored frames using the Anchored Frame

command. An anchored frame has an anchor symbol ( L ) somewhere within a
text flow. As this symbol’s position moves due to editing and formatting changes,
the anchored frame’s position also moves. This document contains many
examples of anchored frames. For example, all of the pictures of dialog boxes in
Chapter 3 are in anchored frames.

The basic steps for drawing an object or frame are as follows:
» Select the appropriate tool from the Tools window.

+ Move the arrow pointer to the appropriate point in the document window.

+ Stop moving the mouse for a moment, until the arrow pointer turns into a
drawing pointer ( < ) or the TextLine I-beam pointer ( I ).

» Press and hold down the left mouse button at one corner of where you want to
draw the object.

¢ Move the mouse without releasing the mouse button until the desired shape
appears on the screen.

+ Release the mouse button.

See Chapter 4, Tools Window Icons, for more detailed instructions.
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Selecting Objects and Frames

To select a single object or frame: Move the arrow pointer so that its tip is
near the edge of the object or frame and click the left mouse button. Handles
appear to show that the object is selected:

Screen Appearance of Unselected (top) and Selected (bottom) Objects

Clicking anywhere in a closed, filled object or TextRect selects the object. But
closed objects whose fill pattern is None are like empty wire frames, so clicking
anywhere but on their edges does not select them.

If more than one object is under the arrow pointer when the left button is clicked,
the object on top (in front) is selected. To select objects that are behind others,
select the front objects and move them out of the way (see Moving Objects and
Frames within a Page or Frame, later in this chapter) or send them to the back
using the Back command.

To select more than one object or frame: Select each object one at a time with
the left mouse button.

To select all objects in a rectangular area (selection border): Move the

arrow pointer so that it is in one corner of the rectangular area and outside of all
objects in the frame or page. Press and hold down the left mouse button. Move the
arrow pointer to the diagonally opposite corner of the rectangular area; a selection
border shows the area enclosed by the mouse movement. When the desired
objects are completely enclosed by the border, release the mouse button. All
objects within the selection border are selected.

Sometimes, when you try to draw a selection border, you select or move a single
object instead (because you press the mouse button while the pointer is over an
object). To avoid this problem, press and hold down the Shift key before pressing
the left mouse button and then follow the steps above.

To deselect objects and frames: Click the middle mouse button anywhere in the
document window or click with the left mouse button in an empty area of the
window.
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Sizing Objects and Frames

You can change the size of an object or frame using the mouse. In addition, you
can scale objects using the Scale command.

Changing size with the mouse: To change the size of an object with the mouse,
follow these steps:

» Select the appropriate object or frame by clicking near its border with the left
mouse button.

Two stretch handles appear on selected lines and arrows—one handle at each
end. You use these handles to drag the associated end to a new location,
changing the length and/or slope of the line or arrow.

Eight stretch handles appear on other kinds of selected items—four corner

Graphics Editing Overview

handles and four side handles. Use a corner handle to drag that corner in or out

while the opposite corner remains stationary. Use a side handle to drag the
associated side in or out while the other sides remain stationary.

* Move the arrow pointer so that its tip is within one of the handles.
« Press and hold down the left mouse button.

Dimension information appears in the status line at the bottom of the window,
showing the current size of the item being stretched. If rulers are visible (see
the Rulers command in Chapter 3), tick marks appear on the rulers, marking
the location of the item’s sides and center.

*  Move the arrow pointer while holding the mouse button down to shrink or
stretch the object or frame. As the item is stretched, the dimensions displayed
in the status line and the tick marks on the ruler are updated.

o Release the mouse button when the item is the correct size.

All types of objects, except TextLines, can be resized with the mouse.
Resizing a TextRect causes the enclosed text to be reformatted.

You can resize groups of objects as a unit. To do so, select all of the objects to be
resized, group them using the Group command in the Tools window, and follow
the instructions for resizing individual objects (grouping objects effectively turns
them into one object). Use this feature to create small, complex shapes: Draw the
shape in a larger size using as many objects as needed, group the objects, and
shrink them down to the size you want.

Forcing an object to stretch: If you miss the handle by mistake while trying to
stretch an object, you may deselect the object or move it instead. You can use the
Undo command to recover from an accidental move. To avoid this problem,
however, press and hold down the Ctrl key while pressing the left mouse button.
This action tells FrameMaker that you are trying to stretch something. In this
case, FrameMaker looks for a handle near the arrow pointer and uses that if it
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can. If it cannot find a nearby handle, it ignores the mouse press, leaving
everything selected and performing no other action.

Flipping Objects with the Mouse

You can flip most objects by dragging their stretch handles. For example, drag the
top-center handle down to flip an object about its horizontal axis. Drag the left-
center handle to the right to flip an object about its vertical axis. Drag the top-left
handle down and to the right to flip an object in both dimensions:

You cannot flip imported images, TextLines, and TextRects.

Moving Objects and Frames within a Page or Frame

You can move objects and frames using the mouse or the arrow keys. To move an
object or frame with the mouse, follow these steps:

2-32

Select the appropriate object or frame by clicking near its border with the left
mouse button.

Handles appear on the selected item.

Move the arrow pointer so that its tip is along the selected item’s border but
not near any of the item’s handles.

Press and hold down the left mouse button.

If rulers are displayed, tick marks appear on the rulers, marking the location of
the item’s sides and center.

Move the arrow pointer while holding the mouse button down to drag the
object or frame to a new location. As the item is moved, the tick marks on the
ruler are updated.

Release the mouse button when the item’s position is correct.
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Forcing an object to move: If you miss the item’s border by mistake while trying
to move it, you may deselect it or stretch it instead. Inadvertently stretching a

very small object can easily happen because its handles completely cover its
border. You can use the Undo command to recover from accidentally stretching an
object. To avoid this problem, however, press and hold down the Ctrl key while
you press the right mouse button. This action tells FrameMaker that you are

trying to move something. In this case, FrameMaker looks for an object that
encloses the arrow pointer or for a border that is near the arrow pointer, and it

uses that object if it can. If it cannot find a nearby object, it ignores the mouse
press, leaving everything selected and performing no other action.

Use the Movement Constraint settings in the Tools window to affect how objects
can be moved with the mouse. For example, to move an object horizontally
without affecting its vertical position, click H. Only before moving the object. The
Movement Constraint settings stay in effect until you change them.

Movement: (@ Unconstrained (O H.Onty (O V. Only

Movement Constraint Settings in the Tools Window

Use the Snap command to affect how objects can be moved with the mouse. When
you turn the snap feature on, if the first direction in which you move an object is to
the left, then, as you move it, the left side of the object snaps to positions that
correspond to the ruler divisions. You can snap the other sides of an object to

ruler division positions by moving the object in the direction that corresponds to
the appropriate side.

You can move all types of objects with the mouse. Moving a TextRect has no
effect on the format of the text it contains or on its links with other TextRects.

To move an object or frame using the arrow keys, follow these instructions:

» Select a single object, group, or frame by clicking near its border with the left
mouse button.
Handles appear on the selected item.

* Press and hold down the Ctrl key and press one of the four arrow keys to
move the item 1 point in the indicated direction.

Also, you can press and hold down the Shift key and press an arrow key to
move the item 1/2 pica (6 points) in the indicated direction.

You can move groups of objects as a unit. To do so, select all of the objects to be
moved, group them (see the Group command in Chapter 3), and follow the
instructions for moving individual objects (grouping objects effectively turns them
into one object).
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Moving Objects and Frames between Pages or Frames

You cannot move an object or group directly from one frame or page to another. To
move an object or group to a different page, anchored frame, unanchored frame, or
document, delete it from its original location using the Cut command, and then put
it in its new location using the Paste command. To force an object to be pasted

into a frame, select the frame or an object within the frame before using the Paste
command. Similarly, to force an object to be pasted onto a page (and not within a
frame on the page), select an object on the page before pasting.

Deleting Objects and Frames

To delete objects or frames, select them and use the Cut command. The Delete
key is a shortcut for Cut.

Duplicating Objects and Frames

To duplicate objects or frames, select them and use the Copy command. Copy
stores a copy of the selected objects or frames onto the clipboard. Then use the
Paste command to copy whatever is on the clipboard to a new location.

Quick-copy feature: To duplicate an object or group within one page or frame,
use the quick-copy feature. First select the object you want to copy. Point on the
object, and while holding down the Shift key, press the right mouse button. When
you move the arrow pointer, you move a copy of the object. The quick-copy feature
makes it easy to build pages that contain many of the same objects, such as

tables made of TextRect cells.

Changing Object and Frame Overlap

To change the overlap of objects or frames, select one and send it to the back or
bring it to the front as needed using the Front and Back commands from the Tools
window. These commands can also be used when more than one item is selected
as well as on groups.

Before After Front After Back
Command Command

(The circle is selected.)

2-34 FrameMaker Reference Manual



Chapter 2: FrameMaker Basics Graphics Editing Overview

Reshaping Objects

You can reshape polygons, polylines, and freehand shapes with the Reshape
command from the Tools window. You can also add points to or delete points from
these objects:

» To add a point, select the object and use the Reshape command to turn on
reshape handles. While holding down the Ctrl and Shift keys, click with the
right mouse button somewhere along the object’s border.

» To delete a point, select the object and use the Reshape command to turn on
reshape handles. While holding down the Ctrl and Shift keys, click with the left
mouse button on the point you want to remove.

Selected polygon After moving a After adding and After deleting a point
after clicking on point moving a point

the reshape

command

You can also reshape arcs. Reshaping an arc changes its start and end angle,
leaving the arc’s underlying ellipse unchanged:
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Changing Object Fill, Border, and Line Width
You can change the border width, border pattern, and fill pattern of objects and
frames by selecting them and then clicking on the Widths, Fills, and Borders icons
in the Tools window (see Chapter 4, Tools Window Icons, for more information).
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FrameMaker Commands

This chapter covers the FrameMaker commands in alphabetical order.

Menu Overview

You can choose FrameMaker’s commands from the menus shown below, from the
Tools window, or from the keyboard. See Chapter 2 for instructions on using
menus; see Appendix A for information on keyboard commands.

OOCUMENT RUTOES

Save. .. lds Tabs. .. 'ft Grid 'gg
Print... ldp Fonts... Iff X Rulers 'gr
Import. .. Idi Paragraphs. .. Ifp X Snap 'gs
Capture... Idc Catalog. .. = x Borders 'gh
Record Keys... !dr Auto Hyphenation... Ifa x Text Symbols !gt
Keyboard . .. 1dk Number of Columns,.. !fn Units... 'gu
New. .. Idn Headers & Footers... !fh

Open. .. I'do Freeze Pagination..., !fz

Tools. .. Tdt Repaginate... 'fr

Info... 1dI

= =

Previous !pp
Next !pn
First L pf
Last 'pl
Master 'pm
Scroll !ps
] Go to... ! pg
] Add. .. ! pa
] Delete... !pd
1]
] \ Undo leu
= Cue lex
] Undo leu Connect TextRects !tc Copy lec
B Cut lex Disconnect Head Ith Copy Font ef
] Copy lec Disconnect Tail ltt Copy Pgf Format leg
1 Paste lep Split TextRect... Its Paste Tep
- Stuff let Auto Connect Ita Fonts. .. 11F
Search. .. les Feathering ef Catalog. .. 1o
Markers. .. lem Printer Code 'tp Paragraphs ... 1fp
Anchored Frame... lea
Spelling Checker... lel
To display a menu, put the arrow pointer on the indicated area and press the right mouse
button.
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Add Page

Location: Page menu
Standard Keyboard Equivalent: Esc p a

Purpose: Use the Add Page command to add a new page after any existing page
in the document. The new page’s column layout is determined by the master page
column layout settings at the time you choose Add Page. Columns on the new
page are not linked to columns on other pages in the document. To link them, use
the Connect TextRects command. See the Number of Columns command in this
chapter and Master Page in Chapter 2.

Use: Choose the Add Page command to display the Add Page dialog box:

Add a Page After Page: b 1] | [ ok ]

(Master Page -0)

Add a Page After Page: In this box, type the number of the page that the new
page will follow. If the first page of the document is not page 1 (in other words, if
you have changed the First Page # in the Headers & Footers dialog box), then

this number must be the actual number of the page, not its relative page number
within the document. For example, if Chapter2.doc begins on page 21, and you
want to add a page after the first page in that document, then type 21 in the Add a
Page After Page edit box.

Notes:

» FrameMaker automatically creates new pages as needed when you add text
to TextRects that have the auto-connect feature turned on. See the Auto
Connect command.
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Align
Location: Tools window

Standard Keyboard Equivalent: Esc o a

Purpose: Use the Align command to move objects so that their edges or center
points all lie on a straight line. The last object you select (known as the reference
object) is the one to which the other objects align. You can also use this command
to align an object within a frame or to set the alignment of TextLines.

Use: To align objects, select them using the mouse, selecting the reference object
last. Then click Align in the Tools window to display the Align dialog box:

Align:
»@® LeftSides (O LURcCenters () Right Sides
(O Tops (O 1B centers () Bases

Align: Click one of the settings in this area to specify how objects are to align.

Left Sides: Click Left Sides to move all selected objects so that their left sides
line up with the left side of the last selected object:

Before After

Last object selected

L/R Centers: Click L/R Centers to move all selected objects so that their
left/right centers line up with the left/right center of the last selected object:

Before After

Last object selected
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Right Sides: Click Right Sides to move all selected objects so that their right
sides line up with the right side of the last selected object:

Before After

Last object selected

Tops: Click Tops to move all selected objects so that their top edges line up with
the top of the last selected object:

Before After

Last object selected

T/B Centers: Click T/B Centers to move all selected objects so that their
top/bottom centers line up with the top/bottom center of the last selected object:

Before After

Last object selected
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Bases: Click Bases to move all selected objects so that their bases line up with
the base of the last selected object:

Before After

Last object selected

The base of a TextLine is its baseline (letters such as y and j hang down below
the baseline). The base of other types of objects is their bottom edge.

Notes:
» If you select only one object, the object is aligned within its enclosing frame or
page.

» If you select all objects with a selection border (see Chapter 2), the objects
are aligned using the selection border:

Selection border—»

~sssmsssssenqy

» If you align a TextLine using the Left Sides, L/R Centers, or Right Sides
settings, the TextLine “remembers” the Align setting when it is edited,
expanding or shrinking as needed to maintain the position of the desired
alignment point. See the TextLine tool in Chapter 4.

* The keyboard commands for paragraph alignment also work for object
alignment: Esc j 1 aligns left sides, Esc j ¢ aligns left/right centers, and Esc jr
aligns right sides.
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Anchored Frame

Location: Edit menu
Standard Keyboard Equivalent: Esc e a

Purpose: Use the Anchored Frame command to create a new anchored frame and
to change the properties of existing anchored frames.

An anchored frame is a frame whose position is tied to a point between two
characters in a text flow. When you want to “attach” text or graphic objects to
text so that the objects move with the text, put an anchored frame at the
appropriate point in the text flow and then put those objects in the anchored frame.
In this manual, the pictures of dialog boxes and other graphics are in anchored
frames.

Use: To create a new anchored frame, move the arrow pointer to the desired
anchor position within some TextRect text, click the middle mouse button to set
an insertion point, and then choose Anchored Frame from the Edit menu.

To change the properties of an existing anchored frame, select the frame’s anchor
symbol ( L ) by highlighting it with the middle mouse button. Or, select the frame
itself by clicking on its border or by putting a selection border around it (see
Selecting Objects and Frames in Chapter 2). Then choose Anchored Frame from
the Edit menu to display the Anchored Frame dialog box. If you have selected an
existing frame, the dialog box shows the current properties of that frame.
Otherwise it shows the settings from the previous use of the Anchored Frame

command:
Ancharing Position: ok )
In-line { @ At Insertion Foint Basline Offset: M[o.00] |
anchoring
™| O At Top of TextRect O et
In-TextRect (O Below Current Line @ Centered X cropped
anchoring || O AtBottom of TextRect O Right
=| O Left Side of TextRect ] Size
In-margin O Right Side of TextRect Baseline Offset: Width:
chorign (O side Closest to Page Edge ~ Near-side Offset: Height:
an & || O side Furthest from Page Edge

Anchoring Position: Choose one of the eight settings to describe the spatial
relationship between an anchored frame and its anchor point. These settings fall
into three categories:
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* In-line anchoring: The frame appears next to the anchor point.

» In-TextRect anchoring: The frame appears in the same TextRect, either above
or below the anchor point.

* In-margin anchoring: The frame appears in the left or right margin of the page.

In-Line Anchoring: With in-line anchoring, the frame appears next to the anchor
point.

+ At Insertion Point: Click At Insertion Point to place the frame immediately
following the anchor point, as if the frame were a single character. The frame’s
height contributes to the overall height of the line containing the frame. If the
frame is not surrounded by spaces, it is considered part of a word and
contributes to wordwrapping decisions. It is usually a good idea to put a space
before and after the anchor point, so that the frame is treated as a one-
character word (like ““ a ”’) and is therefore free to float from line to line when
the text before it is edited.

» Baseline Offset: In this box, type a value to specify the frame’s location
relative to the baseline of the surrounding text. An offset of 0 aligns the
bottom edge of the frame with the baseline. Positive offset values move the
frame up; negative offset values move the frame down.

In-TextRect Anchoring: With in-TextRect anchoring, the frame appears in the
same TextRect, either above or below the anchor point.

+ At Top of TextRect, Below Current Line, and At Bottom of TextRect:
Click one of these settings to place the frame within the same TextRect as the
anchor point, as if the frame were a complete line. The At Bottom of TextRect
setting provides a rudimentary way to create footnotes.

If a page contains multiple in-TextRect anchored frames, they are stacked top
to bottom within the TextRect in the order that their anchor points occur in the
text.

» Left, Centered, and Right: Click one of these settings to control the
alignment of in-TextRect anchored frames. If the anchored frame is the full
width of the TextRect, these settings do not matter. If the frame is narrower
than the TextRect, then the frame is aligned within the TextRect according to
these settings.

For exampie, if you want a to center a 2"-wide figure within your text column,
make the anchored frame just wide enough for the figure and click Centered.
You are then free to format the text in one wide column or several narrower
ones without concern for the figure’s alignment; it is always centered within
the column.

* Cropped: Turn on the Cropped check box if you want to crop the anchored
frame to the width of the TextRect. Turning on Cropped prevents frame
contents from spilling over the TextRect edges.
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In-Margin Anchoring: Choose one of these settings to place the frame outside of
the TextRect containing the anchor point. Use these anchoring positions for
margin notes and illustrations.

.

.

Left Side of TextRect and Right Side of TextRect: Click one of these
settings to place the frame to the left or right of the TextRect, generally next to
the line containing the anchor point.

Side Closest to Page Edge: Click this setting when you have a two-column
layout. When the anchor point is in the left column, the frame appears in the
left margin (because the left side of the column is closer to a page edge than
the right side). If when you edit text the anchor moves into a righthand column,
the frame flips to the right margin.

Side Furthest from Page Edge: Click this setting to put the frame in the
widest margin, for example, when you specify one-column, two-sided layouts
that have a wide outer margin for illustrations or margin notes. When you click
Double Sided in the Headers & Footers dialog box, the columns shift left or
right from page to page. For example, the wider margin may be on the left on
odd-numbered pages and on the right on even-numbered pages. This setting
puts the frame in the widest margin, no matter what page the frame occupies.

Baseline Offset: In this box, type a value to specify the vertical position of

the anchored frame relative to the baseline of the text containing the anchor
point. An offset of zero causes the bottom edge of the frame to line up with the
baseline. Positive offset values move the frame up; negative offset values
move the frame down.

This offset value is “springy”; that is, the anchored frame cannot go above or
below the top or bottom of the TextRect containing the anchor point. If the
Baseline Offset value you supply would cause the frame to be too high or too
low, the frame sits as high or as low as possible. If you edit the text above the
anchor point so that the anchor point moves away from the top or bottom of its
TextRect, the anchored frame position is readjusted to try to use the

requested Baseline Offset.

Near-Side Offset: In this box, type a value to specify the gap between the
anchored frame and the TextRect containing the frame’s anchor point. Positive
values move the frame away from the TextRect; negative values pull the frame
back into the TextRect.

When using negative Near-Side Offset values, note that the text within the
TextRect does not automatically adjust to accommodate the frame; you must
set paragraph indent values appropriately so that the anchored frame does not
obscure the text in the TextRect.

Size: In these boxes, type the desired width and height of the anchored frame.

New/Edit Frame: Click this button to insert a new anchored frame or to change
the properties of the selected anchored frame.
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Notes:

[ ]

It is easier to work with anchored frames when borders are displayed.
FrameMaker automatically turns on borders when you choose the Anchored
Frame command to add or edit an anchored frame. See the Borders command.

Once an anchored frame is in place, you can change its Size, Baseline Offset,
and Near-Side Offset values by selecting the frame and moving or stretching it
using the mouse or arrow keys (see Moving Objects and Frames within a
Page or Frame in Chapter 2).

You can select anchored frames as objects or as characters.

When you select an anchored frame as an object, handles appear on the frame,
allowing you to manipulate the frame as an object (for example, to stretch it,
move it, and fill it).To select an anchored frame as an object, click on its border
with the left mouse button or draw a selection border around it (see Selecting
Objects and Frames in Chapter 2). When drawing a selection border around an
object, press and hold down the Shift key before pressing the left mouse
button.

When you select an anchored frame as an object, it behaves much like an
unanchored frame. You can stretch it, scale it, and change its fill, pen, and pen
width. If you cut or copy the frame, an unanchored frame is placed on the
Clipboard.

To select an anchored frame as a character, select its anchor symbol using the
middle mouse button or one of the keyboard highlighting commands (see
Appendix A). Or choose the Search command to search for \a.

When you select an anchored frame as a symbol and you cut or copy it, an
anchored frame is placed on the Clipboard. If you later select an insertion point
and choose the Paste command from the Edit menu, a copy of the anchored
frame is inserted. If you want to make many anchored frames with the same
properties, make one anchored frame with the properties you want, select the
anchor point and frame using the middle mouse button, copy it, and then paste
it into new locations as needed.

In-margin anchored frames may cause the screen display to be incorrect if they
intersect other objects or if their position moves due to editing around the
anchor point. They may also be displayed incorrectly due to typing around the
anchor point. To correct the screen display, choose the Redisplay command
from the Window menu.

To delete an anchored frame, select it by highlighting its anchor symbol or by
clicking on its border with the left mouse button. Then press the Delete key or
choose the Cut command from the Edit menu.
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Auto Connect
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Location: TextRects menu
Standard Keyboard Equivalent: Esc t a

Purpose: Use the Auto Connect command to turn the auto-connect property of a
text flow on and off. The auto-connect property controls what happens when the
final TextRect in a text flow overflows.

When you turn on the auto-connect feature and your editing causes the text flow
to overflow, a new page is automatically generated, and the TextRects on that
new page are automatically connected to the overflowing text flow. The new page
is added after the page containing the overflow TextRect. The layout of TextRects
on the page matches the layout on the master page. You can change this layout
using the Number of Columns command.

When you turn off the auto-connect feature and your editing causes the text flow
to overflow, the extra text becomes hidden below the bottom of the last TextRect
in the flow. When you display borders, a TextRect containing overflowed text has
a solid border across the bottom edge. See the Borders command.

Use: Select any TextRect in the text flow and choose the Auto Connect command
to toggle the auto-connect feature on and off. If the auto-connect feature is on for
the text flow, a mark (for example, a checkmark or an x) appears next to the Auto
Connect command in the TextRects menu.

Notes:

*  When you turn on the auto-connect feature in a text flow that has overflowed,
FrameMaker creates as many new pages as needed to accommodate the
extra text.
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Auto Hyphenation

Location: Format menu

Standard Keyboard Equivalent: Esc £ a

Purpose: Use the Auto Hyphenation command to change the hyphenation
settings for one or more paragraphs without changing other paragraph properties.
Hyphenation settings include whether or not the paragraph is hyphenated, and if
50, how many lines in a row can be hyphenated. You can also change hyphenation
settings using the Paragraphs command.

Use: Choose the Auto Hyphenation command to display the Auto Hyphenation
dialog box:

Hyphenation: Apply to:

[] Hyphenate @ Current
Tolerance:)lD 8::9 | |

Hyphenation: In this area, specify the hyphenation settings.

[

Hyphenate: Turn on this check box to automatically hyphenate the indicated
paragraph(s). A check means automatic hyphenation is on; no check means it
is off.

Tolerance: In this box, specify how many adjacent lines in a paragraph can be
hyphenated. The number 1 means that each hyphenated line in a paragraph
cannot be immediately followed by another hyphenated line. The number 2
means that two lines can be hyphenated in a row, but the next line after them
cannot be hyphenated. To get unlimited hyphenation, type a large number (for
example, 99).

Apply To: Click a setting in this area to specify which paragraphs are affected by
the new settings.

.

Current: Click Current to apply the new settings to the paragraph containing
the insertion point and all selected paragraphs (if any).

Tag: Click Tag to apply the new settings to all paragraphs with the indicated
paragraph tag.
All: Click All to apply the settings to all paragraphs in the document.
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Notes:

« This version of FrameMaker uses algorithmic hyphenation. The algorithm is
fairly conservative. In some cases it avoids hyphenation rather than making
€ITOrS.

 Discretionary hyphens are characters that mark acceptable hyphenation points
within words. If a word does not need to be hyphenated (because it is not at
the end of a line), the discretionary hyphen is not visible (when you turn on
text symbols, you can see discretionary hyphens on the screen, but they take
up no space and do not appear when the document is printed). If a word does
need to be hyphenated, FrameMaker splits the word based on the
discretionary hyphens it contains.

To insert a discretionary hyphen, put the insertion point where you want the
discretionary hyphen and press Alt-hyphen (press and hold down the Alt key
and then press the hyphen key).

» To prevent a word from being hyphenated, put a suppress hyphenation symbol
in the word: Put the insertion point in the word and press Ctrl-hyphen (press
and hold down the Ctrl key and then press the Hyphen key).

» FrameMaker supports two characters that look like a hyphen: the en dash
(—) and the em dash (— ). To insert an en dash, press Ctrl-q Shift-p. To
insert an em dash, press Ctrl-q Shift-q.

3.12 FrameMaker Reference Manual



Chapter 3: FrameMaker Commands Back

Back

Location: Tools window
Standard Keyboard Equivalent: Esc o b

Purpose: Use the Back command to change the drawing order of a page so that
all selected objects or frames are drawn first, before all other objects on the page
are drawn. The drawing order controls the appearance of overlapping objects. It -
also affects the selection of objects with the mouse. If you click with the arrow
pointer on overlapping objects, FrameMaker selects the frontmost object. If you
are trying to select one object and another object keeps getting in the way, send
the interfering object to the back so that you can select the desired object.

Use: Select one or more objects or frames and click Back in the Tools window.

Notes:

» If you use the Back command on a group, all subobjects of the group are sent
to the back, but the drawing order within the group is maintained.

* See also the Front command and Changing Object and Frame Overlap in
Chapter 2.
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Borders

Location: Guides menu
Standard Keyboard Equivalent: Esc g b

Purpose: Use the Borders command to turn the display of borders on and off.
When you display borders, they appear as dashed- or dotted-line rectangles
around TextRects, frames, imported images, and pages. Display the borders to
see how a page is composed and to help you position the mouse when selecting
text or scrolling pages.

Use: Choose the Borders command to turn borders on and off. When borders are
on, a mark (a checkmark or an x) appears next to the Borders command in the
Guides menu.

dialog box can contain:

Anchored | | | — "é':-: < | Image
frame g ﬁ "’" i‘&:‘m Oeeer | ¢ | border
=

borders

: (oK) Buttons: Buttons ere rounded gl ining a word, suchastheseOK;

1 and Cancel B

> Clicking in a button carries out an action (the specific action varies dependmg onn
the button, and is described for each dmlog box in later sections). To “‘click’” in o,
button, move the tip of the mouse pointer into the area endosed by the button S:
rounded rectangle, and press and release the left mouse button.

0 Hormel 'lbdio Buttons: Radio Buttons are small circles arranged in groups, such as the
O Superacript | Is\'.t of circles in the “Position”” box on the Fonts dialog. H
O suscrpt | '
ey [ {Radio buttons are used to choose from among a few mutually exclusive eltema-
itives. For iple, the font can be either normal, superscript, or subscript, but not
a combination of these.

‘command  tums!
the display of TextRect
borders on or off; < borders

v g e R Borders, when
Solid line indicates displayed,  ep-

ear as dashed-

TextRect has overflow |— 2

Sample Borders in a Document Window

Notes:

¢ Borders are displayed on the outside edges of TextRects and imported
images. When you draw objects with the snap feature turned on, the borders
do not coincide exactly with the ruler division, even though the objects
themselves do.
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Capture

Location: Document menu
Standard Keyboard Equivalent: Esc d c

Purpose: Use the Capture command to store any portion of the workstation

screen in a bitmap file (in xwd X YPixmap format). Once you’ve stored a portion of
the screen, you can import it into a FrameMaker document using the Import
command.

Use: Choose the Capture command to display the Capture dialog box:

Store Captured Screen Segment in File:
)' rfiles/Structurei .I'q I
Current Directory:
Mmomemome/contr2
.7 (Goup 1 directory level) & Format:
fmtraining/
mail? 9 (O standard
rfiles? @® Compressed
RefmanA
RefmanaA.backup
RefmanB Fill in this dialog and click
RefmanB.backup OK. Then use the mouse to
RefmanC select and capture any
RefmanC.backup rectangular screen segment.
4 Directories, 38 Files

Store Captured Screen Segment in File: Specifies the name of the image file
used to store the captured portion of the screen.

Format: Because xwd bitmap files do not support the compressed format,
FrameMaker always creates standard format files regardless of which format
setting you choose.

Fill in the desired filename and click OK to display the capture pointer ( < ).

To capture a rectangular area of the screen, move the capture pointer to one of its
corners, press and hold down the left mouse button, and then drag the capture
pointer to the opposite corner. A rectangular capture border indicates the area of
the screen to be captured. When the correct area is enclosed, release the mouse
button; the selected screen portion is written to the requested file.
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Notes:

» Use the Import command to import the bitmap file into a FrameMaker
document.

» FrameMaker imports only monochrome images. If you want to import an
image captured on a color workstation, convert it to a monochrome image
before importing it. See the Import command for information on converting color
images.

» The screen pixels under the capture border are included in the bitmap file.

* You can capture a FrameMaker dialog box even though the Document menu is
not available while the dialog box is displayed. To do so, display the dialog
box and then press Alt-c. The arrow pointer changes into the capture pointer,
and you can select an image to capture as described on the previous page.

FrameMaker stores the captured dialog box in a file named Dialogxx.rf,
where xx is a number. To find the exact name of the file, click Cancel in the
dialog box that you captured and use the Import command to display the
Import dialog box. The filename of the captured file appears in the Import
dialog box. The file is put in the current directory named in the Capture dialog
box. If you have not used the Capture dialog box since beginning FrameMaker,
the file is put in the directory of the document from which you chose the
Capture command.
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Catalog

Location: Format menu and Maker menu
Standard Keyboard Equivalents: Esc £ candEsc C

Purpose: Use the Catalog command to change the paragraph format of one or
more paragraphs using paragraph formats you have stored in the Catalog. (You
create and store paragraph formats using the Paragraphs command.) Also use the
Catalog command to delete paragraph formats from the Catalog.

See Tagged Paragraphs and the Catalog in Chapter 2 for a more complete
description of setting up and using the Catalog.

Use: Choose the Catalog command to display the Catalog dialog box:

——

Catalog Apply to OK

»| Bulletx @ Current

Chapter
KeyList O Tag: | |
ListHead O Al

Notes

(O Update entire document

Section1 i | (O pelete from catalog

Sub3ection

— —— — e

Catalog: In this area, select a paragraph format to be applied.

Apply To: Click one of the settings in this area to specify what to do with the
selected paragraph format.

» Current: Click Current to apply the selected paragraph format to the
paragraph containing the insertion point and to all paragraphs containing
selected text.

» Tag: Click Tag to apply the selected paragraph format to all paragraphs with
the indicated paragraph tag.

« All: Click All to apply the selected paragraph format to all paragraphs in the
document.

« Update Entire Document: Click this setting to apply all paragraph formats in
the Catalog to all corresponding paragraphs in the document. A document
paragraph corresponds to a paragraph format if the paragraph’s tag matches
the format’s name. Use this setting after importing a Catalog from another
document (see the Import command) and to ensure that a document has
consistent formatting across all of its tagged paragraphs. A dialog box appears
to make sure this is the desired action.
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» Delete from Catalog: Click this setting to delete the selected paragraph
format from the Catalog. A dialog box appears to make sure this is the desired
action.

Notes:

e When you store a paragraph format in the Catalog, you are storing tab
settings, font settings, and a paragraph name (tag) that is the same as the
paragraph format name.

*  When you apply a paragraph format from the Catalog to a paragraph in the
document, that paragraph’s tag is changed to match the paragraph format
name.

*  When you change a tagged paragraph’s format using the Paragraphs
command, the associated Catalog entry (if one exists) is not updated unless
you turn on the Apply to Catalog check box in the Paragraphs dialog box.

*  You can “export” a Paragraph Catalog to a MIF file. For more information, see
the Save and Import commands.
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Connect TextRects
Location: TextRects menu

Standard Keyboard Equivalent: Esc t c

Purpose: Use the Connect TextRects command to connect two unconnected
TextRects. When you connect two TextRects, the text they contain flows
between them as you edit it.

Using the Connect TextRects command, you can:

« Link two isolated TextRects.

» Putan isolated TextRect at the head or tail of a text flow.

» Insert an isolated TextRect into the middle of a text flow.

* Remove a TextRect from a flow.

* Connect the tail of one text flow to the head of another text flow.

Turn the auto-connect feature on when you want text to flow automatically from
one page to the next (see the Auto Connect command). Use the Connect
TextRects command, however, to perform complex tasks such as a laying out a
magazine or flowing text around a complex graphic.

Use: To connect two TextRects:
» Select the first TextRect.

» Select the second TextRect. This TextRect need not be on the same page as
the first TextRect.

¢ Choose the Connect TextRects command. Overflow text from the first
TextRect flows into the second TextRect.

Examples:

» Toinsert a TextRect in the middle of an existing flow, select the isolated
TextRect (1) first, then select the TextRect to which it should flow (2), and
choose the Connect TextRects command. This diagram shows what happens:

Before

After
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» Toinsert a TextRect into a flow, you can also select the TextRect from the
flow first (1), then select the isolated TextRect to which it should flow (2), and
choose the Connect TextRects command:

Before

After

* Toremove a TextRect from the middle of a flow (leaving the TextRect empty),
select the TextRect before the one to be removed from the flow (1), select the
TextRect following the one to be removed (2), and choose the Connect
TextRects command:

Before

After 1 A 2 > - . ‘-::,i]

The text that began in TextRect A now begins in TextRect 2.

Notes:

*  You can connect only two TextRects in one step, but you can build TextRect
chains in successive steps.

» It is often easier to create a desired page layout using the Split TextRect
command than by drawing individual TextRects and then connecting them. See
the Split TextRect command for more information.

* See the Disconnect Head/Tail commands and the Cut command for information
about removing a TextRect from a flow and from the page at the same time.
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Copy

Location: Edit menu and Maker menu
Standard Keyboard Equivalent: Esc e c

Purpose: Use the Copy command to copy whatever is currently selected and to
store that copy on the FrameMaker Clipboard (an off-screen storage area for
objects, frames, text, font settings, and paragraph formats). There is one central
Clipboard shared by all FrameMaker document windows.

Once you have copied something to the Clipboard, you can put copies of it into any
FrameMaker document using the Paste command.

Text stored on the FrameMaker Clipboard retains all of its font information. If the
text includes paragraph symbols, the associated paragraph formats are also

stored on the Clipboard. If the text contains anchored frames, they too are stored
on the Clipboard.

Important: The Copy command removes the previous contents of the Clipboard.

Use: Select objects, frames, or text using the techniques presented in Chapter 2.
Then choose the Copy command.

Notes:
o See also the Cut and Paste commands.

«  When you select text in a FrameMaker window, a copy of it is automatically
stored in a special X Window text buffer (a holding place in the workstation’s
memory). You can copy text from the text buffer into any window in the X
Window system.

To copy text from a FrameMaker document to an xterm window or another X
Window application:

1. In the FrameMaker window, select the text you want to copy (for
information on selecting text in a document window, see Chapter 2).

The selected text is saved in the buffer.
2. Point on the window in which you want to paste the text.
3. Press and hold down Shift and then click the right mouse button.

In an xterm window, the text appears at the bottom of the window, after
the last prompt.
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Copy Font

Location: Maker menu
Standard Keyboard Equivalent: Esc e £

Purpose: Use the Copy Font command to copy font settings from whatever text
is selected and to store them on the FrameMaker Clipboard (an off-screen

storage area for objects, frames, text, font settings, and paragraph formats). Once
you have copied font settings to the Clipboard, you can apply them to other blocks
of characters using the Paste command.

Important: The Copy Font command removes the previous contents of the
Clipboard.

Use: Select a block of text using the techniques presented in Chapter 2. Then
choose the Copy Font command. To apply the copied font settings to another
block of text, select the text you want to change and choose the Paste command
from the Edit menu (or press Ctrl-y).

Notes:

» If you select text that contains a mixture of font settings, only the font
information common to all the settings is copied to the Clipboard. For example,
if you select a block containing Times 12 plain, Times 12 bold, and Times 12
italic, only Font Family = Times and Point Size = 12 are stored on the
Clipboard. If you then select a block and choose the Paste command, only the
Family and Point Size of the block are affected. If the block contains a mixture
of plain, bold, and other styles, those styles are not affected.

» See also the Font, Copy, Cut, and Paste commands.
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Copy Pgf Format

Location: Maker menu
Standard Keyboard Equivalent: Esc e g

Purpose: Use the Copy Pgf Format command to copy the paragraph format
settings of the current paragraph and to store them in the FrameMaker Clipboard
(an off-screen storage area for objects, frames, text, font settings, and paragraph
formats). The paragraph format settings include all values you see in the
Paragraphs dialog box, plus the tab settings in the document window’s top ruler.
Once you have copied paragraph format settings to the Clipboard, you can apply
them to other paragraphs using the Paste command.

Important: The Copy Pgf Format command removes the previous contents of the
Clipboard.

Use: Put the insertion point in a paragraph using techniques described in
Chapter 2. Then choose the Copy Pgf Format command. To copy the format
settings to another paragraph, put the insertion point in a different paragraph or
select a block of paragraphs and choose the Paste command. The paragraph
containing the insertion point and any selected paragraphs lose their old format
settings and take on the pasted settings.

Notes:
» See also the Paragraphs, Copy, Cut, and Paste commands.
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Location: Edit menu and Maker menu
Standard Keyboard Equivalent: Esc e x and Delete

Purpose: Use the Cut command to remove the current selection and to place it on
the FrameMaker Clipboard (an off-screen storage area for objects, frames, text,
font settings, and paragraph formats). You can cut text, objects, and frames from a
document, and you can also paste the cut material from the Clipboard into a
document using the Paste command.

Text stored on the FrameMaker Clipboard retains all of its font information. If you
select text that includes paragraph symbols, the associated paragraph formats are
also stored on the Clipboard. If you select text that contains anchored frames,

they too are stored on the Clipboard.

Important: The Cut command and the three Copy commands remove the previous
contents of the Clipboard.

Use: Select objects, frames, or text using the techniques presented in Chapter 2.
Then choose the Cut command.

Notes:

» Cutting TextRects: If you cut a TextRect that is not part of a flow, then both
the TextRect and the text it contains are removed from the document and
stored on the Clipboard. If the TextRect is part of a flow, however, the
TextRect object is removed and stored on the Clipboard, but the text it
contained remains in the document. The entire text flow is reformatted to
accommodate the displaced text within the remaining TextRects.

» See also the Copy and Paste commands.
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Delete Page

Location: Page menu
Standard Keyboard Equivalent: Esc p d

Purpose: Use the Delete Page command to delete a single page or a range of
pages from the document.

Use: Choose the Delete Page command to display the Delete Page dialog box:

—-——ll
Delete: | OK |
@ Current Page (26)
1
O start Page: ’ﬂ—;—l First Page: 1
End Page: I:| Last Page: 104

m——

Delete: Click one of these settings to specify which page(s) to delete.

» Current Page: Click Current Page to delete the current page (the page
number is indicated next to Current Page and at the bottom of the document
window).

« Start Page and End Page: In these boxes, fill in the range of pages to be
deleted.

If the first page of the document is not page 1 (in other words, if you have
changed the First Page # in the Headers & Footers dialog box), then the
numbers in these boxes must be the actual page numbers, not the relative
page numbers within the document. For example, if Chapter2.doc begins on
page 21, and you want to delete the first five page of that document, then type
21 in the Start Page edit box and 25 in the End Page edit box.

Important: If the deleted page contains TextRects, both the TextRects and the
text they contain are deleted.

Notes:

» If the TextRects on the deleted pages are part of a text flow (a chain of linked
TextRects), the Delete Page command repairs the chain by linking the pages
before and after the deleted ones.

* You can delete any page except the master page.

» Since you can’t undo the Delete Page command, you may want to use the
Save command to make a backup copy of your document before you delete
pages, in case you later need to restore the deleted pages.
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Disconnect Head/Tail

Location: TextRect menu

Standard Keyboard Equivalents:
Disconnect Head: Esc t h
Disconnect Tail: Esc t t

Purpose: Use the Disconnect Head and Disconnect Tail commands to split a text
flow into two unconnected flows.

Use: Select one TextRect in the flow and choose one of the Disconnect commands.

» Disconnect Head breaks the flow between the selected TextRect (1) and its
predecessor:

Before

After

» Disconnect Tail breaks the flow between the selected TextRect (1) and the
next TextRect in the flow:

Before

After . B 1 . >

\ i
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Distribute

Location: Tools window.
Standard Keyboard Equivalent: Esc o d

Purpose: Use the Distribute command to move objects horizontally and/or
vertically so that they are evenly spaced. (Since the Distribute command uses
1-point resolution, the equidistant settings may actually produce spacing that
varies by 1/72" from object to object.)

Use: Select objects using the mouse (see Chapter 2) and then click Distribute in
the Tools window to display the Distribute dialog box:

Distribute:
Horizontal spacing: Vertical Spacing:
|
»® As s @®aAsls
|| O suge G O Euge Gy
(O Equi-distant Centers O Equi-distant Centers
(O Equi-distant Edges (O Equi-distant Edges

Horizontal Spacing: Click one of these settings to specify how the objects should
be spaced horizontally.

* AsIs: Click As Is to not move the objects horizontally. Use this setting to
adjust the vertical spacing without affecting the horizontal spacing.

» Edge Gap: Click Edge Gap to move all objects (except the leftmost one) to
the left or right so that the gap between adjacent objects equals the indicated
value. An edge gap of 0 causes the objects to touch. Negative numbers cause
the objects to overlap; positive numbers move the objects apart:

Before After Edge Gap = 4pt After Edge Gap = -4pt
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Feathering

Location: TextRects menu
Standard Keyboard Equivalent: Esc t £

Purpose: Use the Feathering command to turn vertical justification on and off
within a column.

In a TextRect that has feathering turned on, extra white space is added as needed
between each paragraph so that the bottom text line lies against the bottom edge
of the TextRect.

When you turn feathering off, no extra space is added between lines in a
TextRect, and the final line might not lie against the bottom edge of the TextRect.
The difference between feathered and unfeathered TextRects is shown below:

Feathering Off Feathering On
ow Is the time for the ow Is the time for the
uick brown fox to jump the uick brown fox to jump the

og party. og party.
" Now is the time for the " Now is the time for thd
uick brown fox to jump thel | | jick brown fox to jump the

0g party. og party.
g ow is the time for thel p gp. y )
Now is the time for the

uick brown fox to jump the
ump quick brown fox to jump the

Normal spacing Extra spacing

Use: Select the TextRect you want to feather by putting the insertion point in the
text it contains. Then choose the Feathering command to toggle feathering on and
off. When you select a TextRect that has feathering turned on, a mark (for
example, a checkmark or an x) appears next to the Feathering command in the
TextRects menu.

Notes:

« FrameMaker does not feather the lines in a TextRect if the extra space
needed between each paragraph exceeds 6 points.

« If there are no paragraph breaks within a feathered TextRect, extra space is
added between each line of text.

+ If the last line seems to sit too high in a feathered TextRect, make sure that all
characters (including the nonprinting ones) have the correct font settings.
FrameMaker leaves space for the largest possible descender in the largest
font used in the line, even though no character with such a large descender
actually occurs on the line (a descender is the portion of a character that
extends below the baseline, such as the hook on the letter j).
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+ Equidistant Centers: Click this setting to leave the top and bottom objects
where they are and to move the other objects up or down so that the distance
between all top/bottom centers is equal:

Before After

* Equidistant Edges: Click this setting to leave the top and bottom objects
where they are and to move the other objects up or down so that the gap
between all object edges is equal:

Before After
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+ Equidistant Centers: Click this setting to leave the left- and rightmost
objects where they are and to move the other objects to the left or right so that
the distance between all left/right centers is equal:

Before After

+ Equidistant Edges: Click this setting to leave the left- and rightmost objects
where they are and to move the other objects left or right so that the gap
between all object edges is equal:

Before After

Vertical Spacing: Click one of these settings to specify how the objects should
be moved up or down.

» AslIs: Click As Is to not move the objects vertically. Use this setting to
adjust the horizontal spacing without affecting the vertical spacing.

+ [Edge Gap: Click Edge Gap to move all objects (except the topmost one) up or
down so that the gap between adjacent objects equals the indicated value. An
edge gap of 0 causes the objects to touch. Negative numbers cause the objects
to overlap; positive numbers move the objects apart:

Before After Edge Gap = 4pt After Edge Gap = -4pt
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Fonts

Location: Format menu and Maker menu
Standard Keyboard Equivalents: Esc £ fandEsc F

Purpose: Use the Fonts command to change the font family, size, style, spacing,
and position of text. Also use it to set the default font, which is used when
TextRects and TextLines are added with the TextRect and TextLine tools (see
Chapter 4).

Use: Select the text using the middle mouse button and choose the Fonts
command or use a keyboard font command. For more information, see Appendix
A, Keyboard Commands. To switch fonts while typing in new text, choose the
Fonts command after setting the insertion point and before typing the new text.

Choose the Fonts command to display the Fonts dialog box:

r
Font Family: Style:
14 Courier
g [ Qo
Helvetica ] nalic
Symhol D Underline D Keep Setﬁngs
[[] strike Through
l Size:
Apply to: Position: [32] Point f
(® Current (® Mormal
Oral ]| | Qs | mspmires
Oan (O Subscript [0 |

Keep Settings: Turn on Keep Settings to specify that the dialog box settings are
to remain the same across each use of the Fonts command until you explicitly
change them or until you turn off the Keep Settings check box. Use Keep Settings
when you want to apply the same font settings to several different blocks of text
(see also the Copy Font command). When you choose the Fonts command and
this setting is turned off, the Fonts dialog box appears showing the font settings
of the selected text.

Font Family: In this area, select a font family (for example, Times or Helvetica).
You can add font families to those that appear in the scroll list. See Appendix D,
Customizing FrameMaker, for information on adding fonts.

The check box to the left of Font Family controls whether or not this Fonts dialog
box affects the font family when it is applied. A check means “set text to the
indicated font family”’; no check means “do not change the text’s font family.”
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When the Fonts dialog box appears, if there is text selected that contains a
mixture of font families, the family of the first selected character is indicated in the
scroll list, and the check box to the left of Font Family is turned off.

Style: Turn on one or more settings to specify font style (for example, Plain, Bold,
Italic, Underline, and Strike-Threugh). You can produce such combinations as
Bold Italic and ltalic Underline. If you don’t turn on a setting in the Style area,
the result is plain text.

The check box to the left of Style controls whether or not the Fonts dialog box
affects font style when it is applied. A check means “set text to the indicated
style””; no check means “do not change the text’s style.”

When the Fonts dialog box appears, if there is text selected that contains a
mixture of font styles, the style of the first selected character is indicated, and the
check box to the left of Style is turned off.

Position: Click one of these settings to specify the position of the text relative to
the baseline (Normal, Superscript, or Subscript).

The check box to the left of Position controls whether or not the Fonts dialog box
affects font position when it is applied. A check means “set text to the indicated
position”; no check means “do not change the text’s position.”

When the Fonts dialog box appears, if there is text selected that contains a
mixture of positions, the position of the first selected character is indicated, and
the check box to the left of Position is turned off.

Size: In this area, specify font size in points. (For example, standard font sizes
for PostScript printers are 7, 8, 9, 10, 12, 14, 18, and 24—although these sizes
aren’t available for all font families. Other sizes may be available at your site.)
Scroll through the available sizes by clicking repeatedly in the Point box.

The check box to the left of Size controls whether or not the Fonts dialog box
affects font size when it is applied. A check means “set text to the indicated
size”; no check means “do not change the text’s size.”

When the Fonts dialog box appears, if there is text selected that contains a
mixture of sizes, the size of the first selected character is displayed in the scroll
list, and the check box to the left of Size is turned off.

Spread Pts: In this box, type the amount of positive or negative space to be
added to each character’s normal advance width (a character’s advance width is
the distance from its left side to the left side of the following character). Positive
values spread the text farther apart; negative values squeeze text together
producing an effect known as kerning. A Spread Pts value of 0 causes standard
character spacing. (Note that all selected characters are affected.) To kern two
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characters together, select the left one and set its Spread Pts value to a negative

number:
Spread points: -2 0 2
Notes:

)

Characters you type in from the keyboard (or import with the Import
command) acquire the font characteristics of the insertion point. The insertion
point font is reset whenever you move the insertion point using the mouse or
keyboard commands, but not when you type normal characters or press the
Delete key. The insertion point font is reset based on the font of the nearest
visible character on the line, if any. If the insertion point is surrounded by two
visible characters or is on an empty line, the font of the character to its right is
used, even if that is a nonprinting character such as an end-of-paragraph
symbol or an end-of-flow symbol.

You can change the font characteristics of nonprinting characters just as you
can other characters. When you turn on text symbol display, you can see the
font characteristics of these nonprinting symbols (see the Text Symbols
command for more information).

Not all combinations of font family, style, and size are supported by
FrameMaker. For example, the Symbol family has no bold or italic variations.

See also the Copy Font command.

See Font Commands in Appendix A for a description of keyboard shortcuts for
changing fonts.
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Freeze Pagination

3-34

Location: Format menu
Standard Keyboard Equivalent: Esc £ z

Purpose: Use the Freeze Pagination command to turn frozen pagination on and
off. When pagination is frozen, edited text (and the resulting changes in paragraph
numbering) does not flow from page to page as it usually does. Instead, if you
delete text, the text following the deletion stays where it is instead of linking to
the text before the deletion; and if you add text while freeze pagination is on,
FrameMaker appends point pages to main pages. Main pages are the ones that
exist before you turn freeze pagination on; point pages are the pages that follow a
main page when you add text to a main page and it overflows. (They’re called
point pages because their page number is the preceding main page number,
followed by a decimal point and a value to the right of the decimal point—35.1, 5.2,
5.3, and so forth.)

When you freeze pagination, text flows from a main page to its point pages, but
text cannot flow from a point page to a main page after it:

Unfrozen 1 — 2 — 3 — 4
Pagination:
After Freeze 1 éc?) 2 {;2) 3 f-’;) 4
Pagination: \ g A4 \
After adding text 2\
to page 1: 1 2 ‘29 3 @ 4
After Unfreezing 1 — 2 — 3 — 4 —= 5
Pagination:

In the above diagram, notice that when you add text to page 1 in a frozen
document, FrameMaker adds a point page and numbers it 1.1. Notice also that
after adding text to a frozen document, you can turn off freeze pagination, and the
document is restored to normal pagination with all text and formatting intact.

This feature serves at least two purposes. First, it is useful when you have
published and distributed a document and need to revise it. Some users prefer to
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Freeze Pagination

leave the original document’s page numbering intact and indicate added pages
with a special numbering scheme; that way, they can save money by distributing
only the revised pages.

Second, editing with frozen pagination often speeds up FrameMaker’s

performance in very large documents. Since FrameMaker keeps your document
formatted while you work on it, it may take a long time to reformat a large
document while you’re typing or editing. To minimize the formatting time, you can
freeze the document’s pagination while you are editing, and then turn off freeze
pagination when you are done. FrameMaker restores normal pagination as if it

had never been frozen. You can also repaginate a range of pages while pagination
is frozen using the Repaginate command.

Important: Freeze pagination works only on documents with a single text flow
running from page to page; it does not work on documents with custom-designed
pages or multiple text flows.

Use: To freeze pagination (or to turn it off if it’s frozen), choose the Freeze
Pagination command from the Format menu. When freeze pagination is on, a mark
(for example, a checkmark or an x) appears next to the Freeze Pagination
command in the Format menu. The Freeze Pagination dialog box appears:

—————

Pagination:

»@ UnFrozen () Frozen

Point Page Number Style:
(® Arahic {nn.4)
(O roman {nn.iv)
(O ROMAN (nn.Iv)
(O alphabetic (nn.d)

(O ALPHABETIC (nn.D)

(No Undo)

Pagination: Click one of these settings to specify whether pagination should be
frozen or unfrozen. The dialog box displays the current setting. To change it, click

the other setting.
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3-36

Point Page Number Style: Click one of these settings to specify the numbering
style for point pages.

o

*

Arabic: The Arabic setting produces numbers such as 1, 1.1, 1.2, and 2.
roman: The roman setting produces numbers such as 1, 1.i, 1.ii, and 2.
ROMAN: The ROMAN setting produces numbers such as 1, 1.1, 1.II, and 2.

alphabetic: The alphabetic setting produces numbers such as 1.a, 1.b, and 1.c.
After the 26th point page, the numbering starts at a again, but doubles the
letters, so the 27th point page would be 1.aa.

ALPHABETIC: The ALPHABETIC setting produces numbers such as 1.A,
1.B, and 1.C.

Notes:

You cannot save a document with frozen pagination in MIF format, and you cannot
import MIF files into documents with frozen pagination.
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Front

Location: Tools window
Standard Keyboard Equivalent: Esc o £

Purpose: Use the Front command to change the drawing order of a page so that
all selected objects or frames are drawn last, after all other objects on the page
are drawn. The drawing order controls the appearance of overlapping objects. It
also affects the selection of objects with the mouse: When you click with the
arrow pointer over overlapping objects, FrameMaker selects the frontmost
objects.

Use: Select one or more objects or frames and click Front in the Tools window.

Notes:

¢ When you use the Front command group, all subobjects in the group are
brought to the front, but the drawing order within the group is maintained.

» See also the Back command and Changing Object and Frame Overlap in
Chapter 2.
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To

Location: Page menu
Standard Keyboard Equivalent: Esc p gand Ctrl-g

Purpose: Use the Go To command to go to any page within the document or to
any line within a text flow. If the insertion point is in a line of text, the Go To
command also shows the number of the line containing the insertion point.

Use: Choose the Go To command to display the Go To dialog box:

® Page:bl:!
O Line: |:] First Page: 1

(O Master Page Last Page: 107

Current Line: 780 Current Page: 38

Go To: In this area, specify where to go.

» Page: To go to a specific page, type in the page number and then click OK.
Page 0 is the master page. If you specify a page beyond the end of the
document, you go to the last page in the document.

» Line: To go to a specific line within a text flow (the insertion point must
already be within a text flow), type in the line number and then click OK. Line
numbers start with 1. If you specify a line number beyond the end of the text
flow, you go to the last line in the text flow.

« Master Page: To go to the master page, click Master Page and then click OK.

Notes:

 If the first page of the document is not page 1 (in other words, if you have
changed the First Page # in the Headers & Footers dialog box), then the
numbers in these boxes must be the actual page numbers, not the relative
page numbers within the document. For example, if the First Page # is 21,
type 22 to go to the second page of the document. If the First Page #1s 1, type
2. The page numbers at the bottom of the document window show relative
page numbers and also absolute page numbers when the two differ.
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Grid
Location: Guides menu
Standard Keyboard Equivalent: Esc g g

Purpose: Use the Grid command to turn the display of the grid on and off.

Use: Choose the Grid command to toggle the grid on and off. When the grid is
visible, a mark (for example, a checkmark or an x) appears next to the Grid
command in the Guides menu.

You control grid spacing with the Units command from the Guides menu.

Document Edit Format TextRects Guides Page

No grid

Document Edit Format TextRects Guides Page

12" grid
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Group

Location: Tools window
Standard Keyboard Equivalent: Esc o g

Purpose: Use the Group command to group all selected objects and/or groups into
one object. Grouping has no visible effect on the objects when they are printed.
You can, however, manipulate grouped objects as a single unit without changing
their spatial relationships. Once you group objects, you can move, copy, resize,
and flip them as if they were one object.

Use: Select two or more objects and/or groups and click Group in the Tools
window. The handles on selected items are replaced by a single set of handles
surrounding the entire group.

Handles before Grouping Handles after Grouping

To select a group, select any of its elements; the entire group is selected.

Notes:

* Objects remain grouped until you explicitly ungroup them with the Ungroup
command.

» Grouping is hierarchical; you can group several groups of objects. See the
Ungroup command.

» Grouping does not affect drawing order.
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Headers & Footers

You can set up page headers and footers using the Headers & Footers command
or using the master page. Each is described below.

Location: Format menu
Standard Keyboard Equivalent: Esc £ h

Purpose: Use the Headers & Footers command to set up automatic headers and
footers for each page, including automatic page numbering, running headers and
footers, and odd/even page layout.

Use: Choose the Headers & Footers command to display the Headers & Footers
dialog box:

[ Header: Show On 1st Page

Left: »| |
l Center: | |
Right: | | FirstPage#: 1 |
Footer: Show On 1st Page
| |Lett: | ]| | @ Single Sided
Center: | J (O Double Sided
Right: | |
Font: (O Left 1st Page
(@ Right 1st Page
[] Bold
Times D Italic
Helveti .
S;r:‘;olca [] undertine Page Number Style:
12 | Point @ Arabic 4
(O roman (iv)

Header and Footer Margins:
g (O ROMAN (V)

Left: () alphabetic  (d)

Right: () ALPHABETIC (D)

Top:

Bottom:

Header and Footer: In these areas, type in the left, center, and right header and
footer for each page. Each item can be longer than the edit box provided; typing in
a long string scrolls text off the left edge of the edit box.
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You can print the current page number in any of these six header and footer items
by typing a number sign ( # ) within the text. For example, specifying a Right
Footer of page # would print something like Page 1 on the first page, Page 2 on
the second, and so forth.

You can also define running headers and/or footers (headers or footers that
change as the headings in your document change). You print running headers or
footers using the dollar variables $1 or $2 in one or more of the Header or Footer
strings. FrameMaker then searches the text on each document page for a marker
whose type is Header/Footer $1. If one is found, its marker text replaces $1 in the
header/footer string. If the page does not contain such a marker, then previous
pages are searched, from bottom to top, until a Header/Footer $1 marker is found,
and its text is used. If no such marker is found, the $1 characters are dropped from
the header/footer string on that page. The $2 characters in a header/footer string
work in the same way, except that they are replaced by text from

Header/Footer $2 markers.

As an example, you might put a Header/Footer $1 marker at the start of each
major section in your document. The marker text for each marker would be the
name of the section (such as Introduction, Basics, Advanced Topics, Conclusion).
To have the section name appear in the right header on each page, you might type
the string My Document: $1 in the Right Footer item. On each document page,
this string is expanded to show the words My Document followed by text from the
current Header/Footer $1 marker: My Document: Introduction, My Document:
Basics, and so forth.

See the Markers command for more information on markers.

Font: In this area, select the font family, click the style, and set the size of the
header and footer text. All automatic header and footer items have the same font.

Header and Footer Margins: In these boxes, type the left, right, top, and
bottom margins for the headers and footers. These values are indents from the
corresponding edges of the page. The header text sits just below the top margin,
and the footer text’s baseline lies at the bottom margin.

First Page #: In this box, type the number of the first page in terms of the
automatic page numbering displayed in the header and footer. This setting allows
you to break a single document into multiple files. By setting each file’s starting
page number appropriately, you can print and combine all of the individual files to
create a continuously numbered document. See Chapter 5 for a more automatic
way to handle multifile page numbering.

Single Sided or Double Sided: Click one of these settings to specify single- or
double-sided page layouts.

For single-sided layouts, the headers and footer layouts on each page are
identical: The left header and footer are always on the left of the page, and the
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right header and footer are always on the right. For double-sided layouts, the left
and right headers and footers alternate on each page, so that the left and right
items switch position on successive pages.

Text margins are also affected by the Single Sided or Double Sided setting. For
double- sided layouts, the left and right margins alternate if they are unequal, so
that the wider margin flips back and forth between the left and right sides of the

page.

Use the Double Sided setting for documents that are to be printed on both sides of
the paper. For example, this document uses the Double Sided setting.

Left or Right 1st Page: Click one of these settings to specify whether the first
page is a left page or a right page. This setting is meaningful only if Double Sided
layout is turned on. In this case, clicking Right 1st Page causes the page margins,
headers, and footers to be normal (that is, left on the left and right on the right) on
the first, third, fifth, and all other odd pages, and to be swapped (left on the right
and right on the left) on the second, fourth, sixth, and all other even pages.
Clicking Left 1st Page causes them to be reversed on the first, third, fifth, and all
other odd pages and to be normal on the even pages. Each chapter in this
document uses the Right 1st Page setting.

Page Number Style: Click one of these settings to specify how automatic page
numbers in the header and footer are printed. Settings include numeric (1, 2, 3),
lowercase roman (i, ii, iii), uppercase roman (I, II, III), lowercase alphabetic

(a, b, ¢), and uppercase alphabetic (A, B, C).

Notes:

* You can also set up headers and footers using the master page. Place text
and/or graphics along the top or bottom edge of the master page. Using the
master page allows for more flexibility than is provided using the Headers &
Footers command. For example, it allows multiline, mixed font, text and
graphic headers and footers. It does not provide for different layouts on odd
and even pages, however, and does not allow automatic page numbering
(these last two features are provided using the Headers & Footers command).

* You can create headers and footers using a mixture of both master page items
and items from the Headers & Footers command. For example, you can create
a document using the Headers & Footers command to print the header and
footer text and the master page to print rules in the footer.
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Help

Location: Main FrameMaker window
Standard Keyboard Equivalent: Esc m h

Purpose: Use the Help command to display on-line information about
FrameMaker.

Use: To use the Help command, click HELP in the main FrameMaker window. The
first page of Help appears, showing the Help index. To get Help on a topic, click a
box next to a topic in the index. For instructions on using Help, click the box next
to Using Help. To quit Help, click Quit Window at the bottom of the Help window.

The Help index looks something like this:

taimewframein/.makerinit/helpdir/Helpindex.doc

Help index

To get Help on a topic, click the box next to the topic in this list:

D Using Help D Displaying menus
D The main Frame Maker D The Search window
D Searching for text
[ Replacing text

[ The Markers window
1 The Frame Maker [ Adding a marker

window
[ creating a new document
[ opening an existing
document

document window
D Editing a marker

D Keyboard shortcuts

[ The Tools window
[ using graphics commands
D Drawing a graphic

Because Help is actually a FrameMaker document window, you can manipulate it
just as you do other FrameMaker document windows. See your window system
documentation for information on manipulating document windows.
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Import

Location: Document menu

Standard Keyboard Equivalent: Esc d i

Purpose: Use the Import command to bring data from other files into a
FrameMaker document. You can import the following types of files:

L]

L]

.

[ ]

X11 xwd format files (both X'YPixmap and ZPixmap versions)
X11 bitmap files

X10 xwd format files

Compressed and uncompressed Sun rasterfiles

Encapsulated PostScript (EPS) files

ASCII text files

Maker Markup Language (MML) files

Maker Interchange Format (MIF) files

How you import each of these file types is described below.

Your system administrator may have configured FrameMaker so you can import
additional types of files, such as troff or DCA. Consult your system administrator
on the types of files you can import at your site.

Use: Choose the Import command to display the Import dialog box:

I ] “
Import File Named: | OK |
di | (cancel ) |
L Current Directory:
lusrmhomelelm

.. (Go up 1 directory level) T {No Undo)
Filtermans?
hin?
fmtraining/
intl
letters?
mail/

misc!
personal/
plans/ 3

" 16 Directories, 17 Files

Import File Named: In this box, type the name of the file to be imported. Use the
scroll list to select a filename in the current directory or any directory you specify.
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The Import scroll list initially lists the contents of the current document’s
directory. When FrameMaker imports the file, it uses a relative pathname (based
upon the current document’s directory) unless you specify an absolute pathname
in this box.

OK: Click OK to read the file. If FrameMaker cannot read the file, it tells you and
displays the Import dialog box again. If it can read the file, FrameMaker
determines the file’s type. FrameMaker groups files into three classes: image
files, ASCII files, and MIF files. Each type is processed differently, as described
below.

Importing Image Files
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With FrameMaker, you can import two types of image files: bitmap files and
Encapsulated PostScript (EPS) files. You can scale and crop both types of images
to any dimension on the page. The steps you follow to import the two types of
images vary slightly.

Importing Bitmap Files

» After importing the image, you can scale and crop it to any dimension on a
page. You scale the image either by stretching it as you do rectangles or by
using the Image File Scaling Options dialog box.

When you import a bitmap image, the Image File Scaling Options dialog box
appears:

Image File Scaling Options:
@ Fitin Selected Rectangle
(O 7z2dpi  (6.38" x 4.60")
O 7sdpi (6.11" % 4.40") |
(O 150dpi  (3.06" x 2.19")
(O 300dpi  (1.53" % 1.10")

(O custom dpi: )D

("Tools.rt" pixel dimensions: 459 w by 331 h)

—

Use this dialog box to match dots in the bitmap to printer dots for undistorted
printing. For the best printed results, choose a dots-per-inch (dpi) value that
divides evenly into your printer’s resolution. For example, for a 300-dpi
printer, the following values are good choices: 75, 100, 150, and 300. However,
72 dpi is a poor choice (the image would be distorted when printed).
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FrameMaker uses the screen as if it has 72 dpi. For this reason, images that
look clear on the screen are distorted when you print them, and images that
print clearly are slightly distorted on the screen:

Imaga Fls Scallny Oplans:

(@ Al inSelected Reclangle
(O72ap  {8.98° x 480")

This image shows how part of the dialog box on the previous page looks when
the page is viewed on the screen in a document window. Notice that the
buttons and text are distorted on the screen, but they print correctly. This
dialog box is imported at 100 dpi.

Importing Encapsulated PostScript Files

[

You can import any Encapsulated PostScript (EPS) file that is in the ASCII 2.0
EPS format. To import an EPS file, type the filename in the Import dialog box and
click OK. The image appears on the screen. Scale the image by stretching it

just as you do rectangles (see Graphics Editing Overview in Chapter 2).

An EPS file is a special kind of PostScript file you can create with a high-
quality graphics application. Unlike PostScript TextRects, which appear on the
screen as PostScript code, when you import an EPS file, you see on the screen
a representation of the printed image.

Like bitmap images, you can scale and crop EPS images. Unlike bitmap images,
however, when you print a document containing an EPS image, FrameMaker
sends PostScript code describing the image to the printer. The printed image is
of very high quality, even if you’ve scaled the image (scaling a bitmap image,
on the other hand, can produce uneven results when you print the document).

Currently, most Macintosh applications create a type of EPS file that
FrameMaker is unable to read directly (they generally create Macintosh 1.1
EPS files). FrameMaker, on the other hand, reads only ASCII 2.0 EPS files, so
you must convert EPS files created on the Macintosh to a format that
FrameMaker can read before uploading them to your workstation. For
information about a small Macintosh program that converts Macintosh 1.1 EPS
files to ASCII 2.0 EPS files, refer to /postscript/FrameEPSF/README in your
main Frame directory.
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Notes on Imported Image Files
This short section contains information relating to both bitmap files and EPS files.

¢ When you import an image into a document, FrameMaker doesn’t put a copy
of the image in the document file. Instead, it stores only the name of the image
file. FrameMaker reads the image file when you open or print the document or
when you scale the image within FrameMaker. If you change the image file,
FrameMaker automatically updates your document.

If you move or copy a FrameMaker document containing imported images, be
sure to move the image files as well. If FrameMaker can’t find an image when
you open a document, it prompts you for the image file’s correct pathname.

* Normally, FrameMaker imports the image into the center of the current page.
To import an image directly into a frame or anchored frame, select the frame
before choosing the Import command; FrameMaker imports the image into the
center of the frame you selected.

You can also select an existing image, square, or rectangle before using the
Import command. In this case, the imported image replaces the selected
object. The upper-left corner of the image will be placed at the upper-left
comner of the rectangle. The imported image will be scaled as you specified in
the Image File Scaling Options dialog box: If you chose Fit in Selected
Rectangle, the image file will be scaled to fit inside the rectangle while
retaining its original proportions.

» Converting color image files: FrameMaker cannot directly import color and
gray scale image files, such as color EPS files or bitmap files captured on a
color workstation. You can, however, use the shell script fmcolor to convert
color bitmap files so you can import them. For instructions on using fmcolor,
type £mcolor at the UNIX prompt.

+ Changing a bitmap image: You can examine and change the scaling of a
bitmap image by selecting it and then choosing the Import command. The
Import dialog box appears, showing the filename of the image. When you click
OK, the Image File Scaling Options dialog box appears. You can see (and
change, if you want) the scaling of the image. When you’re done, click OK to
import the image file again and scale it as specified.

+ Cropping an imported image: If an image contains portions you do not want
printed, you can crop it in two ways:

1. You can put the image inside a frame. Draw a frame (see Chapter 4),
select the frame, and import the image into that frame. If the image has
already been imported, cut it from its old location and paste it into the new
frame using the Cut and Paste commands. Then shrink or stretch the frame
as needed to cover the unwanted borders of the image (you can also scale
or reposition the image within the frame).

2. Cover the image with rectangles or polygons whose fill is White and
whose pen is None. This is like placing white paper over the unwanted
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portions of the image. An advantage to this approach is that FrameMaker
displays the page faster than if you had used a frame. The disadvantages
to this approach are that drawing the rectangle usually takes more time
and that the rectangle may obscure other items.

« Putting a border around an image: Images can have a border pen pattern and
line width just like rectangles. When you first import an image, it has a border
pattern of None and the thinnest line width. You can change either of these
settings by selecting the image and then clicking on a different border pattern
and/or width in the Tools window. However, the border shown in this way is
based on the actual edges of the image. If you want to outset the border from
the image, draw a rectangle around the image to create the border (be sure to
set the rectangle’s fill pattern to None).

Importing Text Files

FrameMaker can import standard text files (ASCII files) that are both line-

oriented (such as C programs and shell scripts) and paragraph-oriented (such as
files containing document text). When you import a line-oriented file, each line in
the file becomes a paragraph in the FrameMaker document. These paragraphs are
typically one line long, but they may be wordwrapped to create more lines in some
paragraphs. When you import a paragraph-oriented text file, FrameMaker merges
multiple lines from the text file into paragraphs in the FrameMaker document.

There is nothing within a standard text file to tell FrameMaker whether the file is
line-oriented or paragraph-oriented, so FrameMaker uses an arbitrary
convention: If the file’s name ends with the four characters .txt, then it is
assumed to contain paragraph-oriented text. Otherwise it is assumed to contain
line-oriented text.

Importing line-oriented text files: To import a line-oriented text file, put the
insertion point at the place where you want the file’s text to be inserted and use
the Import command. Each character from the file is brought into the document as
if it had been typed directly at the keyboard, so you can set the font and paragraph
type at the insertion point before using the Import command. Each line ending in
the text file becomes an end-of-paragraph symbol in the FrameMaker document.

Caution: When you specify a file to Import, FrameMaker tries
to figure out what kind of file it is. If the file is not one of the
types that FrameMaker recognizes (for example, MML, MIF,

and image), then FrameMaker assumes that the file is a line-
oriented text file. If you try to import a data file (perhaps a
database file or an object code file), FrameMaker does its best
to read the file in as a text file—but you may not like the results.
If you start to import such a file and change your mind, press
Ctrl-c to stop tlie import process.
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Importing paragraph-oriented text files: To import a paragraph-oriented text
file, rename it if needed so that the last four characters of its name are . txt. Then
put the insertion point at the place where you want the file’s text to be inserted
and use the Import command. It is a good idea to put the insertion point at the

start of a paragraph when importing a .txt file, since FrameMaker imports the
text as complete paragraphs.

FrameMaker tries to group lines from . txt files into paragraphs using blank lines
and indented lines to detect paragraph boundaries. Each blank line or set of
adjacent blank lines signals a paragraph break (the blank lines do not end up in
the FrameMaker document). Also, each indented line starts a new paragraph.

The imported paragraphs have tags of the form Indent n , where n is a number
indicating the indent level of the paragraph as it occurred in the text file. You can
change the default formats for these tags: See Appendix D, Customizing
FrameMaker, for more information.

Importing tables from standard text files: In standard text files, columns are
usually separated by tab symbols. The number of tabs between one column and
the one to its right varies depending on the number of characters in the left
column. In FrameMaker, on the other hand, each column in a table is separated by
a single tab symbol, no matter how wide the entry to its left is. Therefore, tables
imported into FrameMaker from standard text files do not line up correctly without
some cleanup within FrameMaker.

Importing MML Files

MML stands for Maker Markup Language. An MML file is a standard ASCII text
file that uses markup statements to define the formatting of text. Chapter 6
provides a complete description of MML and its use.

To import an MML file, put the insertion point where the MML file’s contents
should be inserted and use the Import command.

Importing MIF Files
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MIF stands for Maker Interchange Format. A MIF file is a standard ASCII text file
that uses a custom language to define FrameMaker document text and/or
graphics. Chapter 7 provides a complete description of MIF and its use.

MIF has a wide variety of import uses—many of them involve bringing data into
FrameMaker from other computer programs. But there are two important uses for
MTF that involve no other computer programs: importing a Paragraph Catalog from
one document into another and merging separate FrameMaker documents into a
single document.
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Importing a MIF Catalog: You can save a document’s Paragraph Catalog as a
MIF file (see the Save command). To import such a MIF Catalog file into a
document file, open the document file and use the Import command, specifying the
MIF Catalog’s filename. The paragraph formats in the MIF file are merged into the
document’s Catalog as follows: If the MIF file and the document’s Catalog both
contain a paragraph format with the same name, the MIF file version replaces the
one in the Catalog. Other paragraph formats from the MIF file are added to the
document’s Catalog.

Merging FrameMaker documents: To append FileB.doc onto the end of
FileA.doc, follow these steps:
* OpenFileB.doc.

» Use the Save command to save a copy of FileB.doc using MIF format. Save
the MIF version in a file called FileB.mif (see the Save command for more
information).

* OpenFilea.doc.
* Go to the last page in FileA.doc.
+ Use the Import command. Specify FileB.mif as the file to import.

The contents of FileB.mif are added to the end of FileA.doc. FileB.doc 1S
unaffected by this merger.

A small variation on the above procedure can be used to merge FileB.mif into
the middle of rilea.doc. Go to a page within FileA.doc and use the Import
command. FrameMaker imports FileB.mif after whatever page is visible when
you choose the Import command.
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Info

Location: Main FrameMaker window and Document menu
Standard Keyboard Equivalent: Esc m iandEsc d I

Purpose: Use the Info command to display a dialog box showing license, version,
copyright, address, and telephone number information on the running version of
FrameMaker.

Use: Click INFO in the main FrameMaker window or choose the Info command
from the Document menu. When you are done reading the dialog box, click OK to
continue or click License to display the License dialog box. For more information,
see the License command.
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Invert

Location: Tools window
Standard Keyboard Equivalent: Esc o i

Purpose: Use the Invert command to change black to white and white to black in
selected objects, toggling between normal and inverted states. In the inverted
state, those portions of an object that usually appear black are drawn in white,
and the portions that are normally white are drawn in black:

TextLines qver TextLines o
a white rectgngle a white rectd
’////////////////////////:7/ 4 'IIII”IIIIIIIIIIIII”III:'/#»

Samples of Normal and Inverted Objects

Use: Select one or more objects or groups and then click Invert in the Tools
window. Clicking Invert repeatedly switches the selected objects back and forth
between normal and inverted states.

Notes:

* You can invert all objects (except TextRects). When you invert a frame
containing objects, however, the objects within the frame are not inverted.

+ The Invert command affects both object fill patterns and object borders.
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Keyboard

Location: Document menu
Standard Keyboard Equivalent: Esc d k and Esc R

Purpose: Use the Keyboard command to save recorded keyboard macros in a file,
to clear recorded keyboard macros, and to read previously saved keyboard macros
from a macro file. See the Record Keys command for additional information.

Use: Choose the Keyboard command to display the Keyboard dialog box:

» kbmacros] |

Current Directory:
fusrihome/elm

../ {(Goup 1 directory level)
Filtermans#

hin/

fmtraining/

intl

letters?

mailf

misc?

Keyboard Macro File:

Options:

Add New Macros to File

| al? [] ciear current Macros
person

plans? [[] Read Macros from File

" 16 Directories, 18 Files

Keyboard Macro File: In this box, type the name of a macro file to store macros
in or to read macros from, depending on the selected settings. Use the scroll list to
select a filename in the current directory or any directory you specify. When you
start FrameMaker, the Keyboard scroll list initially lists the contents of your
home directory.

The file kbmacros in your home directory is a good place to store macros that you
want to use all of the time. Each time you start FrameMaker, it looks for a file
called xbmacros. FrameMaker looks for kbmacros in three places: the directory
where FrameMaker is started, your home directory, and finally in the

.makerinit directory. If a kbmacros file is found in one of these places, the
macros it contains are read in automatically. Once a kbmacros file is found,
FrameMaker does not look for others.

Options: Turn on one or more of these settings. They are processed in the order
listed in the dialog box: Add first, Clear next, and Read last.

e Add New Macros to File: Turn on this setting to append new macros to the
specified keyboard macro file. New macros are those recorded since the last
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time the Add or Clear setting was used or since FrameMaker was started,
whichever is most recent.

This setting works as follows: It copies (appends) the contents of ~/kblog to
the specified file, and then it renames ~/kblog to ~/kblog.backup.

* Clear Current Macros: Turn on this setting to remove all keyboard macros,
including newly recorded macros and those read in from macro files. This
setting sets the keyboard to its built-in configuration, and then reads the file
kbmap, if it exists. See Appendix D, Customizing FrameMaker, for information
on the kbmap file and on the keyboard base configuration.

* Read Macros from File: Turn on this setting to merge keyboard macros from
the specified keyboard macro file into the current keyboard configuration.
Because this is a merge operation, you can have a primary macro file that
defines macros common to all your work and then have secondary macro files
that are each used for a subset of your work. If each secondary file defines
macros for keys not used in the primary set, you can read macros from different
secondary macro files without losing your primary macros.

Notes:

» See Appendix D, Customizing FrameMaker, for general information on
keyboard configurations, keyboard macros, and keyboard macro files.
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License

Location: The License command appears as a button in the Info dialog box. You
can choose the License command even when you are unable to obtain a license.
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Purpose: You can use the License command for several purposes:

.

To obtain a license
To give up your license
To save work completed before you lost your license

To set your personal time-out period (how long you can leave FrameMaker
idle without losing your license)

To specify your license server host (the host running the licensing program)

Use: Click INFO in the main FrameMaker window to display the Info dialog box
and then click License to display the License dialog box:

You don't have alicense. ;L Get License ]
| Current Licensees:

dri@troy 1 [Give Up I.icense]
ejk@poplar
gcc@sequoia [ Save Work... ]
jja@alpine
mxh@cobra
mahGcobra

| Give Up License When ldle: Hours

License Server Host: | phoenix |

Current Licensees: This scroll list displays the users who have obtained
licenses from the host displayed in the License Server Host edit box. The status
line above the scroll list tells you whether you have a license.

Get License: Click this button to try to obtain a license.

Give Up License: Click this button to give up your license.

Save Work: Click this button if you have lost your license and you have any
unsaved documents open.

Give Up License When Idle: In this edit box, specify how many hours
FrameMaker should remain idle before you lose your license. The number you
specify must be a whole number (at least 1 hour). Your system administrator may
have set an upper limit on the amount of time you can leave FrameMaker idle
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without losing your license. See Licensing Instructions in Chapter 9 for more
information.

License Server Host: This edit box displays your current license server host.
Edit the contents of this edit box to change license server hosts. For example, you
would do this if the primary license server host is not available and you need to
switch to the backup server. For more information, see your system administrator.

Notes:

*  When you use FrameMaker, you do so with either a reserved or a floating
license. A reserved license is reserved solely for your use and is always
available to you. Floating licenses are available to users on a first-come, first-
served basis. As a result, if you would normally use FrameMaker with a
floating license, you may occasionally find that all such licenses are in use
(that is, you are unable to use FrameMaker). In addition, your system
administrator specifies how many hours FrameMaker can remain idle before a
user loses a license. As a result, if you use FrameMaker and then leave it idle
for some time, you may lose your license.

Even if you don’t have a license, you still can:
- Manipulate FrameMaker windows

- Save any unsaved work

- Use the License command

- Quit FrameMaker

You cannot continue to use other FrameMaker features, however, until you
obtain a license.

» If you are using a floating license and do not intend to use FrameMaker for a
while, but do not want to quit FrameMaker, we recommend that you give up
your license; your license then becomes available for another user.

» See Appendix H, Licensing Procedures, for a description of Frame’s licensing
policy and instructions for setting up and customizing licenses.

« Changes you make to the Give Up License When Idle and License Server
Host settings take effect when you click Get License.
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Markers
Location: Edit menu

Standard Keyboard Equivalent: Esc e m

Purpose: Use the Markers command to store and edit markers and to view
marker contents in document text. Unlike a standard dialog box, the Markers
window can remain on the screen while you work within a document or UNIX
window.

Markers are special nonprinting characters stored within document text. Each
marker “contains” a text string and other information described below. The text
stored inside markers is used for running headers and footers, for indexing and
similar list-generation tasks, and for embedding nonprinting comments within a
document.

Use: Choose the Markers command to display the Markers window.

EpE—————————— uf|

Marker Text:
»| Cost Justification| |

Marker Type: Numbering Style:
O None [] Boid
@ Single Page [ ntalic
(O startof Page Range [ ] Underiine
(O End of Page Range

After the window appears, you may want to move it to a position on the screen
where it does not overlap document windows. See your window system
documentation for information on manipulating windows.

To create a new marker, move the arrow pointer to the desired position within
some TextRect text and click with the middle mouse button to set an insertion
point. Then move the arrow pointer into the Markers window, fill in the desired
values, and click the New Marker button or press the Enter key to store the new
marker. Markers are not visible within the text unless text symbols are turned on
using the Text Symbols command from the Guides menu. The symbol for a marker

is a large “tee” (T).

To edit an existing marker, select it using the middle mouse button, keyboard
selecting commands, or the Search command (search for \m). If the selected text
contains one marker, the Markers window is updated to show the marker’s
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contents, and the New Marker button is changed to read Edit Marker. If the
selected text contains more than one marker, the Markers window shows the
contents of the first Marker in the selected text. Modify the values in the Markers
window as needed and click the Edit Marker button to store the new values.

To delete a marker, select the marker and press the Delete key.
Items in the Markers window have the following meanings:

Marker Type: Specifies the marker’s type. Use header/footer-type markers to
set up running headers and footers (see the Headers & Footers command). Use
other marker types in conjunction with the fmbook program, described in Chapter
5, to create automatically generated lists such as indexes.

t] [

Marker Text: Specifies the marker’s “contents.” For header/footer-type
markers, the marker text is displayed within the header/footer strings. For index-
type markers, the marker text specifies index entries using a powerful syntax
described in Chapter 5.

Numbering Style: These settings are relevant only for markers used with the
fmbook program. See Preparing Documents for an Index in Chapter 5.

New/Edit Marker: Clicking in this button stores a new marker or updates the
settings of an existing marker.

Notes:

» Preparing Documents for an Index in Chapter 5 contains useful tips for
working with markers.

* You can change the list of marker types by editing a configuration file. See
Appendix D, Customizing FrameMaker, for more information.

FrameMaker Reference Manual 3-59



New

New

Location: Main FrameMaker window and Document menu
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Standard Keyboard Equivalent: Esc d n
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Purpose: Use the New command to create a new document (in memory only). To
save a new document to disk, use the Save command from the Document menu.

Use: Click NEW in the main FrameMaker menu or choose New from the
Document menu to display the New dialog box:

New Document

Use Template:

([ ok ][ cancel ]

d

fafframe1.3Xc/.

Current Directory:

makerinitftemplates

BlankPaper?

../ {Go up 1 directory level)
BasicTemplates?

OtherTemplates/
Templatelnstructions

4 Directories, 1

File

[ Make a Qustom Document... ]

Use Template: In this box, type the name of the template from which you want to
create the document. Use the scroll list to select a template in the current
directory or any directory you specify. For more information about the templates

and template directory, see the notes for this command.
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Make a Custom Document: When you click Make a Custom Document, the
Make Custom Document dialog box appears. In this dialog box, you can set the
page size, the number of columns, and the column margins for the new document.

—

Make Custom Document
Page Size: Columns:

Width: ) Number: l::l
Column Margins:

= |
Bottom: Right:

l

Page Size: In this area, specify the width and height. The maximum value for both
width and height is 14". However, FrameMaker does not gracefully support page
sizes that are taller than the screen (sizes taller than 11.66" are problematic).

After you create a document, you cannot change its page size.

Columns: In this area, specify the number of columns (between 1 and 10) and the
gap between columns. The gap is the horizontal distance between each column.
The columns are equal in size, with equal gaps. The column width is calculated so
that the left edge of the left column is at the specified left margin and the right
edge of the right column is at the right margin.

The margin and column settings affect the layout of the document’s first page
when FrameMaker creates it and the layout of each new page that you add to the
document. You can, however, change these settings using the Number of Columns
command from the Format menu. In addition, once a page is created, you can
change its margin and column settings with the Number of Columns command.

Margins: In this area, specify the top, bottom, left, and right margins for the
TextRect(s) automatically generated on each new page (see FrameMaker
Concepts in Chapter 2). The values represent distances “in” from each edge. For
example, a right margin of 1.5" means a right margin 1.5 inches in from the right
edge of the page. If the document is double-sided, the Left margin means the edge
against the binding, and the Right margin means the outer edge (see the Headers
& Footers command).

These margins do not affect where you place headers and footers (you can place
them anywhere on the page). Most printers, however, cannot print along the outer
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1/4" of each page, so if you place your headers and footers very close to the edge
of the page, they may not print.

OK: Click OK to open the template you have selected or to create a new
document with the custom dimensions you’ve specified. A window appears in the
upper-left corner of the screen showing the new document’s first page, with a text
insertion point active in the first column on the page. New custom documents
appear with rulers, borders, and text symbols visible and snap turned on. These
settings can be turned off using commands from the Guides menu.

Notes:

«  When you first choose the New command, FrameMaker looks for the following
directories and lists the contents of the first one it finds:

1. ./fmtemplates (the fmtemplates subdirectory in the directory in which
FrameMaker was started)

2. ~/fmtemplates (the fmtemplates subdirectory in your home directory)

3. install dir/fmtemplates (the fmtemplates subdirectory in the directory in
which FrameMaker was installed)

4. ~ (your home directory)

The install_dir/tmtemplates directory contains standard templates provided

with FrameMaker.

+  If you would like to use your own templates as well as the standard
templates, create an fmtemplates directory in your home directory and create
a symbolic link to our standard templates.

The following series of commands, for example, make the necessary directory
and create a link to the standard templates:

cd ~

mkdir fmtemplates

o°

o o

cd fmtemplates

oe

1n -s install_dir/fmtemplates StandardTemplates
After creating your ~/fmtemplates directory, create your templates as you
would any other document and save them in the new ~/fmtemplates
directory.

o The International version of FrameMaker includes templates for languages
other than US English. For more information, see International Version
Template Defaults in Appendix D.
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Number of Columns

Location: Format menu
Standard Keyboard Equivalent: Esc £ n

Purpose: Use the Number of Columns command to change the number and/or
margins of TextRects (columns) automatically generated on each new page (see
Chapter 2) and to reformat existing pages whose TextRects were automatically
generated in the first place. Using this command on custom-designed pages is not
likely to match your intentions.

Use: Choose the Number of Columns command to display the Number of Columns

dialog box:
Columns:
Number:bD Spacing:
Column Margins: Apply to:
Top: Left: % Current Page
Master Page
aottom: O] pages

Columns: In these boxes, type the number and spacing of columns. The number of
columns can range from 1 to 10. Spacing is the horizontal distance between
columns. The generated columns are equal in size, with equal intercolumn spacing.
The column size is calculated so that the left edge of the left column coincides with
the specified left margin and the right edge of the right column coincides with the
right margin.

Column Margins: In these boxes, type the Top, Bottom, Left, and Right margins
for the columns. The values represent distances “in” from each edge. For
example, if you specify a right margin of 1.5", you get a right margin 1.5 inches in
from (left of) the right edge of the page. If you specify a double-sided document,
the Left margin really means the edge against the binding, and the Right margin
means the margin along the outer edge (see the Headers & Footers command).
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Apply To: Click one or more of these settings to specify which pages are affected
by the new column and margin settings.

e Current Page: Turn on this check box to apply the settings to the page visible
when you choose the Number of Columns command. If the master page is
visible, the effect is equivalent to that described under the Master Page
setting below.

The process FrameMaker uses when reformatting pages is as follows: Find
the first TextRect on the page (in draw order) that has the auto-connect
feature turned on. If that TextRect is connected to other TextRects on the
page, delete those TextRects, moving their contents back into the first
TextRect and connecting the last TextRect’s tail to the first TextRect. Finally,
split and resize the first TextRect as needed to produce the correct number
and position of columns.

+ Master Page: Turn on this check box to apply the specified settings to the
master page. The master page settings affect the column layout of new pages
as you add them to a document. When you display the master page, you can
see the settings.

» All Pages: Turn on this check box to apply the specified settings to all
document pages except the master page. This setting uses the logic described
above for Current Page, applying it to each document page.

Notes:
* On the master page, the page margin settings appear as rectangles.
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Open
Location: Main FrameMaker window and Document menu

Standard Keyboard Equivalent: Esc d o

Purpose: Use the Open command to display a previously saved FrameMaker
document for viewing, editing, and/or printing. You can also use this command to
open standard text files, MML files, and MIF files.

Opening a document places a copy of the document in memory; it does not affect
the disk file. To update the disk file after editing a document, choose the Save
command from the Document menu.

Use: Choose the Open command to display the Open dialog box:
Bl

——

Open File Named: OK

il |
Current Directory:
srmhomelelm

.4 (Goup 1 directory level) i
Filtermans/
| |bins

fmtraining/
h intl

letters/
mailf
misc/
personal!
plans/

16 Directories, 17 Files

! |

Open File Named: In this box, type the name of the file to be opened. You can
also use the scroll list to select a filename in the current directory or any directory
you specify. When you start FrameMaker, the Open scroll list initially lists all the
files in the directory in which you started FrameMaker. If you open a document in
another directory, the second directory’s contents are listed when you next

choose the Open command.

OK: Click OK to open the specified file. If the document can be opened, a window
is placed on the screen showing the document’s first page. The window’s position
and display settings match those settings at the time the document was last '
saved. If your screen is not large enough to display an entire page, FrameMaker
displays as much of the page as possible and adjusts the vertical ruler to show
accurate measuremerts. If the file cannot be opened, FrameMaker displays a
message explaining why.

FrameMaker Reference Manual 3-65



Open

Chapter 3: FrameMaker Commands

When you use the International version of FrameMaker, you can create
paragraphs with a Language setting other than USEnglish. If you later try to open
the documents with a U.S. version of FrameMaker, the Language setting in all
paragraphs will be reset to USEnglish.

See Chapters 7 and 8 for information on opening MML and MIF files.

Note: You can open and edit a MIF or MML file as if it were a
standard text file. To do so, use the Open command and fill in
the MIF/MML filename. Then hold down the Alt key and click
OK. Pressing the Alt key stops FrameMaker from interpreting
the MIF or MML in the file; FrameMaker reads in the file’s text
for editing.

Notes on Opening Text Files

3-66

FrameMaker can open standard text files (ASCI files) that are both line-oriented
(such as C programs and shell scripts) and paragraph-oriented (such as files
containing document text). When opening a line-oriented file, each line in the file
becomes a paragraph in the FrameMaker document. These paragraphs are
typically one line long, but they may be wordwrapped to create more lines in some
paragraphs. When opening a paragraph-oriented text file, FrameMaker merges
multiple lines from the text file into paragraphs in the FrameMaker document.

There is nothing within a standard text file to tell FrameMaker whether the file is
line-oriented or paragraph-oriented, so FrameMaker uses an arbitrary
convention: If the file’s name ends with the four characters .txt, then it is
assumed to contain paragraph-oriented text. Otherwise it is assumed to contain
line-oriented text.

Opening line-oriented text files: To open a line-oriented text file, use the Open
command and fill in the desired text file’s name.

The document and paragraph format used for line-oriented text files is determined
by files in .makerinit. After FrameMaker determines that the text file is not a
MIF or MML file and that its name does not end with .txt, it searches

.makerinit for a file named xxxTemplate.doc, where xxx is the suffix of the file
being opened. For example, if the text file foo.c is being opened, FrameMaker
looks for the file cTemplate.doc. If it fails to find such a file, it looks for the file
called ascIiTemplate.doc. If it cannot find that file, it uses the default document
setup for the New command.

Using this file-naming convention, you can set up our own default document
formats in .makerinit. Do so by creating, in .makerinit, an empty FrameMaker
document with the correct margins, number of columns, Paragraph Catalog, and
initial font setting. FrameMaker opens the appropriate document and then brings

in the text file, much as if each character in the file were typed into the document.
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Each end-of-line character in the text file causes a paragraph ending in the
FrameMaker file.

Opening paragraph-oriented text files: To open a paragraph-oriented text file,
rename it if needed so that the last four characters of its name are .txt. Then use
the Open command and fill in the desired text file’s name.

FrameMaker tries to group lines from . txt files into paragraphs using blank lines
and indented lines to detect paragraph boundaries. Each blank line or set of
adjacent blank lines signals a paragraph break (the blank lines do not end up in
the FrameMaker document). Also, each indented line starts a new paragraph.

The imported paragraphs have tags of the form Indent n , where # is a number
indicating the indent level of the paragraph as it occurred in the text file. You can
change the default formats for these tags. See Appendix D, Customizing '
FrameMaker, for more information.

Notes on File Locking
FrameMaker offers a simple kind of file locking to help prevent multiple users from
trying to edit the same document at the same time.

If a user tries to open a file to which he or she has write access and that file is
already being edited, FrameMaker displays the following dialog box:

This file is already in use.

Your changes to it may conflict

with the work of other users.

File: fusridimiman/RefMan3.doc

Last opened by: djm ({David Murray)

Host: frame |
Time: Fri Feb 13 02:00:01 1987

Number of current users: 1

L ] Reset file lock {check only if no one else is using this file)

The dialog box shows the name of the file being opened, the name of the person
who already has this file open (this may be the same user who is opening a
second copy of the document), the name of that person’s workstation, and the
time the file was opened. The number of current users is also shown, to indicate if
more than one other person has the file open.

Continue: Clicking Continue opens the file, even though it is already open
elsewhere. FrameMaker has no problem with a file being opened by many users
at one time. It is possible, however, for one user to overwrite the work of others:
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The last person to save his or her work destroys all work done by others on the
file while he or she was editing.

Cancel: Clicking Cancel does not open the document; it returns you to the Open
dialog box where you can choose another file to open.

Reset File Lock: Click this check box if you are sure that no one else is really
editing the file (to clean up an erroneous lock file). FrameMaker uses lock files to
keep track of what files are being edited at any point in time (the lock file for
foo.doc would be foo.doc. 1ck). FrameMaker may be unable to delete these
lock files when it should, due to a problem such as a power failure or system
crash.
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Page

Location: Page menu

Standard Keyboard Equivalent: See below.

Purpose: Use the Page Previous, Next, First, Last, and Master commands to
move to various pages within the document:

[

Previous: Choose Previous to display the previous page of the document.
Invoking the Previous command from page 1 displays the master page (the
master page is really page 0). On the master page, the Previous command has
no effect.

Keyboard equivalent for Previous: Esc p p

Next: Choose Next to display the next page of the document. Invoking the
Next command from the master page displays page 1. On the final document
page, the Next command has no effect.

Keyboard equivalent for Next: Esc p n

First: Choose First to display the first page of the document (not the master
page).

Keyboard equivalent for First: Esc p £

Last: Choose Last to display the final page of the document.

Keyboard equivalent for Last: Esc p 1
Master: Choose Master to display the document’s master page.

Keyboard equivalent for Master: Esc p m

Notes:

See the Go To and Scroll commands also.

For more keyboard equivalents, see Appendix A, Keyboard Commands.
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Paragraphs

FrameMaker supports paragraph formatting changes using the Paragraphs
command and also using the mouse. Each function is described below.

The Paragraphs Command
Location: Format menu and Maker menu

Standard Keyboard Equivalent: Esc £ p

Purpose: Use the Paragraphs command to set formatting properties of one or
more paragraphs and to store paragraph formats in the Catalog for later use with
the Catalog command.

Use: To change the properties of a specific paragraph, put the insertion point
anywhere within that paragraph and then use the Paragraphs command. You can
also change the properties of several adjacent paragraphs by selecting them and
using the command (all selected paragraphs are affected the same way by the
command).

Choose the Paragraphs command to display the Paragraphs dialog box:

Left Indent: ) Line Spacing: m
First Line: Space Before: '
Right Indent: Space After: Language
Tag: I Section I Block Lines: l 1 | | USEnglish |
[[] keep with Next Paragraph
@ Left () Right [] start at Top of TextRect
O centered () Justified ] Hyphenate - Tolerance: | 4 |
[] Auto Number - Format: | |
Apply to: [] Font:
Current Boid |
[]Tag: | Section | e — [ ialic Point
[ au Symbol 1 [ undertine
[[] catalog Garamond [] strike Through

When the dialog box first appears, it shows the settings of the paragraph
containing the insertion point, if any, or the default paragraph settings (the
settings given to the first paragraph of a TextRect drawn using the TextRect tool).
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Left Indent: In this box, type a value to specify the left margin for all lines in the
paragraph except the first line. This value is the distance from the left edge of the
TextRect containing the paragraph.

First Line: In this box, type a value to specify the left margin for the first line of
the paragraph. This value is the distance of the first line margin from the left edge
of the TextRect containing the paragraph. The First Line can be greater than the
Left Indent, for indented first lines, or less than the Left Indent, for “outdented”
first lines (sometimes called hanging indents) such as paragraphs beginning with
a bullet. It can also be the same as the Left Indent, for paragraphs like this one.

Right Indent: In this box, type a value to specify the right margin for all lines in
the paragraph. This value is the distance of the margin from the right edge of the
TextRect containing the paragraph.

Tag: In this box, type a name for this paragraph. If you apply the format to one or
more paragraphs, then those paragraphs acquire the specified tag as their name. If
you store the format in the Catalog, the format’s Catalog name is the specified
tag. The tag can be blank; we recommend, however, that you give each paragraph
a tag and that you assign the same tag to all paragraphs that are of the same type.

We recommend that you do not use accented characters (such as €, €, and ¢) in a
tag name. Accented characters will be dropped from the tag name if you save the
file in MIF (Maker Interchange Format). For more information about MIF, see
Chapter 7.

Justification: Click one of these settings to specify left, right, centered, or
justified (left and right) margin alignment. This paragraph uses the Left setting.
See the on-line demonstration document (Demo . doc) for examples of other types
of alignment.

Line Spacing: In this box, specify the amount of white space below each line of
the paragraph (including the last line) in points (1 point = 1/72"). This spacing is
often called leading (thymes with “heading”). Values can range from 0 to 100
points. When you specify 0O line spacing, lines in the paragraph are packed as
close together as possible (notice the distance between the bottom of the g on the
second line and the top of the 4 in the third line):

Now is the time for the
quick brown fox to jump

the dog party.

Specify traditional double-spacing, as on a typewriter, by specifying a Line
Spacing value that is equivalent to the prevailing point size of characters in the
paragraph. That is, if the paragraph consists mostly of 12-point characters, use
12-point line spacing to achieve double-spacing. Most paragraphs on this page
use a 12-point font with 2-point line spacing, often referred to as “12 on 14.”
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Space Before and Space After: Specifies the amount of white space, in addition
to the white space provided by the line spacing, above the first line and below the
final line of the paragraph. Values can range from 0 to 100 points. Add space
between paragraphs rather than add empty paragraphs because adding space
provides finer spacing control, makes it easier to change spacing at a later time,
and requires less memory.

Block Lines: In this box, specify the minimum number of paragraph lines that
must be kept in the same TextRect, both at the beginning and end of the
paragraph. For example, a block size of 2 means that the first two lines of the
paragraph must be kept together and that the last two lines of the paragraph must
be kept together. This setting is a form of widow and orphan control. Use a large
value (such as 100) to keep all lines of a paragraph on the same page.

Language: In this area, specify the language to be used when hyphenating and
checking spelling for the paragraph. This setting allows you to include a paragraph
in a different language from the other paragraphs in your document; FrameMaker
will apply the appropriate hyphenation and spelling rules to each paragraph. If
you’re using the U.S. version of FrameMaker, only USEnglish is available. If
you’re using the International version of FrameMaker, you can choose from
languages such as USEnglish, UKEnglish, Dutch, French, and German. Scroll
through the available languages by clicking repeatedly in the Language box.

For information about setting the language of TextLines in your document, see the
Spelling Checker command.

Keep with Next Paragraph: Turn on this setting to place the entire paragraph on
the same page as the start of the following paragraph, if possible. If the paragraph
would normally fit on a page, but the next paragraph would not, then both
paragraphs are moved to the next page, leaving the first page with extra white
space. This setting is another form of widow and orphan control.

Use this setting with paragraphs such as section titles or table headings. For
example, all of the section headings in this document are single-line paragraphs
that have the Keep with Next Paragraph setting checked.

Start at Top of TextRect: Turn on this setting to specify that the paragraph
always starts at the top of a TextRect. Use this feature when you want the
paragraph to start at the top of a column.

Checking this setting on an existing paragraph or applying a cataloged format with
this setting turned on can produce slightly disorienting results on the screen,
because the paragraph may jump to a new page.

Hyphenate and Tolerance: Turn on this setting and type a number in the edit
box to specify whether or not the paragraph should be formatted using
hyphenation, and if so, how many lines in a row may be hyphenated. For more
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complete information on hyphenation and tolerance, see the Auto Hyphenation
command.

Auto Number and Format: Turn on this setting and type a string in the edit box
to specify whether or not the paragraph begins with a FrameMaker-provided
numbering string and, if so, the format for that string.

The basic idea of automatic paragraph numbering is that the number for one
paragraph is derived by looking at the number of some previous paragraph within
the same text flow.

The paragraph number can consist of one counter (for numbers such as 1, 2, 3, 4)
or multiple counters (for numbering such as 1.1, 1.1.1, 1.1.2, 1.2). The value for
each counter is determined by looking at the corresponding counter in the previous
numbered paragraph and either using the same value or incrementing or
decrementing the value. Consult the example below to see exactly how this works.

When you turn on the check box to the left of Auto Number, the paragraph is
automatically numbered by FrameMaker. The number string is placed at the start
of the paragraph.

Specify the format for the automatic number string in the edit box to the right of
the Auto Number.

A complete automatic number string’s format specification consists of:
¢ An optional number series label.

« Optional number specifications. A number specification is either a specific
number (1, 33, or 128), a number sign ( # ), or a plus sign ( +).

* Optional printing characters.

Here is a sample:

Printing characters

v l v
a:Figure #.+\t

! tt

Number series label Number specificatons

Anatomy of a Number Format Specification

Number series label: The number series label, if present, must be at the start of
the format specification; it consists of any single printable character followed by a
colon (). A numbered paragraph’s value is based on the number of the previous
numbered paragraph in the same flow that has the same numbering series (see

the example below). All format strings that do not begin with a series label are
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given a series value of 0 if they contain number specifications or a series value of
1 if they do not contain number specifications.

Number specifications: Each number specification sets the value of a counter.
The number format can contain an essentially unlimited number of counters. For
each counter:

[ ]

A specific number causes FrameMaker to print exactly that number and resets
the value of the corresponding counter.

A number sign ( # ) causes FrameMaker to print the value of the
corresponding counter from the previous numbered paragraph in the same

numbering series.

A plus sign ( +) causes FrameMaker to increment and then print the value of
the corresponding counter from the previous numbered paragraph in the same
numbering series (++ increments the counter twice).

Printing characters: Printing characters are all characters not part of the number
series label or number specifications. They include space characters and may
include \t to indicate a tab character. To accomplish formatting such as bulleted
paragraphs, as shown in the example that follows, the format string can contain
only printing characters.

Example: In the following paragraphs, the underlined text is the automatic
number string FrameMaker creates. The bracket ( > ) represents a tab character.

 Number Format String

2.\t

+\t

#.1\t
f:Figure +.

+.\t

e: (+)

#.+\t

o\t

o\t

o\t

#.+\t
f:Figure +.

#.4.+\t

#.4.+\t

e: (+)

v R

3> This is paragraph B
3.1> This is paragraph C
Figure 1. This is paragraph D
4.> This is paragraph E
(1) This is paragraph F

4.1> This is paragraph G
> This is paragraph H
>  This is paragraph I

*>  This is paragraph J

4.2> This is paragraph K

Figure 2. This is paragraph L
4.2.1>This is paragraph M
4.2.2>This is paragraph N

(2) This is paragraph O
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Paragraph A
Paragraph B

Paragraph C

Paragraph D

Paragraph E
Paragraph F

Paragraph G

Paragraph H

Pefs1&]

Paragraph K
Paragraph L
PgfsM &N

Paragraph O

Paragraphs

- Uses the default numbering series (series 0). Sets the first counter to 2, prints

the 2, and then prints a period and a tab.

Uses the series 0. Increments the counter from 2 (in the previous series 0
paragraph) to 3, prints the 3, and then prints a tab.

Series 0 again. This format string has two counters. The # sign is counter one. It
means print the same value that was printed for counter one in the previous
series 0 paragraph. The 1 is counter two. It means set counter two to 1.

Uses numbering series f. Prints the word Figure and then a space. Since this is
the first paragraph to use numbering series f, the + causes a value of 1 to be
printed. The string ends with a period and a space.

Uses numbering series 0 again. Increments the value of counter one (the 3 in
paragraph C becomes a 4).

Uses numbering series ¢ (could stand for equation). Since this is the first
paragraph to use numbering series e, the + causes a value of 1 to be printed.

Back to series 0. The # sign picks up the value 4 from paragraph E. The +
increments the value of counter two, which was 0 in paragraph E, causing a 1 to
be printed.

Contains no number specifications, so uses numbering series 1. Prints a bullet
character and tab at the start of the paragraph.

Same as paragraph H.

Same as paragraph G.

Same as paragraph D. The + increments counter one in series f from 1 to 2.
These introduce a third counter to series 0 and pick up their values from
paragraph K.

Same as paragraph F. The + increments counter one in series e from 1 to 2.

The tab and margin settings for a numbered paragraph are important. For
example, the bullet formats in the example above (+\t) should have associated
tab and margin settings to create the proper indenting. These settings would work
well: Left Indent = .5", First Line =0, and a left tab at .5".

To type a bullet, hold down the Alt key and type a period (Alt-period).

Font: Select or turn on the settings in the Font area to specify the font family,
style, and size of the automatic number generated by FrameMaker, if any. These
settings work like items in the Fonts dialog box.

If you click the check box to the left of Font, you force the font of the paragraph,
setting the paragraph’s default font. Forcing the font is extremely useful in
conjunction with the Catalog. For example, you probably want section headings to
be in one size and style with standard body text in another size and style. By
checking the Font box and storing the appropriate formats in the Catalog, you can
set both paragraph format and font in one step whenever you apply a Catalog item
to one or more paragraphs.

When you apply a force font format to an existing paragraph, FrameMaker
changes all the font attributes (family, size, and style) that match the original
default font. For example, if you change a force font paragraph in which all the text
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is in the original default font, FrameMaker changes all the text in the paragraph to
the new font.

If you have any font changes in the paragraph, however, FrameMaker retains
those changes. For example, consider a force font paragraph with a default font of
plain 12-point Times. The paragraph contains a bold 12-point Times word:

This sample paragraph shows how local font changes are
handled within force font paragraphs.

If you apply a new force font format to this paragraph, with a default font of plain
10-point Helvetica, the bold word switches to bold 10-point Helvetica:

This sample paragraph shows how local font changes are handled
within force font paragraphs.

Note that if the original paragraph isn’t a force font paragraph, then FrameMaker
doesn’t retain font changes within the paragraph when you force a font.

To remove font changes within a paragraph, select the paragraph and choose the
Font command from the Format menu. You can also apply the paragraph format
with force font turned off and then apply it again with force font turned back on.

Apply To: Choose one or more of the settings in this area to specify what to do
with the specified paragraph format:

o Current: Turn on this setting to apply the specified paragraph format to the
paragraph containing the insertion point and to all paragraphs containing
selected text.

e Tag: Turn on this setting to apply the specified paragraph format to all
paragraphs whose tags match the tag specified in the edit box to the right of
Tag in the Apply To area.

» All: Turn on this setting to apply the specified paragraph format to all
paragraphs in the current document.

« Catalog: Turn on this setting to save the specified paragraph format in the
Catalog for later use under the name indicated by the paragraph tag.

Notes:

*  When you apply a paragraph format to a paragraph in the document, that
paragraph’s tag is changed to match the name in the Tag edit box in the upper-
left corner of the Paragraphs dialog box (below Right Indent).

» Tab settings, while not displayed in the Paragraphs dialog box, are part of the
paragraph format. When you apply the paragraph format settings to other
paragraphs and to the Catalog as indicated in the Apply To area, the tab
settings are also applied.
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*  When the Paragraphs dialog box first appears, it shows the format settings of
the paragraph containing the insertion point, even if other paragraphs contain
selected text.

* To uniformly change the format of a few scattered paragraphs, put the insertion
point in the first paragraph you want to change, choose the Paragraphs
command to display the Paragraphs dialog box, and fill in the new settings.
Then click OK or press the Enter key. In addition to changing the selected
paragraph’s settings, you also store those settings in a memory buffer called
the Last Paragraph Settings.

Now, put the insertion point in a paragraph whose format you want to make
match the first paragraph and press Esc j j (the Paragraph Bang command).
This command applies the current Last Paragraph Settings to the paragraph
containing the insertion point and to all paragraphs containing selected text.

* For more information on keyboard shortcuts for changing paragraph formatting,
see Paragraph Commands in Appendix A.

* Also see the Copy Pgf Format and Catalog commands.

Paragraph Formatting with the Mouse

You can change the Left Indent, First Line, and Right Indent paragraph settings
with the mouse. To do this, you must first display the rulers (see the Rulers
command).

To change one of these settings using the mouse, follow these steps:

* Click the middle mouse button in the appropriate paragraph. Notice that
symbols appear below the ruler at the top of the page to show the paragraph’s
current margin and tab settings:

First-line indent symbol
Left indent symbol Right indent symbol

lefMan3G u doc

Guides Page

)
Tab symbol

Ruler Showing Margin and Tab Symbols

* Move the arrow pointer so that its tip is within the symbol for the setting
being changed.

¢ Press and hold down the left mouse button.
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« Move the arrow pointer left or right without releasing the mouse button to
reposition the symbol as needed.

+ Release the mouse button when the symbol is in the correct position.

Notes:

* You cannot move these symbols to positions outside of the enclosing
TextRect’s left or right sides.

« Each indent’s exact position is displayed by the down-facing tip of the triangle.

It is often useful to turn on the snap feature (using the Snap command from the
Guides menu) before changing these settings with the mouse. When snap is
on, these symbols “snap” to the nearest ruler division as the mouse is
moved, making it easy to set margins and indents to exact locations using the
mouse.
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Paste

Location: Edit menu and Maker menu
Standard Keyboard Equivalent: Esc e pand Ctrl-y

Purpose: Use the Paste command to paste whatever is stored on the

FrameMaker Clipboard into the current document at the insertion point. The
Clipboard is an invisible storage area for objects, frames, text, font settings, and
paragraph formats. All FrameMaker document windows share the same

Clipboard, so you can cut or copy information, including paragraph format and font
information, from one document and paste the information into another document.

Paste has no effect on the contents of the Clipboard, so you can paste the same
information repeatedly.

Pasting text: When you put the insertion point in some text and choose the Paste
command, the Clipboard text is inserted at the insertion point. If Clipboard text
includes end-of-paragraph symbols, then the paragraph formats associated with
those symbols are also brought into the document at the insertion point.
Otherwise, the pasted text acquires the format of the paragraph containing the
insertion point. The pasted text retains its font settings.

Pasting an object:

« If you paste, with nothing selected, onto a page that is the same size as the
page from which the objects were cut or copied, the objects are pasted at their
original coordinates on the current page.

If you paste, with nothing selected, onto a page whose size is different from
the size of the source page, the objects are pasted in the center of the current
page.

In these cases, the objects are pasted onto the page surface, not into any
anchored frames on the page, even if an anchored frame happens to lie
“under” the location where the objects are pasted. To paste an object into a
frame, see below.

» If you paste with an object selected, the Clipboard objects are pasted into the

page or frame containing the selected object, a bit below and to the right of the
selected object.

» To paste objects into a frame, select the frame into which you want to paste
the objects, and then choose the Paste command. The objects are pasted into
the center of the frame.

Pasting font settings: First copy the desired font settings to the Clipboard using
the Copy Font command. Then select text and use the Paste command. The
selected text takes on the font settings from the Clipboard.
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Pasting paragraph formats: First copy the desired paragraph format to the
Clipboard using the Copy Pgf Format command. Then put the insertion point in a
paragraph or select a block of paragraphs and use the Paste command. The
paragraph containing the insertion point and all selected paragraphs take on the
previously copied paragraph format.

Notes:
+ See also the Cut, Copy, Copy Font, Copy Pgf Format and XPaste commands.
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Print

Location: Document menu
Standard Keyboard Equivalent: Esc d p
Purpose: Use the Print command to print all or part of a document.

Use: Choose the Print command to display the Print dialog box:

Print Page Range:

Print Odd-numbered Pages
oL Print Even-numbered Pages
@ current Collate

O start Page: Print Last Page First

End Page: [[] Print Low Resolution Images
] Print Only to File

Printer Name: |Iw ] Copies: E__::l Scale:

|  Printer File: )| RefMan3.doc.ps| 1

Print Page Range: Click one of the settings in this area to specify the document
pages to print.

» All: Click All to print all pages.

e Current: Click Current to print the page that is visible when the Print
command is invoked.

» Start Page and End Page: In the Start Page and End Page edit boxes, type
the range of pages to be printed. The page numbers specified in Start and End
Page are relative from the start of the document, as displayed in the headers
and footers (see the Go To command for more information).

Print Odd-Numbered Pages and Print Even-Numbered Pages: Turn on these
check boxes to specify the pages to be printed within the overall requested page
range. These settings are ignored if you click Current in the Print Page Range
area.

Normally you would turn on both of these settings to print both odd and even
pages. You can, however, use these settings to print a document on both sides of
the paper. To do this, give one command to print odd pages only (one side of the
paper), reinsert the paper in the printer, and use a second command to print even
pages only (the other side of the paper). First figure out how your printer feeds
paper so that you do not end up overprinting or having pages appear upside down.
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Collate: You may want to turn on this setting when you are printing multiple
copies of multipage documents.

If Collate is turned on, all pages for the first copy are printed together, and then
the process is repeated for each additional copy. You take the copies from the
printer and use them in order, without having to shuffle papers (that is, collate
them). While this setting is convenient, it also requires more printing time since
each page has to be sent to the printer and imaged in the printer for each copy of
the page.

If Collate is off, all copies of the first page are printed together, and then the
process is repeated for each additional page. As a result, you need to collate the
pages by hand. The document prints much more quickly with Collate turned off,
however, because each individual page is sent to the printer once and imaged
once. The additional copies of each page are printed at the fastest possible speed.

Print Last Page First: Turn this setting on if pages come out of your printer with
the printed side facing up; by printing the last page first, the pages come out of the
printer in the correct order. For printers with pages that come out with the printed
side facing down, turn this setting off.

Print Low Resolution Images: Turn on this setting to print draft copies of a
document. When you turn on this setting, imported images print faster but may
not be as sharp as when this setting is turned off.

Print Only to File and Printer File: When you turn on Print Only to File, the
document is not sent to your system printer. Instead, FrameMaker creates a print
file and stores it in the file specified in the Printer File edit box. (A print file is a
description of the FrameMaker document in a language specific to your printer.
The type of print file FrameMaker creates depends on the printer FrameMaker is
configured to use.)

Once you have a print file, you can edit it, convert it for use with other printers, or
send it to a service bureau for phototypesetting. You can also send the print file to
your printer using the /p command.

FrameMaker generates a temporary print file even when Print Only to File is
turned off. FrameMaker tries to create that file in the /tmp directory. If it cannot
create the file or if the file becomes larger than 1 megabyte, FrameMaker tries to
create the file in your home directory. Then FrameMaker issues an

Ip —dprintername command.

Printer Name: In this edit box, specify the printer’s device name. The default
printer name is usually ps (for a PostScript printer). You can, however, change
this default. See Appendix D, Customizing FrameMaker, for more information on
printer names.

Copies: In this edit box, specify the number of copies to print.
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Scale: In this box, type a number to specify a scaling factor for all printed pages;
100% is no scaling, 50% is half size, and 200% is twice the unscaled size. The
printed image is printed at the lower-left corner of the paper for all scaling values.
For example, if you want to enlarge something by 200%, draw it in the lower-left
corner of a standard letter-size document. Arbitrarily large and small scale values
are allowed, but all printing is cropped to the printable page area supported by the
printer.

OK: Click OK to initiate printing as specified by the above items. FrameMaker
prints in two phases. Phase one ties up FrameMaker for a few seconds (the
pointer turns into an hourglass) and generates a background process. Phase two,
controlled by the background process, builds the page description file (either
PostScript or imPRESS) and sends the file to the printer queue.

Managing the Printer Queue

FrameMaker uses the Ip facility to print, so print jobs go into Ip’s printer queue.
To list the jobs in the printer queue, use the Ipstat -t command. This command
lists print jobs in the order they are being processed and shows the request id,
user name, and size of each print request.

To remove a job from the print queue, use the cancel command. Specifying a
request id cancels the associated request even if it is currently printing. For
example, to remove the reques<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>