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Build Method: Extrude

Bevel: preset from menu

Effects: Wall

Text Look: customized instance of Floofy

Wall Look: Pictures as Anything; texture
and relief using an image of corrugated
cardboard

Lights: #7100%, spotlight; #2 70%, spotlight
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how we 313 T

To produce this manual, we had to do exactly what
you’'d have to do if you wanted to get some
Typestry text into print. And it really was surprisingly
easy: it was almost as easy as pi. All the reference
illustrations were rendered with Typestry 2 at 150
pixels per inch against a black background as TIFF
RGBA files. This creates an alpha (matte) channel,
which includes everything that isn't background. We
used this channel to determine the selection in
Photoshop (using Load Selection), copied it, and
pasted it over a pre-painted border background.

These files had their mode changed to CMYK and
were then saved in TIFF format. We imported them
into QuarkXPress and had color separations printed
with a line screen of 150.

We made no color adjustments in Photoshop or
Quark, and had very few matchprints made. But we
did do some tests to make sure we were sane. We
failed most of those. On the other hand, some color
tests confirmed our guess that we could get away
with default settings in Photoshop and Quark. This
saved a LOT of time and money, since there were

absolutely no color corrections made.

The other big savings was in using Quark to sepa-
rate whole pages. This meant that we didn’'t have to
get separations for every image. We were able to
go from a whole page of images directly to separat-
ed film for the page, without any stripping in of indi-
vidual pictures.

Now you know. So after you've saved millions in
prepress charges, remember who told you, and
rewrite your will accordingly.
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