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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

Image: Annabella Serra



What’s Typestry? 

Typestry Quickstart
Quick starts ............................................................................... 2–1
Using the Details Window .............................................. 2–6

The Text Attribute 
Regular text .............................................................................. 3–1
Importing Illustrator files .................................................... 3–2

Illustrator tips .................................................................... 3–2

The Build Attribute 
Extrude ........................................................................................ 4–1
Rubber Sheet ........................................................................... 4–6
Tubes ............................................................................................ 4–8
Using the Bevel Editor ..................................................... 4–10

Adjusting points and handles ............................... 4–11
Saving finished bevels ................................................ 4–13

The Look Attribute
Applying a Look ..................................................................... 5–1

Copying a Look ............................................................... 5–2
Using the Browser (“select a look” dialog) ..... 5–2

Adjusting a Look .................................................................... 5–3
Projections ......................................................................... 5–7

v

 

t a b l e  o f  c o n t e n t s

1

2

3

4

5



The Particle Attribute
Turning on particles ............................................................. 6–1
Controlling particles’ behavior ....................................... 6–4

Making A Picture
Rendering an image ............................................................. 7–1

Rendering to screen ..................................................... 7–1
Rendering to file ............................................................. 7–3
Monitoring and cancelling rendering ................... 7–5

Restricting the area to be rendered ........................... 7–6
Customizing image quality ................................................ 7–6

Manipulating Text
Selecting text ........................................................................... 8–1

Selecting hard-to-get text ......................................... 8–1
The Tools .................................................................................. 8–1

The Text tool ................................................................... 8–2
The Illustrator Import tool ........................................ 8–2
The Move tool ................................................................ 8–2
The Rotate tool .............................................................. 8–2
The Scale tool .................................................................. 8–3
The Skew tool ................................................................. 8–4
The Crop tool ................................................................. 8–5

Viewing the text ..................................................................... 8–7
Grouping .................................................................................... 8–7

Groups and Looks ......................................................... 8–8
Groups and the tools .................................................. 8–8
Creating a group ............................................................ 8–9

Perforating objects ................................................................ 8–9
Perfs tutorial ................................................................... 8–11

Using the grid ........................................................................ 8–14

Adding Lights
Light types ................................................................................. 9–1
Using the Lights window ................................................... 9–3
Special lighting features ...................................................... 9–6
Turning off simulated reflections .................................. 9–9

vi

6

7

8

9



Editing Looks
Make a new Look variation now! .............................. 10–1
What the heck is this thing for, anyway? ............... 10–2
How to make a new Instance ..................................... 10–5
Basic surface controls ....................................................... 10–6

Shininess ........................................................................... 10–6
Metalness ......................................................................... 10–7
Transparency ................................................................. 10–7

Using your own images or text in a Look ........... 10–8
What can you do with your own pictures? . 10–8
Picture considerations .............................................. 10–8

Getting a picture into an Instance (labels) ........... 10–9
Gray scale pictures .......................................................... 10–10

Usng pictures instead of sliders ........................ 10–10
Using Opacity ............................................................. 10–11
Using two or more pictures together .......... 10–11
Relief pictures ............................................................. 10–12
Multi-color decals ..................................................... 10–13
Single-color decals ................................................... 10–14

Reflection issues ............................................................... 10–14
Environments and other reflections ...................... 10–16
Approximating a new surface .................................. 10–16
RenderMan expert parameter info ....................... 10–17

Looks and “shaders” .............................................. 10–17
The RenderMan Expert parameters ............. 10–18

Adding Effects
Backgrounds .......................................................................... 11–1
Camera ..................................................................................... 11–3
Motion Blur ............................................................................ 11–5
Atmosphere ........................................................................... 11–6

Group Therapy
The short explanation ...................................................... 12–1
Using the “tree” .................................................................. 12–2
The long explanation ........................................................ 12–3

Copying Looks from one object to another 12–7
“Inheriting” a Look ..................................................... 12–7
Applications .................................................................... 12–7

Animation
A short animation .............................................................. 13–1
The pose ................................................................................. 13–3

Poses and groups ........................................................ 13–6

vii

11

12

13

10



Grouping and ungrouping ...................................... 13–8
And now for the “really big shew...” ..................... 13–10
Organizing poses .............................................................. 13–13

Creating a new pose .............................................. 13–14
Selecting poses .......................................................... 13–14
Moving a pose — adjusting timing ................. 13–15
Scaling poses — adjusting duration ............... 13–15
Duplicating a pose ................................................... 13–16
Deleting a pose ......................................................... 13–16

Animation settings ........................................................... 13–16
Rendering an animation ............................................... 13–17
The nature of Typestry animation ......................... 13–20

What to avoid ............................................................ 13–21
What to remember ................................................ 13–21
Tradeoffs ....................................................................... 13–21

An animation checklist .................................................. 13–22
Creating a 2-frame animation ................................... 13–23
Viewing a movie ............................................................... 13–23
Summary of Score window operations .............. 13–24

Movie Maker
Building a Movie .................................................................. 14–1
Building a Movie for playback on a Mac ................ 14–2

Simple Things
Working with a Typestry window ............................ 15–1

Resizing a window ...................................................... 15–1
Basic Preferences ................................................................ 15–1
Printing ...................................................................................... 15–3

Image resolution .......................................................... 15–3
Resolution tradeoffs .................................................. 15–4
The bottom line ........................................................... 15–4
Image contrast .............................................................. 15–4

Tasks 

Troubleshooting

viii

14

15

17

16



The PixarPerfs Font

Index

How we did it

ix

18



x

Image: Annabella Serra



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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