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Timeworks Customer Support Plan

Timeworks Telephone Consulting Service is available to all
registered users to support your installation and ongoing use
of our software. To become eligible for this service, you must
complete and return the enclosed Software Registration Card.

The answers to almost all of your questions can be found in
your manual. To save you time, please read it thoroughly
before calling our Help Line. If your question concerns your
hardware, contact your computer, disk drive, or printer
manufacturer first. If your question concerns the program, we
will be happy to receive your calls at the following numbers
during normal business hours (9 a.m. to 5 p.m. Central

. Time).

Customer Support Help Line: 1-312-948-9208

To send FAX inquiries: (312) 948-7626

Update or replacement information: (312) 948-9206
To place an order: (312) 948-9202

If you write to us instead, be sure to include a phone number
where you can be reached during the day.

NOTE: Please read the Pre-Call Checklist, which you will
find in Chapter 13 before calling our Customer Support Help
Line.

If you’ve enjoyed this program, try these other, equally
stimulating programs from Timeworks, Inc.:

Cat. No. Program Cat. No. Program

5351 Data Manager 5402  People, Places & Things
5352 Word Writer 5403 Design Ideas

5354 Swiftcalc 5404 Education Graphics
5361 Partner 5405 Font Pack

5401 Symbols & Slogans 5406 Font Pack 2




Personal Computer Software

Timeworks has put the personal in Personal Computer
Software.

We have pooled creativity, technical knowledge, manufacturing
expertise, and conscientious quality control to bring to you
the versatility and reliability demanded by the computer
generation.

We have dedicated ourselves to the development of programs
which meet the personal productivity needs of the computer
user. Each program is designed and tested with the user’s
needs foremost in our minds.

Timeworks programs utilize maximum computer capacity. Our
manuals are user-friendly, written in plain easy-to-follow
language, then carefully edited to provide continuity and
correlation with the program.

If superior design, maximum capability, effective graphics,
and dependable performance are important to you, look into
Timeworks personal computer software.

You'll be amazed at the difference a personal commitment
can make.

For other Timeworks software see your local Timeworks
dealer, or contact Timeworks, Inc., for a list of our latest
software.

Timeworks, Inc.
444 Lake Cook Rd.
Deerfield, IL 60015
(312) 948-9202

©1987 Timeworks, Inc. All rights reserved. Printed in USA
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INTRODUCTION

Welcome to TIMEWORKS DESKTOP PUBLISHER ST!

Timeworks DESKTOP PUBLISHING FOR THE ST gives you
the power to design, write, add graphics to and print out your
documents without all the cost and delay of using a designer
and a typesetter. Now you can give all of your documents a
nearly professional typeset appearance:

® newsletters

® flyers

® reports

® catalogs

® presentations
® brochures

® manuals

Among the features that make The Timeworks Desktop
PUBLISHER ST truly special are:

®* A GEM User Interface with drop-down menus, icons,
scroll bars and dialog boxes to help you learn quickly and
easily.
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1: Introduction

¢ Page layout flexibility that allows you to overlap, resize

and reposition the various art and type elements in your
documents.

® Built-in fonts—more than 1200 type-style combinations!

In addition to the typefaces included, you may choose to
add special effects to any of them by choosing bold,
italic, underline, outline, light, superscript or subscript.

® Premium quality printouts, thanks to a special high-

density format that lets you get the most from your dot
matrix or laser printer.

¢ Importing capability —Incorporate text or artwork from

your other word processing or drawing programs. The
possibilities are endless!

® Built-in graphics tool box lets you draw circles, lines,

boxes and free forms with a variety of built-in fill
patterns.

¢ True typesetting characteristics —you can micro-adjust

both the vertical spacing (leading) or the horizontal
spacing (kerning).

® Page Sizing—Choose half-size, double-size, size-to-fit or

two pages view for displaying your document on screen.
This ability to zoom in and out lets you see just what you
need to.

With all this publishing power at your fingertips, the only
limits are your own time and creativity.
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System Requirements

In order to use The PUBLISHER, you will need the
following:

® An Atari 520 or 1040ST; MEGA ST2 or MEGA ST4
computer.

® One or two single-sided or double-sided disk drives; one
disk drive plus a hard disk.

® A color or monochrome monitor.

For best results, use The PUBLISHER in high resolution on
a monochrome monitor. However, you can use the program

quite satisfactorily in medium resolution on a color monitor.
Low resolution mode is not supported by this program.

¢ An Epson-compatible dot matrix printer or any of the
following printers:

1. Atari SLM 804 Laser Printer (Only with MEGA ST)
2. Any PostScript compatible printer (Laserwriter or
Laserwriter +)

Hewlett-Packard LaserJet Plus; LaserJet II or
compatible

Epson GQ 3500

Okidata Laserline 6 (512K)

Atari SMM 804 dot matrix printer

NEC P6 or P7

w

Now e
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What's in the Package?

The PUBLISHER package should contain this User Manual
and a binder to put it in, your Software Registration Card, an
update and exchange policy card, a set of five Master Disks

plus a Samples/Artwork disk and disk labels for your working
copies of The PUBLISHER.

If you are missing any of the above, contact Timeworks
Customer Service Department for a prompt replacement.

With the GEM Desktop on screen and Master Disk 1 in your
disk drive, double-click (press twice rapidly) the left mouse
button with the pointer on the drive icon. You will notice that
there will be a file called README.ASC. This file will
contain any notes about the program since the manual was
published. To view this file, use the mouse to position the
pointer on the file icon and double-click the left mouse button
or load it into any word processing program. :

How to Use This Manual

If you're like most of us, you probably can’t wait to start
using The PUBLISHER to see what it can do. However,
before you begin, read “Installing The PUBLISHER” in the
next chapter to set up the program with your equipment.
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NOTE: The PUBLISHER can only be run after it has been
properly installed.

Once you've finished, move on to Chapter 3, “A Program
Overview” and Chapter 4, “The Quick-start Mini-manual” for
a quick tutorial in desktop publishing. If you encounter
publishing terms that you're unfamiliar with, you’ll find
definitions of those we use in Chapter 13.

When you’ve mastered the basic techniques, you’ll be ready to
start producing sophisticated documents of your own. The rest
of this manual (together with the index) provides you with
detailed information to help you really get the best from The
PUBLISHER. There’s even a chapter on the basics of graphic
design.

As you read the manual, you will notice that the keys you’re
instructed to press all appear in rounded corner boxes that
resemble the keys on your keyboard. Words that you are
asked to type in appear in a bold type, selected to resemble
typewriter type.

Many of the menu commands in The PUBLISHER have three
dots (...) after them. The Go to Page... command is one
example. This convention indicates that a Dialog Box will
follow.

1-5
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How Does The PUBLISHER Work?

The PUBLISHER works by allowing you to draw containers
called “frames” anywhere on your page for holding text or
artwork. You’ll be able to decide your page size, how many
columns you want on each page, the combination of
typefaces, text styles and type sizes; the graphics and
captions. And when your document is assembled just the
way you want it, you can print it out.

You won't have to waste paper doing lots of test runs either,
because The PUBLISHER is fully WYSIWYG. That means
that What You See on screen Is What You Get when you
print out your documents. Not only that, but The PUBLISHER
is versatile enough to use text and pictures from some of the
most popular word processing and art programs on the
market. This means that you can continue to use your favorite
word processor and drawing or painting package and import
your text and graphics into The PUBLISHER.

The first step in creating a document is to draw rectangular
frames on your page. Frames are not printed out, but act
rather as “containers” for text and graphics. When you move a
frame, the text and graphics in the frame will move right
along with it.

You can create fully formatted téxt with your word processor
and import it straight into The PUBLISHER without having
to restyle it. Or, you can import text in plain ASCII format

1-6
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and then restyle it in The PUBLISHER. Once you’ve
imported your text, The PUBLISHER not only includes word
processing features that let you edit your text on screen as
you go, but automatically hyphenates your text at the right
margin for you.

With your text on screen, you can begin creating styles for
the different types of paragraphs in your document. Each
paragraph style takes care of a host of typographical and
layout features such as: justification, bullets, indents, tab stops
and much more. Once you’ve defined a paragraph style (say
for a heading), you can use it over and over again to make
the headings in all your documents look exactly the same.

You can also include pictures in your document from
DEGAS, Neochrome, GEM Draw, GEM Paint and Easy
Draw. Once a picture is loaded into a frame, you can edit it
(if it is a bit-mapped image file) using The PUBLISHER’s
drawing facility.

The key to pulling document creation all together is the style
sheet. The style sheet is the “blueprint” for the document and
contains all the page layout information and the paragraph
styles.

The PUBLISHER combines your text and pictures according
to the style sheet to create your final document. Using a style
sheet helps assure that your documents have a uniform
professional appearance.

Now that we've introduced you to The PUBLISHER, let’s get
you up and running!

1-7







Using the Mouse

The GEM Icons

A Note on Desk Accessories
Back Up Your Disks!
Formatting Data Disks
Installing The PUBLISHER
Running the INSTALL Program
Running the FONT WIDTHS
Program

Modifying Your Configuration

2
The Preliminaries







The Preliminaries: 2

THE PRELIMINARIES

Before you begin using The PUBLISHER, you will need to
install the program. The first step is formatting some disks.
Before beginning, however, let’s review mouse procedures.

Using the Mouse

Some of the terms used in this manual tell you to do
something with the mouse:

CLICK —Press and release the left mouse button once.

DOUBLE-CLICK —Click the left mouse button twice
quickly. If the icon that you double-click on just reverses
color, but nothing appears to be happening on your screen
or in the disk drive, you need to double-click more quickly.
Try double-clicking again.

DRAG —Press and hold down the left mouse button while you
move a pointer. You might use this function to move a frame
from one part of the page to another.
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