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Customizing FrameMaker Products

This manual describes how to customize Adobe FrameMaker products (FrameMakerD,
FrameMaker+SGML", and FrameViewer") by changing settings in initialization files and creating custom
menu configurations. The platforms for which this information applies include Windows 95 and Windows
NT 4.0 or later.

Initialization files contain settings that define your FrameMaker product environment. For example, by
changing settings in an initialization file, you can change dash-pattern choices or define the initial position
of dialog boxes and windows. For information, see “Changing Initialization Files” on page 4

Menu customization files define menus and commands. By changing these files, you can customize the user
interface. For information, see “Changing Menus and Commands” on page 26

Locating customization files

In this manual, i nstal | _di r represents the directory in which the FrameMaker product is installed.
Customization files are located ini nstal | _dir,install _dir\fmnit,and

instal | _dir\fmnit\product,where product represents a product-specific directory such as
maker for FrameMaker or f megm for FrameMaker+SGML.



Changing Initialization Files

You can customize your FrameMaker product environment in many ways by editing initialization files. In
some cases, you may also want to edit the setup files referred to in these initialization files. This chapter
describes the changes you can make by changing settings in the initialization files.

About initialization files

Initialization files are text files that define many elements of your working environment. You can edit
settings in these files using a FrameMaker product or a text editor such as Notepad.

Important: If you open an initialization file in a FrameMaker product, you’ll see an alert box telling you that
the file is of an unknown type. Make sure that Text is selected in the alert box, and click Convert to convert the
file to a FrameMaker product file. When you’re finished editing the file, save it as Text Only in the Save
Document dialog box.

The FrameMaker product initialization file is in i nst al | _di r, and is named after the product. For
example, the FrameMaker initialization file is maker . i ni and the FrameMaker+SGML initialization file
isf msgmi . i ni . The initialization file contains settings such as default options for the Preferences dialog
box, values for the Zoom pop-up menu, and the names of dashed lines. It also gives the locations of dictio-
naries and other files that the FrameMaker product needs to find as you work. These initial settings are
made when you install the FrameMaker product on your system.

The settings in the initialization file are grouped under bracketed headings. Each heading tells the system
how to interpret the information that follows. A line that begins with a semicolon (;) is a comment and is
not read by the system.

Special characters

While editing a FrameMaker product initialization file, you may need to type a character not immediately
accessible on a standard keyboard (that is, whose hexadecimal (hex) code is greater than \x7f). For
example, you may need to enter special quotation marks (see “Quotation marks for Smart Quotes” on
page 20). You can do this by typing a backslash followed by the character’s hex code. For example, to
include an acute-accented e (é) in the name of a custom dashed line, you use the hex code for this character
(\x8e). Your entry in might look like this:

8=Sp\ x8ecial, 12, 6, 6, 6

The hex codes are listed in the FrameMaker Character Sets online manual. Some special characters might
not display properly in dialog boxes.



ADOBE FRAMEMAKER 6.0
Changing Initialization Files

System information about FrameMaker products

The Windows system registry contains information that Windows needs to launch the FrameMaker
product. The system registry includes low-level characteristics that determine cursor blink rate, desktop
pattern, and filename extensions associated with the FrameMaker products. The location of the
FrameMaker product application and its initialization file are also stored here.

Location of the FrameMaker product

There are two entries placed in the system registry when you install a FrameMaker product. One entry
specifies the install path:

HKEY_LOCAL_MACHI NE\ SOFTWARE\ M cr osof t \ W ndows\ Cur r ent Ver si on\
AppPat hs\ FRAME. EXE

(default) = <actual path to frane.exe>

The other entry specifies the initialization file for the FrameMaker product:

HKEY_LOCAL_MACHI NE\ SOFTWARE\ Adobe\ Fr ameMaker\ 5. 5\ ni Fi |l e
(default) = maker.ini

or
HKEY_LOCAL_MACHI NE\ SOFTWARE\ Adobe\ Fr ameMaker SGML\ 5. 5\ I ni Fi | e

(default) = fnsgm .ini

If you move the install folder or if you move or rename the initialization file, change these entries in the
registry. You can specify an absolute pathname or a pathname relative to i nst al | _di r. You edit the
registry by running the Registry Editor (choose Run from the Windows Start menu and then enter
regedit).

If you change the FrameMaker product settings recorded in the registry, the changes will take effect the next
time you start the FrameMaker product.

You may also want to define a new location for some of the setup files. For information about changing the
location of these files, see “Additional settings” on page 12.

Associating filename extensions with FrameMaker products

There are three filename extensions associated with FrameMaker products in the system registry. These
extensions are . f m. book, and . m f . To associate other extensions with the FrameMaker product, right-
click a file with the extension and choose Open With to display a dialog box in which you can specify which
application to use to open files with this extension.

5
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Basic characteristics of the FrameMaker product

The[ Fr ame] settings in the FrameMaker product initialization file define a few basic characteristics of the
FrameMaker product on your system:

Ver si on=ver si on
Language=USEngl i sh

« The Ver si on setting specifies the version of the product that you have installed.

» The Language setting specifies the default language dictionary and the default paragraph language. The
initial setting specifies US English. You can enter the name of one of the other languages available in the
FrameMaker product, but you must have the dictionary for that language installed for the FrameMaker
product to work.

Registration information for the product is specified in the [ Regl nf 0] section of the FrameMaker
product initialization file. This section includes three settings, User , Conpany, and RegNum which are set
during installation.

Options for your working environment

The [ Pref er ences] settings in the initialization file specify options for your working environment.
Some of these settings appear in the Preferences dialog box. Some appear in other dialog boxes in the
product. A few are accessible only in the initialization file.

Some of these settings are explained briefly in the following sections. In each section, the default settings
from the initialization file are shown first, followed by an explanation of some or all of the settings. The
order of the settings listed here does not necessarily match the order in which they appear in the initial-
ization file.

Exiting the FrameMaker product
AskExi t =0f f

e The ASkEXxi t setting determines if the FrameMaker product asks for confirmation before exiting.

Saving files automatically

BackupOnSave=n
Aut oSave=CFf 5

» BackupOnSave determines if a backup file is automatically created when you save a file.

e The value for Aut 0Save is in minutes and determines how often the FrameMaker product creates a
backup file for the active file, whether or not you have saved it.

Logging errors

ShowEr r or s=0n
ErrorFil eName=consfile.txt

» ShowEr r or s determines if error messages are displayed in the console window when they occur.

6



ADOBE FRAMEMAKER 6.0 |7
Changing Initialization Files

 Error Fi | eNane specifies the name of the file that error messages are written to if there is a system
crash. If that happens, immediately make a copy of the consfi | e. t xt file. This file will contain
important debugging information, which can help a Technical Support engineer track down the problem.
Be sure to copy this file before restarting, since the file is overwritten with a blank one whenever a
FrameMaker product starts.

Visual display preferences
G eekSi ze=5

Zoon¥25, 50, 80, 100, 120, 140, 150, 160, 200, 400

PenW dt hs=0.5, 1.0, 3.0, 4.0

¢ The value for @ eekSi ze is in points and specifies the point size at which text displayed on the screen
is grayed out.

¢ The Zoomsetting defines the values that appear in the Zoom pop-up menu. You can change these values
to any values between 25 and 1600. The values are percentages, with 100 representing a document’s print
size. If the line contains more than 10 values, only the first 10 appear in the pop-up menu. The zoom values
are updated every time you exit the FrameMaker product, using the current settings in the Zoom pop-up
menu.

e The PenW dt hs setting defines the widths that appear in the Line Widths pop-up menu in the Tools
palette. Each value specifies a line width in points. You can change a width to any value between .015 and
360 points. These values are updated every time you exit the FrameMaker product, using the current
settings in the Line Widths pop-up menu.

Def aul t Rul er I nch=0. 125i n
Def aul t Rul er Cne0. 5¢cm

Def aul t Gri dl nch=0. 5i n
Defaul t Gri dCmrlcm

Def aul t Snapl nch=0. 125i n
Def aul t SnapCm=0. 25¢cm

e The Def aul t Rul er settings provide the default values for the tick marks on the vertical and horizontal
rulers in new custom documents.The Def aul t Qi d settings provide default values for spacing of the
visible grid lines. The Def aul t Snap settings provide default values for the spacing of the snap grid lines.

There are a pair of settings for each of these items so that both inches and centimeters can be specified. The
values that the FrameMaker product uses depend on the measurement system specified in the Number tab
of the Regional Settings Control Panel in Windows.

Important: You must include a unit of measure (i n,", or cM) with each value.

Moni t or Si ze=Def aul t

ShowQui ckAccessBar=0f f H
ShowFor mat t i ngBar =OF f
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e The Moni t or Si ze setting specifies the size of your monitor so that the documents and dimensions you
see on the screen (such as for margins and objects) are very close to their actual size. Initially,

Moni t or Si ze is set to Default. If you want greater precision in the measurements you see on the screen,
fill in the diagonal measure of your monitor. For example:

Mbni tor Si ze=17in
Important: You must include a unit of measure (i n, ", or cM) with this value.
For more information about this setting, see the online manual Working on Multiple Platforms.

e The ShowQui ckAccessBar setting determines if the QuickAccess bar appears when you start the
FrameMaker product. To specify a horizontal or vertical QuickAccess bar, include an Hor V after the On
value. This value is updated every time you exit the FrameMaker product, using the current setting in the
View menu.

» The ShowFor mat t i ngBar setting determines if the formatting bar appears when you start the
FrameMaker product. This value is updated every time you exit the FrameMaker product, using the
current setting in the View menu.

Rermenber M ssi ngFont Name=0n
 The Renmenber M ssi ngFont Narre setting determines whether the names of unavailable fonts are

preserved so that the original fonts can reappear when the file is reopened on a computer where they are
installed. For information, see the online manual Working on Multiple Platforms.

Filename conventions
CrossPl at f or nFi | eNani ng=W ndows 95

e The & ossPl at f or ni | eNani ng setting controls the file naming convention that is used. The default
is W ndows 95. The other choices are Wndows 3. 1, UN X and Maci nt osh.

For details on these file naming conventions, see the online manual Working on Multiple Platforms.

FrameViewer preferences
The FrameViewer initialization file (f nvi ewer . i ni ) contains additional [ Pr ef er ences] settings.

Alert for a nonwriteable initialization file

When you change some aspects of your Frame environment through the user interface, FrameViewer saves
these changes by writing them to the initialization file when you exit. For example, if you change the zoom
settings that appear in the Zoom pop-up menu when using FrameViewer, these changes are saved in the
fvi ewer . i ni file. If a user does not have permission to write to the initialization file, such changes are
lost.

FrameViewer displays an alert box during startup if the user cannot write to the initialization file. To
suppress this alert box, in the [ Pr ef er ences] section of the initialization file, change the On value to Of f
in the following line:

NonWriteableIniAlert=On
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Font alert

When you open a document created with fonts that are not available in your environment, FrameViewer
displays an alert box asking whether to reformat the document by replacing the missing fonts with available
ones. The default for the alert box is to display, but you can suppress it by adding the following line to the
[ Pref erences] section of the initialization file:

SuppressFontAlertOnOpen=0On

To enable the font alert box, change the On value to Of f .

Language alert

You can choose to have FrameViewer display an alert box when you open a document created with language
dictionaries not available in your environment. By default, the alert box does not display, but you can enable
it by changing the following line in the [ Pr ef er ences] section of the initialization file:

Suppr essLangAl ert OnQpen=Cf f
To disable the language alert box, change the Of f value to On.

Using FrameViewer with structured documents

You can choose to keep or remove the structure in a structured FrameMaker+SGML document for viewing
in FrameViewer. The structure affects text selection behavior. If you keep the structure, text selection
(based on structure element boundaries) behaves differently than it does in unstructured documents. If
you choose to remove the structure, FrameViewer presents a document with text selection behavior based
on ranges of text rather than on structure element boundaries.

By default, FrameViewer strips the structure when you open a document. Because FrameViewer cannot
save, stripping the structure does not affect the document on disk.

If there are FDK clients for FrameViewer that need the structure information (see “Enabling FDK client
programs” on page 9), you may add the following line to the [ Pr ef er ences] section of the
frvi ewer . i ni file to keep the structure information intact:

StripStructureOnOpen=0ff

To remove the structure, change the O f value to Cn.

Enabling FDK client programs
APl =0n

» FDK clients are plug-in programs that are integrated with FrameMaker products using the Frame
Developer’s Kit™ (FDK) and Application Program Interface™ (API). The [ APl A i ent s] section of the
initialization file contains a list of FDK clients to start when FrameMaker products start. (For more infor-
mation, see “FDK clients” on page 16).

To start FrameMaker products without starting FDK clients, change this setting to Cf f . If you do so, the
WordCount document report and the online manuals’ Print Manual buttons won’t work.

9
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Format preferences

UsePost Scri pt =On

d i pboardFormat sPriorities=FI LE, OLE 2, EMF, META, DI B, BMP, M F, RTF, TEXT
FM nage=0CF f

e The UsePost Scri pt setting determines if FrameMaker products use built-in methods of generating
PostScript code instead of standard Windows methods. If the product uses the built-in methods, it can
print faster and produce higher quality documents. To use standard Windows methods instead, change this
setting to Cf f . Also, changing this setting to Cf f makes FrameMaker products print the preview image of
EPS graphics instead of the PostScript image.

e Thed i pboar dFor mat sPri ori ti es entry controls what format is used when you paste or when you
drop a file into an open document.

An item can be stored on the Clipboard with multiple formats. This entry specifies the order for the
formats used to paste Clipboard items. In this entry, priority in the list goes from left (highest) to right
(lowest). To give a format higher priority, move it farther left in the list. The first format in the list which
matches a format on the Clipboard will be the format used to paste the item.

The FI LE format instructs a FrameMaker product to check whether the object being dropped or in the
Clipboard is a file. If it is, the file is opened; if the file is not in a recognized graphic format, it is embedded
as an OLE package.

This precedence applies to all items you paste from the Clipboard. You can override this precedence for
individual paste operations by using Edit > Paste Special rather than Edit > Paste.

If you comment out this line (by starting it with a semicolon), the FrameMaker product uses the first of
the formats associated with the Clipboard item. Depending on what kind of item is on the Clipboard, the
format can vary from one paste to the next.

e The FM mage entry controls whether a FrameImage facet is saved with imported graphics by default.
The initial FM mage setting is of f .

Menu preferences

MenuSet =Conpl et e
; MenuSet =Qui ck

: MenuSet =Cust om

» FrameMaker products have two built-in sets of menus. Complete menus are the menus and commands
as described in your user guide and in online Help. Quick menus are a subset of complete menus. You can
also create your own custom menu set. The MenuSet setting defines which set of menus appears when you
start. By default, the Complete menu set is used.
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To change the MenuSet setting, remove the semicolon from the setting you want and insert a semicolon
before the setting you don’t want.

Aut oMhenoni seMenus=0n

Conf i gWar nKbdRedundant =Cf f
Conf i gWar nkbdOverri de=Cf f

Sti ckyPopupThr eshol d=500

 The Aut ovhenoni seMenus setting determines if mnemonic command shortcuts are shown on menus.
Mnemonic shortcuts are underlined letters in command labels. When a menu is open, you can choose a
command by typing the underlined letter (for example, the O underlined in the Open command on the
File menu).

The letter that is underlined is specified in the command configuration files (see “Adding shortcuts for a
command” on page 34). When the product loads these files, it automatically generates the specified
mnemonic shortcuts. To prevent FrameMaker products from creating these command shortcuts, change
the Aut oMhenoni seMenus setting to Cf f .

* Keyboard shortcuts (key sequences) are also defined in command configuration files. You can change the
default shortcuts or add shortcuts in your menu customization file. If you set Conf i gWar nKbdRe-
dundant to On, you will see warning messages when you load the customization file if it contains
redundant shortcut definitions. If you set Conf i g\WWr nKbdQver ri de to On, you will see warning
messages when you load the customization file if it contains shortcut definitions for commands that
already have shortcuts defined for them. The warning messages appear in the console window.

For more information about command configuration files, see “Changing Menus and Commands” on
page 26.

e The Sti ckyPopupThr eshol d setting controls how long you must hold down the mouse button for
pop-up menus, such as the Zoom menu, to open. The preset value, 500, specifies an interval similar to that
for opening menus in the menu bar.

For more information on customizing menus, see “Changing Menus and Commands” on page 26. For
more information on how to load a menu customization file, see “Menu and command configuration files”
on page 14.

Suppressing filename extensions

Suppr essExt ensi ons=f m book

» Windows 95 hides file extensions for registered file types when filenames are listed in browser windows
or shell windows. You can disable this extension suppression with a view option in the shell. The
FrameMaker product suppresses file extensions in its browsers and in the document and book window
headers if shell suppression is enabled. If shell suppression is disabled, FrameMaker products will also not
suppress the file extensions.

The Suppr essExt ensi ons setting controls which file extensions are suppressed when suppression is
enabled. By default, only . f mand . book extensions are suppressed. If you want to disable all file extension
suppression, you can either disable extension suppression in the shell or edit Suppr essExt ensi ons to
have a blank value.
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Additional settings
Net wor kLock=0n

» The Net wor KLock setting causes the FrameMaker product to create a lock file (. | ck) when you open
a file. The lock file deters others from opening the same file and changing its contents while you have it
open. They can, however, open a view-only copy of the file.

Keep this setting set to On if you're sharing network files in a workgroup. If this setting is set to O f , it’s
possible for more than one person to open the same file and overwrite each other’s work.

Spl ashScr een=0f f

Banner Font =Ari al

* By default, a banner, called a splash screen or a banner screen, appears when you start. You can suppress
it by adding the Spl ashScr een setting to the [ Pr ef er ences] section of the initialization file. You can
also specify the default font used in this screen by changing the Banner Font setting in the [ Font s]
section.

Folders and setup files

The[ Directories] and[ Fi | es] settings in the initialization file specify the names and locations of
certain folders and files. This information is entered for you when you install. You should change the infor-
mation if you rename or move a folder or file, or if you're working on a network and have made your own
local copy of a setup file.

The locations in these settings are relative to i nst al | _di r. For any of the settings, you can use an
absolute pathname instead.

You may want to modify a file itself rather than its name or location, particularly the dictionaries or the
custom template. For information about changing templates and editing dictionary files, see your user
guide.

Folder names
The following settings are in the [Directories] section of the initialization file:

Hel pDi r =hel p

LanguageDi r =di ct

Tenpl at eDi r =t enpl at es
FilterDiIDir=filters
penDirOnStart =

Pal ett eDi r=f m ni t\ product
Al waysOnTopPal etteDir=
Col or Li b=f mi ni t\ Col or
FontDir=fminit\fonts

Font Di r Cache=f nmi ni t\fonts\. cache
Uni codeDi r=f mi ni t\ uni code
Pl ugi nDi r =f m ni t\ Pl ugi ns
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e Hel pDi r specifies the folder that contains the files for the online Help system.

e LanguageD r specifies the folder that contains files with language-specific information, such as
hyphenation settings and language dictionaries for spell-checking.

e Tenpl at eDi r specifies the folder that contains the standard templates that come with the product,
except the ones for custom documents and text files. You can change this setting to point to a network
folder that contains templates for your workgroup. For information about the default templates, see your
user’s manual.

e FilterD | O r specifies the folder that contains the filters installed on your system.

» penDi rOnSt art specifies which folder should initially appear in the Open dialog box. Every time you
exit, this is updated to the folder from which you last opened a document.

e Pal etteD r and A waysOnTopPal et t eDi r specify palette folders. The values for these settings are
a list of folder names, separated by commas. When you store a document in one of these folders, the
FrameMaker product treats it as a palette (such as the Tools palette or Equations palette). Palettes in

A waysOnTopPal et t eD r always float in front of documents.

Col or Li b specifies the folder that contains color library files. These files are read in at startup and appear
in the Color Libraries pop-up menu in the Color Definitions dialog box. You can add any library file
formatted in the ASCII Color Format (.acf), version 2.1 or earlier, or in the Binary Color Format (.bcf),
version 2.0. You can’t use a FrameMaker product to save a .bcf library file.

e Font D r and Font Di r Cache specify the folders to scan for variable-width font information for
Japanese fonts. Do not change these settings.

 Uni codeDi r specifies the folder that contains Unicode files that are used to support Asian text in
Acrobat bookmarks and other Acrobat features.

Pl ugi nDi r specifies the folder that contains API clients. Plug-ins placed in this folder will automatically
be loaded at startup. You can also load API clients by adding entries to the [ APl A i ent s] section (see
“FDK clients” on page 16).

Dictionary and setup files

The following settings are in the [ Fi | eS] section of the initialization file:

User Di cti onary=user. dct
SiteDictionary=dict\site.dct

Cust omDoc=f ni ni t\ cust om

Conpar eDoc=f m ni t\ conpar e

Ascii Tenpl ate=fnminit\txttnplt

e UserDictionary and SiteDi cti onary give the names and locations of dictionary files.
 Qust onDoc specifies the template for new custom documents.

» Conpar eDoc specifies the template for composite comparison documents.

 Asci i Tenpl at e specifies the template for text files.
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Equat i onDoc=f mi ni t\ equation

Thesaur usDoc=f mi ni t\t hesaurs

Tenpl at eBr owser Doc=f mi ni t\t npl t brw
Vertical Qui ckAccessBar=f minit\vertgab

Tool Bar I ni Fi |l e=fminit\fntool br.ini

» Equat i onDoc specifies the Equations palette.

» Thesaur usDoc specifies the Thesaurus dialog box.

 Tenpl at eBr owser Doc specifies the Standard Templates dialog box.
e Vertical Qui ckAccessBar specifies the vertical QuickAccess bar.

« Tool Bar I ni Fi | e specifies an initialization file used to determine the layout of the QuickAccess and
formatting bars and the pop-up help text that appears when you point to a tool. You may change the tool
help text but don’t change any other settings.

Resources=fninit\fnres.dll

Di al ogResour ces=fmini t\fndl g.dl |

Al ternat eResour ces=f mi ni t\fncustom di |

EPSHeader =f mi ni t\ header . ps
FMFont =f i ni t\ fnbfont.ttf
FMSnal | Font =fminit\fnsnal | . fon

» Resour ces, D al ogResour ces, and Al t er nat eResour ces define dialog boxes, menus, error
messages, and other resources.
o EPSHeader specifies the PostScript header file. Do not change this setting.

» FMFont specifies the font used for symbols for anchored frames, markers, tabs, and so on. Do not change
this setting. If you move or delete this font, these symbols will be displayed incorrectly on your monitor. If
you need to reinstall the font, reinstall the FrameMaker product application files.

o FVBmal | Font contains the font used in the Tools palette. Do not change this setting.

Menu and command configuration files
Menu and command configuration files define menus and commands. The following settings in the

[ Fi | es] section define the location of these files:

Conf i gCommandsFi | e=f mi nt\ confi gui\cnds. cfg

MSW nConf i gCommandsFi | e=f mi ni t\ confi gui \wi ncrds. cfg
Confi ghvat hFi | e=fmi ni t\ confi gui\ mat hcnds. cfg

Confi gMenuFi | e=f mi ni t\ product\ menus. cfg

Confi gCust onUl Fi | e=fminit\configui\custonui.cfg

Mat hChar act er Fi | e=f mini t\ mat hchar. cf g

» Confi gComrandsFi | e specifies the file that contains commands common to all platforms.

o MBW nConf i gCommandsFi | e specifies the file that contains Windows-specific commands.

» Confi gMat hFi | e specifies the file that contains math commands.
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» Confi gMenuFi | e specifies the file that contains the standard menus.

 Conf i gQust ol Fi | e specifies the file that contains additional custom menus or changes to existing
menus or commands that you have added. The default file for this setting is cust omui . cf g. You can
either add your menu customizations to this file, or create your own file and put its path and filename in
this setting.

» The Mat hChar act er Fi | e specifies the file that defines special math characters.

All these files are loaded at startup. For the order of precedence of these files, see “Precedence of the config-
uration files” on page 28.

Page size and overview files

The other settings in the [Files] section are:
PageSi zesFi | e=f m ni t\ pagesi ze. cfg

Fi r st RunOpenDoc=

Pl ugi nCache=f m ni t\ Pl ugi ns\. cache

» The PageSi zesFi | e file defines the page sizes for the seven standard page sizes listed in the Page Sizes
popup menu in the Custom Blank Paper and Page Size dialog boxes. For a new custom document, it also
defines the default unit, column gap, and margin settings for each paper size. For more information, see
the instructions in the file.

« Fi r st RunQpenDoc specifies a document that displays only when you run a FrameMaker product for
the first time. After this document has been displayed once, this setting is reset to have an empty value.

* Pl ugi nCache specifies a file used in conjunction with the Plugins folder to track API clients.

Recently visited files

The [ Recent | yVi si t edFi | es] section lists the most recently opened files; the filenames appear at the
bottom of the File menu. These values are updated every time you exit.

Positions for windows and dialog boxes

The [ Di al ogLayout ] settings in the initialization file specify a default location on the screen for some
windows and dialog boxes.
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MakerWn=3, -1, -1, -4, -4, 0, 0, 640, 400
PCat al 0g=500, 40, 130, 180
CCat al 0g=500, 220, 130, 180
Tool s=600, O

Equation=0, 0

Spel 1=0, 0

PFormat =0, 0

CFormat =0, 0

Search=0, 0

Tabl e=0, 0

Ruling=0, 0

Mar kers=0, 0

Hypertext=0, 0

CondText =0, 0

BookKi t=0, 0

Hel p=0, 0

Thesaurus=0, 0

Tenpl at eBrowser =0, 0

VQui ckAccessBar=0, 0

e The values for Maker W n specify normal, minimized, and maximized positions. The first value deter-
mines which position to use; its value is 1 for normal, 2 for minimized, or 3 for maximized. The next six
values are pairs of x and y offsets that specify the different window positions; the first pair specify the
minimized position, the second pair specify the maximized position, and the third pair specify the normal
position. The last two values are the normal window width and height.

* The settings for the Paragraph Catalog and Character Catalog (PCat al og and CCat al 0g) specify first
an x and y value for the location of the catalog. The x value specifies the offset in pixels from the left side
of the screen. The y value specifies the offset in pixels from the top of the screen. Optionally, the width and
height of the catalog, in pixels, appear after the x and y values.

e The rest of the settings specify only an x and y value for the left and top offset of the window or dialog box.

If you open and move one of these windows or dialog boxes, the location is modified in the
[ O al ogLayout ] setting when you exit. This becomes the default location the next time.

FDK clients

The [ APl A i ent s] settings list FDK clients (plug-ins) to start when the FrameMaker product starts.
Each client description must be on a separate line.

* Descriptions for clients that are not filters use the following format:
client=type, description, DLL_file

where Cl i ent is the client’s name, t ype is the type of client, descri pti onis a description of the client,
and OLL_fi | eis the pathname of the client’s DLL file. Valid types for clients other than filters are

S andar d, TakeGont r ol , and DocReport. DLL_fi | e can specify a full pathname or a relative pathname
based on the product folder.
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For example, the Mailer client setting looks like this:
Mailer=Standard, Send Mail API Client, fminit\mailer.dll

¢ Clients that are filters use the following format:

client=type,format_I D format_nane,vendor | Ddescription,DLL_fil e, extension

where t ype is one of Text | nport, G=X nport,or Export F | t er; f or mat _i dis a string (four characters
or fewer) that uniquely identifies the filter; f or mat _nane is the name of the file format supported by the
client; vendor _| Dis a string (four characters or fewer) that uniquely identifies the filter vendor; and

ext ensi on is the filename extension of the file type the client filters.

For example, the RTF filter client setting looks like this:
RTF=TextImport, RTE, RTF, FAPL Rich Text Format (RTF) Import, filters\rtfimprt.dll,A.rtf

To create a client, you need the Frame Developer’s Kit (FDK) for Windows. If you are installing an FDK
client, follow instructions provided with the client to add its startup information to the initialization file.
For more detailed information about [ APl A i ent s] settings, see the FDK Platform Guide for Windows.

You can also load API clients simply by placing them in the Plugins folder and then starting a FrameMaker
product (see “FDK clients” on page 16).

Dash patterns

The [ DashPat t er ns] settings define the eight dash pattern choices that appear in the Dashed Line
Options dialog box. You can edit these settings to replace the standard choices with custom ones:

1=Dash, 8, 6

2=Hi dden, 4

3=Longdash, 16, 10

4=Dot, 2, 4

5=Dash-Dot, 12, 6, 2, 6
6=Dash- Dot - Dot, 12, 6, 2, 6, 2, 6
7=Chain, 12, 6, 6, 6

8=Phantom 20, 6, 6, 6, 6, 6

Each dash pattern contains a label that identifies the dash pattern in the Dashed Line Options dialog box
and a repeating series of dash and gap segment lengths. Dashes and gaps are measured in points. The
following illustration shows a dashed line and its segment description. The line is made up of a 12-point
dash, a 6-point gap, a 6-point dash, and another 6-point gap. This pattern repeats to draw a dashed line of
any length.

Dashed line: _— — =
Dash segments: 12, 6, 6, 6

The following setting describes the same line:

7=Chain, 12, 6, 6, 6
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If a dash pattern setting contains an odd number of segment lengths, the last dash value is repeated for the
final gap. For example, the following setting describes a dash pattern with 4-point dashes and 4-point gaps:

2=Hi dden, 4

The dash pattern label cannot contain spaces or punctuation marks.

Thermometer colors

A thermometer is a horizontal bar that shows progress during operations that can take some time. One
color, on the left of the bar, represents the percentage of the operation that is complete. Another color, on
the right of the bar, represents the percentage remaining. The thermometer updates as the operation
progresses. The [ Ther monet er] settings specify colors to use in thermometers as red, green, and blue
(RGB) values. You can change these values to specify different colors.

Ther moDoneCol or =255, 0, 255
Ther noRenai ni ngCol or =192, 192, 192

Document comparison options
The [ DocConpar €] settings specify options for comparing documents:

Cr eat eSummar yOnl y=0 f

Mar kI nser t edText =Condi ti onl nsert ed
; Markl nsert edText =Condi ti onTag

; Mar kI nsert edText =Not hi ng

I nsert Condi tionTag=I nserted

Mar kDel et edText =Condi ti onDel et ed

; Mar kDel et edText =Condi ti onTag

; Mar kDel et edText =Repl acenent Text
Del et eCondi ti onTag=Del et ed

Del et eRepl acenment Text ="

» The O eat eSummar ynl y setting sets the Create radio buttons in the Compare Documents and
Compare Books dialog boxes. When this setting is On, only a summary document is created. When this
setting is f f , both summary and composite documents are created.

e The Mar kI nser t edText settings control the standard choice for marking insertions. You can choose
the standard Inserted condition, Condi t i onl nser t ed; a custom condition, Condi t i onTag; or

Not hi ng. Edit the file so the option you want is the only one without a semicolon before it. If you choose
a custom condition for inserted text, specify its tag with the | nsert Condi t i onTag setting.

 The Mar kDel et edText settings control the standard choice for marking deletions. You can choose the
standard Deleted condition, Condi t i onDel et ed; a custom condition, Condi t i onTag; or replacement
text, Repl acenent Text . Edit the file so the option you want is the only one without a semicolon before
it.

* If you choose a custom condition for Mar kDel et edText , specify the condition tag in the Del et eCon-
di ti onTag setting.
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* If you choose replacement text for the Mar kDel et edText setting, add the replacement text as a text
string in the Del et eRepl acenent Text setting (in place of the A).

AddChangeBar s=On
I nsert Hyper Text Li nks=0n
Thr eshol dFact or =75

» The AddChangeBar s setting specifies if change bars are added to the composite document.
e Thel nsert Hyper Text Li nks setting specifies if hypertext links are added to the summary document.

e The Thr eshol dFact or setting controls when to mark an entire paragraph or table cell as changed. The
preset value is 75; an entire paragraph is marked as changed if 75 percent or more of the words are changed.
You can increase or decrease this percentage.

Spelling options

The [ Spel | i ng] settings in the initialization file define the options for spell-checking and specify which
style of quotation marks to use.

Settings for the Spelling Checker Options dialog box

The first group of lines under [ Spel | i ng] contains default settings for the Spelling Checker Options
dialog box:

Fi ndRepeat edWor ds=0n

Fi ndUnusual Hyphenat i on=Cf f
Fi ndUnusual Cap=0f f

I gnor eSi ngl eChar Wr ds=n

I gnor eAl | Caps=0n

Fi ndSt r ai ght Quot es=0n

Fi ndExt raSpaces=0n

I gnor eRomanNuner al s=Cf f

I gnor eWor dsWt hDi gi t s=On
Fi ndTwol nARow=On !, . :; ?

I gnor eWor dsCont ai ni ng=On .
Fi ndSpaceBefore=0n !9, .:; ?]}\ xC8\ xD3\ xD5\ xDD

Fi ndSpaceAfter=0n $([{\xC7\ xD2\ xD4\ xDC\ xE2\ XE3

You can change any On setting to Cf f (and vice versa) and specify different characters in the last four lines.
(For information on entering special characters using hex codes, see “Special characters” on page 4.)
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These values are updated every time you exit, using the current settings in the Spelling Checker Options
dialog box.

Important: If you edit Fi ndTwol nARow | gnor eWr dsCont ai ni ng, Fi ndSpaceBef or e, and
Fi ndSpaceAf t er, be sure to leave a space between the On/Cf T toggle and the character or group of
characters to the right of it.

Quotation marks for Smart Quotes

The last group of lines under [ Spel | i ng] determines which characters appear when you press the single
quotation mark (') or double quotation mark (") key with Smart Quotes on. Several types of quotation
mark characters are available: English (‘>and “”), German (‘”and ,, “), French (‘” and « »), Swedish and
Finnish ("’ and ””), and Italian (‘> and “ ™).

The Smart Quotes options appear in the file as comments:

;Smart Quote Characters
; Smart Quot es \ xd4\ xd5\ xd2\ xd3
; Smart Quot es \ xe2\ xd4\ xe3\ xd2

) English curved quotes
)
; Smart Quot es \ xdc\ xdd\ xc7\xc8 ) French style quotes using guillenets
)
)

CGerman style quotes with base quotes

; Smart Quot es \ xd5\ xd5\ xd3\ xd3
; Smart Quot es \ xd4\ xd5\ xd2\ xd3

Swedi sh and Finnish style quotes
Italian curved quotes

Below the comments, one of the styles is already set for you. For example, this is how the setting initially
appears in the English versions of FrameMaker products:

; English curved quotes:
Smar t Quot es=\ xd4\ xd5\ xd2\ xd3

If you want to revise the setting to use one of the other options, you can copy and paste from the comment
the codes for the style you want. (For information on entering special characters using hex codes, see
“Special characters” on page 4.)

Basic font settings

The [ Font s] settings in the initialization file determine the default fonts, the fonts not used for spell-
checking, font sizes in a pop-up menu, and definitions needed to interpret fonts from other platforms.
Several settings determine whether features in Adobe Type Manager Deluxe 4.0 will be used.

Font size
Di spl ayUsi ngPrinterMetrics=0f f

Si zes=7pt, 8pt, 9pt, 10pt, 1ipt, 12pt, 14pt, 18pt, 24pt, 36pt

» The D spl ayUsi ngPri nt er Met ri cs setting determines whether on-screen display uses printer font
metrics or screen font metrics. When printing, printer font metrics are always used to calculate line lengths,
line breaks, and page breaks. However, the default f f value for this setting means that screen font metrics
are used for on-screen display of fonts, which usually results in a better on-screen display but may
introduce a difference between line lengths on-screen and on a printed page.



ADOBE FRAMEMAKER 6.0 |21
Changing Initialization Files

If you are trying to position a graphic relative to a character in a line, you should change this setting to On.
This causes printer font metrics to be used when displaying the lines on the screen.

» The Si zes setting defines the values that appear in the Format > Size submenu and in the Size pop-up
menu in the Paragraph Designer and Character Designer. You can edit this line to change the values to any
values between 4 and 400 points. If the line contains more than 10 values, only the first 10 appear in the
menus.

Definitions for the font profile

Several lines under [ Font s] define the terms used for font information. This is how the definitions
initially appear:

Angl es=Regul ar, Kursiv, Slanted, Oblique, Italic, Obliqued

Variations=U traConpressed, ExtraConpressed, Conpressed, Condensed,
Narrow, Regular, Wde, Poster, Expanded

Vi ght s=Thin 100, Extralight 200, SemiLight 250, Light 300, Book 300,
Regul ar 400, Seni Bold 600, Demi Bold 600, Bold 700, ExtraBold 800,
Heavy 900

e The Vari at i ons and Angl es settings define the names of variations and angles that may be encoun-
tered when opening a document from another platform.

» Windows uses values to define font weights and other terms. The Vi ght s settings associate terms from
other platforms with font weights appropriate for Windows. For example, Thin is interpreted as the weight
100.

You can edit these settings if your document has variations, angles, or weights not specified in the default
settings.

Default fonts

Some of the [ Font s] settings define the default fonts for a new document. If the FrameMaker product
needs to remap characters for fonts that are unavailable and you do not have an appropriate font map
specified, it remaps the characters to the default font.

These are the default font settings:

Def aul t Si ze=12

Def aul t Fam | y=Ti nes, Times New Ronan, Tns Rm
Def aul t Angl e=Regul ar

Def aul t Vari ati on=Regul ar

Def aul t Wi ght =Regul ar

Mat hFami | y=Synbol

You can edit any of these settings to use a different font or other characteristic. If you change the font
family, be sure to use a family installed on your system.
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The following settings define the defaults used to map to unknown Asian fonts:

Def aul t JapaneseFani | y=M5 BHEH

Def aul t Kor eanFami | y=B}E

Def aul t Si npl i fi edChi neseFani | y= F{#
Def aul t Tradi t i onal Chi neseFani | y= #HIB&

Default Asian fonts

the following settings define the defaults used in dialog boxes to map to unknown Asian fonts:
Def aul t JapaneseDi al ogFont=1 2 P di wk, 8

Def aul t Kor eanDi al ogFont =System 10

Def aul t Si npl i fi edChi neseDi al ogFont =System 10
Def aul t Tradi ti onal Chi neseDi al ogFont =System 10

For information about specifying a font map, see “Mappings for unavailable fonts” on page 24.

Menu fonts
Ui Cal cFont=MS Sans Serif, 8, 600

This setting in the [Font s] section tells FrameMaker products what font to use when determining the size
of pop-up menus. You should not change this setting.

Fonts not used in spell-checking
NonText Fami | i es=Zapf Di ngbats, Synbol, WngDi ngs, Monotype Sorts

This setting defines the font families ignored during spell-checking. When you use the Spelling Checker
command, any text in these font families is ignored.

ATM Deluxe 4.5 features

At nFont Aut oAct i vati on=0n
At nFont Substi t ution=0f f

The At nFont Aut oAct i vat i on setting determines whether font sets in Adobe Type Manager Deluxe 4.0
will be automatically activated. This means that if you open a document that uses a font that is installed on
your computer but is not in a font set that’s currently active, the font set will be activated automatically.
The otherwise inactive font is displayed and prints correctly, but it does not appear in font menus.

The At nFont Subst i t ut i on setting determines whether ATM Deluxe will create a stand-in font for one
that is missing by simulating the shape and spacing of the missing font. The simulated font will not be an
exact match but will preserve line breaks and the general look of the uninstalled font. Font substitution

may delay displaying a document on slower computers or if there are many fonts that must be substituted.
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Aliases for Windows fonts

A font in Windows does not always have the same name as the comparable font on another platform. This
often happens because in Windows a variation such as Narrow is part of a font family, whereas on other
platforms the variation is an option independent of the font family. Moreover, Windows uses only regular
and italic for angles, while some fonts on other platforms have additional angles such as oblique. For more
information about cross-platform compatibility, see the online manual Working on Multiple Platforms.

Aliases for font angles and weights

Windows fonts use different font angles and weights, even when font names are the same as on other
platforms. The settings under [ Font Angl eAl i ases] and [ Font Vi ght Al i ases] assign angles and
weights used on other platforms to Windows angles and weights. The defaults are:

[ Font Angl eAl i ases]
ol i qued=Cbl i que

[ Font Wi ght Al i ases]
Medi unrRegul ar
Roman=Regul ar

Seni =Seni Bol d

Deni =Deni Bol d

Bol ded=Bol d

Aliases for font names

Each setting under [ W ndows ToFr aneFont Al i ases] assigns a Windows font to a FrameMaker
product font name. Thus, font information appears in the Windows interface as it does in other versions
of FrameMaker products. For example, Helvetica Narrow is normally a font family in Windows, but with
aliasing Helvetica appears as a font family and Narrow appears as a variation in the Character Designer and
Paragraph Designer.

Font aliasing also makes it possible to go back and forth easily between Windows and other platforms. The
FrameMaker product automatically converts Windows fonts to their FrameMaker product equivalents for
you.

The settings under [ W ndows ToFr ameFont Al i ases] use this syntax:
W ndows-font [angle|*], [weight|*]=Frame-font [angle|*], [weight|*], [variation|*]

W ndows- f ont is a font family available in Windows. The angle for this font can be either Regul ar or
I talic,and the weight can be one of the weights defined in the font profile under [ Font s] . You can also
use an asterisk (*) to specify no particular angle or weight.

Frarre- f ont is a font family available on the other platforms. The angle, weight, and variation for this
family can be any of the ones defined in the font profile. If you use an asterisk (* ), the FrameMaker product
font will use the angle, weight, or variation from the Windows font.

For example, the setting

Hel veticaNarrow, *, *=Helvetica, *, *, Narrow
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assigns the Windows font family Helvetica Narrow to the FrameMaker product font name Helvetica with
the Narrow variation. The two asterisks specify that angles and weights are not affected in this alias.

If you do not have an appropriate alias defined for a Windows font, the default alias is used:

W ndows-font *, *=Frame-font *, *, *

You can add more aliases to [ W ndows ToFr ameFont Al i ases] and change existing ones. Follow the
syntax for any changes you make.

Mappings for unavailable fonts

When you open a document that requires fonts not available on your system, an alert box appears telling
you the document uses unavailable fonts. If you click OK, the FrameMaker product opens the document
and substitutes the unavailable fonts with the fonts specified under [ UnknownToKnownFont Map] in the
initialization file. Initially, this section has a few lines of comments and some mappings for common
Macintosh® fonts. You can change these mappings and add others.

The mappings under [ UnknownToKnownFont Map] must use this syntax:

unavai |l abl e_Frame_font [angle|*], [weight|*], [variation|*]=available_Frane_font [angle|*],
[weight|*], [variation|*]

The angles, weights, and variations for these mappings can be any of the ones defined in the font profile
under [ Font s] . You can also use an asterisk (*) to specify no particular angle, weight, or variation.

For example,

Lumna, *, *=Helvetica, *, *, *
Hel vetica, *, Light, *=Helvetica, *, Regular, *
Hel vetica, *, *, UtraConpressed=Helvetica, *, *, Narrow

If you open a document with unavailable fonts and don’t have substitutes mapped for those fonts, the
FrameMaker product replaces them with the default fonts defined under [ Font s] instead.

Note that the settings under [ UnknownToKnownFont Map] map one FrameMaker product font to
another. This is different from [ W ndows ToFr armeFont Al i ases] , which assigns a FrameMaker
product font name to an equivalent Windows font.

Mappings for Japanese fonts

If you open a Japanese document that was created on a Macintosh or in UNIX, you can specify what fonts
to use instead of the original ones.

The following settings apply to UNIX documents:
Heisei Kaku Gothic, #, #, #=M I di-w b, % % *
SaiMincho, #, *, *=M S BHEH, *, *, *

ChuGothic, *, *, *=M S di-w b, % % *

Ozaka, #*, *, #=M3 T wd, % %, *

Ryu.min, ¥y ¥, *=I 3 B.vqﬁﬁs *, K, ¥

Gothic BEEE, * # +=MS Sl u¥, % * =

Heizei Mincho W3, % % +=MS BHEH, * =+ =*
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The following setting applies to Macintosh documents:
Heisei KalmGo WE, %, %, +=ME Sl wb, % % *

Filters on your system

The [ Fi | t ers] section in the initialization file contains settings for identifying foreign file formats,
export filters, and import filters. The FrameMaker product provides these settings when you install filters.
If you want to change any of the settings, install the filters again. Do not edit the settings manually in an
initialization file.



26

Changing Menus and Commands

FrameMaker products are configured to display menus and commands as described in your user guide and
in online Help. You can choose to display all the menus and commands or a subset of them called quick
menus. You can change both the complete and quick menu configurations by adding, removing, and
rearranging menus and commands, and by adding, changing, or removing command shortcuts. You can
also create a custom menu bar for document windows.

This chapter describes how to switch between quick, complete, and custom menus; write and use a menu
customization file to change the menus and their contents; and change command shortcuts. It also describes
where FrameMaker products look for menu and command configuration files when starting.

About menu and command configuration

The main FrameMaker product window has a menu bar. Each of the items on the menu bar is a menu.
When you select a menu, a list of menu items appears. A menu item can be a command, another menu, or
a separator.

A menu on a menu is sometimes called a cascading menu or a submenu. When you pause on or select a
menu item that is a menu, you see another menu displayed to the side of the current menu.

When you select a menu item that is a command, a predefined action happens: a dialog box comes up, or
some function is performed. Menu commands correspond either to a built-in function or a program
written to use the FrameMaker API.

A separator on a menu is a line that visually separates menu items into groups. On most menus, they are
visible but have no other function. However, on menu bars, they are invisible and serve a special function
(see “Separator lines on menu bars” on page 39).

Standard configuration files

The contents of menus are determined by four files. All menus are defined in one file. Commands that
appear on these menus are defined in one of three files. All of these definitions could be contained in a
single file. They are separated into multiple files for ease of understanding and maintenance.

A menu definition includes the menu’s unique identifier, its label (as it appears in the user interface), and
a list of its menu items. It also contains an additional specification if the menu is reserved.

The menu definition file is:

e fminit\product\menus.cfg
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The menus. cf g file specifies two menu sets that can appear in the standard menu bar. One set displays all
menus and commands as they’re described in your user guide. These menus are called the complete menus.
The other set displays a subset of the menus and commands—quick menus—if you aren’t using all the
features. For example, the complete File menu contains the Preferences command and the Import and
Utilities submenus, but the quick File menu does not. See “Changing menu configurations” on page 42 and
“Menu and command configuration files” on page 14 for how to work with these menu sets.

The menus. cf g file can also specify if command buttons appear in the upper-right corner of the
document window.

The command definition files include the complete definition of commands. Each command definition
includes a unique identifier, a keyboard shortcut (optional), and a corresponding function code.

The command definition files are:

e fminit\configui\cmds.cfg

This file contains definitions of commands that are the same on all platforms.

e fminit\configui\mathcmds.cfg

This file contains the commands for equations that have platform-independent keyboard shortcuts.
e fminit\configui\wincmds.cfg

This file contains the commands and shortcuts that are specific to the Windows version of FrameMaker
products.

Customized configuration files

You can create a menu customization file to add, remove, rename, and rearrange menus and menu items
and to change command shortcuts. For example, a menu customization file might rearrange commands

on a menu or put several rarely used commands on a submenu. You can even define a completely custom
menu bar.

In a menu customization file, you need only specify the changes you want to make—not the entire menu
configuration. The contents of your customization file override the information in configuration files that
were read previously.

A menu customization file must be a text file. If you create it with a FrameMaker product, be sure to save
it in Text Only format.

The default location and filename for the menu customization file is

fmnit\configui\customui. cfg.Youdo not have to use this file, however. You can create a menu
customization file in another location. Just be sure to set the Conf i gQust onUl Fi | e setting in the initial-
ization file to your file’s path and filename.

You can read a menu customization file to change the standard menus and their menu items at any time
while running a FrameMaker product. The changes described in this additional file are made immediately
to the existing menus. The FrameMaker products can also read a menu customization file on startup.

FrameMaker products come with sample menu customization files. For a sample file that makes a few
changes to the default menus and commands, see the sanpl e. cf g file in
install _dir\fmnit\configui.
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Keep in mind that changing menus and commands will make the interface inconsistent with the standard
interface, so that information in printed documentation and in online Help may no longer be accurate.

Precedence of the configuration files

When a FrameMaker product starts, it first reads the standard menu and command configuration files in
the FrameMaker product installation directory and then it reads a menu customization file, either the
default or a custom one. The information in each file overrides the information in files read previously.

FrameMaker products read these files in the following order:

1 fmnit\configui\cnus. cfg

2 fmnit\configui\mathcnds. cfg
3 fmnit\configui\w ncnds. cfg
4 fmnit\product\nenus. cfg

5 The file specified by the Conf i gQust onl Fi | e setting in the initialization file. The default is
fmnit\configui\custonui.cfg.

The names of these configuration files are specified in the initialization file for the FrameMaker product
(see “Menu and command configuration files” on page 14).

Plug-ins (API clients) can also customize menus and commands. For example, a plug-in can add menus
and commands. When you start a FrameMaker product, menu customizations that you set up override the
customizations specified by plug-ins. For example, if a plug-in adds the command NewlItem to the Special
menu, and your menu customization file adds Newltem to the View menu, then NewlItem appears on the
View menu and not on the Special menu. For information on plug-in menu customizations, see the
documentation you received with the client.

Using menu customizations

If you create a menu customization file, you have several choices for reading the information into the
FrameMaker product. The FrameMaker product can read the file in automatically when it starts up, or you
can load it yourself once the product is running.

The customizations take effect as soon as the file is read. Any errors in the customization file are reported
in the FrameMaker product console window. Each error message contains the line number in the file and
a description of the problem. Even if an error is found, the rest of the file will be read.

 Reading a menu customization file at startup

If you want a menu customization file to be read at startup, set the Conf i gQust oml Fi | e setting in the
initialization file to the path and name of your menu customization file. If you have defined a custom menu
bar and you want it to replace the FrameMaker product’s menu bar, you also change the MenuSet setting
in the initialization file to Qust om Then restart the FrameMaker product.

» Reading a menu customization file interactively

To load a menu customization file when the FrameMaker product is already running, choose View >
Menus > Modify. Then choose a menu customization file and click OK.
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To remove all customizations you read in interactively, restart your FrameMaker product. If you set up a
menu customization file to be read at startup, you must remove the pathname of your customization file
as the value of the Conf i gQust onl Fi | e setting in the initialization file and then restart the
FrameMaker product.

Configuration file statements

A configuration file consists of a series of statements that define the menu names, menu items, and the
order of those items. The statements that name the menus and menu items specify both an identifier and
a label. FrameMaker products use the identifiers internally and display the labels as menu and command
names. Other statements that refer to these items use the identifiers.

All statements have the following characteristics:
¢ Statements are case-sensitive.
* Each statement is enclosed in angle brackets (< and >).

Where nested angle brackets are required, every left angle bracket must have a corresponding right angle
bracket. To include a right angle bracket as part of a menu or command identifier or label, precede it with
a backslash (\).

o Statements must appear in a particular order.

For example, you must define a menu before adding it to the menu bar or another menu. You must add a
command to a menu before moving the command.

* Each statement begins with a special word that indicates what that statement does.
* Text outside angle brackets is treated as a comment. Don’t include angle brackets in comments.

The rest of this chapter contains many examples of statements. You will find examples of the following
statements:

Statement What statement does

Menu Defines a new menu

ReservedMenu Defines a new reserved menu

Add Adds a menu item to a menu

Modify Defines a new label for a menu or menu item

Remove Removes a menu or menu item

Command Defines a command

ShiftCommand Defines a command for a menu item that is chosen while the Shift key is held down
KeySequence Defines a keyboard shortcut for a command

KeySegLabel Defines a label for the shortcut which appears next to the command name on the menu
Definition Defines the function to be called when a command is chosen

Mode Defines whether a command is a general command, a FrameMath command, or both.
Label Defines a label for a menu or command that is visible in the user interface
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Statement What statement does

ReservedLabel Defines a context-sensitive label for a menu or menu item.

Order Defines a particular place for a menu item on a menu.

IconBarOn Defines if the buttons from the upper-right corner of the document window are displayed.

Reserved menus

Many of the menus defined in the standard menu files for the FrameMaker product are reserved menus.

The FrameMaker product has intrinsic knowledge about reserved menus; it can refer to these menus

directly by name.

Reserved menus are defined with the ReservedMenu statement. By convention, the names of reserved
menus in the Frame menu configuration file all begin with an exclamation point (!). Some of the reserved

menus in the FrameMaker product menu configuration file are listed in the next two subsections.

Important: To avoid name conflicts with these reserved menus, do not begin any of your custom menu names

with an exclamation point.

Permanent menus

The FrameMaker product relies on the following menus existing. They are all menu bars or are associated
with the Formatting bar. You cannot remove these menus from the menu configuration file. The FrameMaker

product will not work properly without them.

Menu ID

Description

1BookMainMenu

Menu bar for complete menus (book window active)

ICustomMakerMainMenu

Menu bar for custom menus (document window active)

IMakerMainMenu

Menu bar for complete menus (document window active)

1QuickBookMainMenu

Menu bar for quick menus (book window active)

1QuickMakerMainMenu

Menu bar for quick menus (document window active)

ViewerPopup

View-only document window pop-up menu

IRulerAlignMenu

Alignment pop-up menu in the formatting bar

IRulerControlMenu

Formatting bar

IRulerParaMenu

Paragraph Formats pop-up menu in the formatting bar

IRulerSpaceMenu

Spacing pop-up menu in the formatting bar

ViewOnlyMainMenu

Menu bar for view-only document
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Context menus

There are a number of reserved menus that appear when you use the right mouse button to click or drag.
These menus are context-sensitive; they contain menu choices appropriate to the selected object or
location of the click. The default context (shortcut) menu for a particular selection does not contain every
possible command you can do to the selection. If a menu item is not applicable to the selection and the
current state of the product, it will be grayed out. Keyboard shortcuts appear to the right of the commands
on these menus, just as they do in regular menus.

Context menus can also be displayed by pressing Shift+F10. In this case, the menu that appears depends
on whether there is a selected object, an insertion point, or neither.

Context Menu ID Description

|AnchoredFrameContextMenu The context menu for an anchored frame

1BookContextMenu Context menu for a book window

IDocumentContextMenu The context menu for the document as a whole (no active insertion point and nothing
selected)

IEmbeddedObjectContextMenu The context menu for an OLE object

IGraphicsContextMenu The context menus for all graphic objects except an anchored frame. The second

menu is for a grouped object.
IMultiGraphicsContextMenu

IMathContextMenu The context menu for an equation

1QuickBookContextMenu Context menu for a book window when QuickMenus are the current menu set
IStructureContextMenu The context menu for the Structure View in FrameMaker+SGML
IStructuredTextContextMenu The context menu for text in a structured text flow in FrameMaker+SGML
ITableContextMenu The context menu for a table

ITableTextContextMenu The context menu for text in a table

ITextContextMenu The context menu for text

ITextLineContextMenu The context menus for a text line. The first menu applies to text lines selected as text.

The second menu applies to text lines selected as graphic objects.
ITextLineGraphicContextMenu

1ViewerPopup View-only document window context menu

1ViewOnlyBookContextMenu View-only book window context menu

Customizing commands

The commands that appear on the standard menus are defined in the three command configuration files
listed in “Standard configuration files” on page 26. Each menu command corresponds either to a built-in
function or a call to a program that uses the API. The built-in functions are defined by the FrameMaker
product. The definition of a command includes the identifier of the built-in function or program.
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This section tells you how to change the standard commands, remove them, and add additional commands
to the menus. For information on how to write programs that use the APL, see the FDK Programmer’s
Guide, which is included in the Frame Developer’s Kit.

Important: If you want to edit the menus. cf g file using a FrameMaker product, you must first move the
file out of its directory. Then open the file and save it in Text Only format, and return it to its directory. Alter-
natively, you can use a text editor to edit it in its own directory.

Creating a new command

You can create a new command on a menu. You can specify a number of things when you create a new
command. The example below is the definition of the New command which appears on the File menu.

<Comrmand New
<Label New...>
<KeySequence \!fn>
<Definition \x300>

<Mbde All>>

You can nest statements in other statements. In the above example, there are four statements nested within
the overall Command statement. Each one of these determines one characteristic of the new command.

The first line creates a command called New. This is the command’s identifier, the name by which the
command will be referenced in other statements. The command identifier must be one word. Notice that
the closing angle bracket (>) for this statement is on the last line.

The second line gives this command a label of New... which is how it will be shown on
the menu.

The third line sets the keyboard shortcut for this command. The\ ! stands for the Esc key, so the shortcut
consists of three characters: Esc, f, and n.

The fourth line defines the actual function that is called when the command is chosen on the menu. This
function is specified by its function code number, called an f-code. The f-codes for all the built-in functions
are listed in a header file, f codes. h, which is part of the Frame Developer’s Kit. This file is located in the
i ncl ude directory under the FDK installation directory.

The last line means the command is both a FrameMath command and a regular Frame command.

Renaming a command

You can change the label of a command that appears on a menu. You can change the label everywhere it
appears, or in only one of several places.

To rename a command everywhere it appears, use the following statement:

<Mbdi fy Item D <Label NewLabel >>

| t em Dis the identifier of the command you want to rename. NewLabel is the new label.
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For example, to rename the New command to Create New, use the following statement:

<Modi fy New <Label Create New...>>

To rename a command in only one place, define a new command that duplicates the function of the old
one (using the same key sequence, definition, and mode), but use a different label. Then put the new
command on the menu in place of the old one.

Creating a context-sensitive command

Some commands have a different label, and a different effect, depending on the state—where the insertion
point is, what is selected, and so on. For instance, if you have an insertion point in a text frame, there is a
Select All in Flow command on the Edit menu. If you have the text frame itself selected, this command
changes to Select All in Frame.

In these cases, the command has one overall identifier, followed by an identifier and label for each
condition in which it can be chosen. Each of the conditions has a ReservedLabel statement. The definition
of the Edit > Select command looks like this:

<Command Sel ect Al |

<ReservedLabel Flow Select Al in Flow
<ReservedLabel Frame Select Al in Frane>

<ReservedLabel Page Select Al on Page>
<KeySequence \!ea>
<Definition \x327>

<Mbde All>>

The SelectAll command acts as a placeholder on the menu for the group of commands: Flow, Frame, and
Page, all of which have the same command definition.

Renaming a context-sensitive command

You rename the SelectAll command in the same way you rename any other command. To rename one of
the context-sensitive commands, include in the Modify statement both the identifier of the overall
command and the identifier of the specific context-sensitive command you are renaming. The identifier of
the context-sensitive command must be part of a ReservedLabel statement.

For example, to rename the Select All in Frame command:

<Modi fy SelectAll <ReservedLabel Frame Select Everything in Franme>>

Specifying Japanese commands

You can define a command so that it appears only when other Japanese commands and features appear,
such as combined fonts, rubi, and tsume. These commands appear only if your system supports typing
Japanese text in documents and dialog boxes.
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To define an Japanese-only command, use the <Asi anFont s Yes> statement. For example, the
following statements define the Format > Document > Combined Fonts command:

<Comand Conbi nedFont s
<Label Conbined Fonts...>
<KeySequence \!oco>
<Definition \x338>
<Asi anFonts Yes>
<Mbde All>>

The <Asi anFont s No> statement has the same effect as omitting the statement. If the Asi anFont s
statement is set to NO or is not specified, the command applies to all configurations.

Removing a command

You can remove commands from a menu. Removing a command from a menu doesn’t remove the actual
command or its associated keyboard shortcut from FrameMaker products. Only the menu changes.

Removing a command also doesn’t affect other commands, even though they may seem to be related. For
example, if you remove the Group command, the Ungroup command doesn’t disappear.

To remove a command, use the following statement:
<Renove Item D <Menu Menul D>>

I t em Dis the identifier of the command that youre removing. Menul Dis the identifier of the menu
containing the item you want to remove.

If a command appears on more than one menu and you want to remove it from each menu, use one
Remove statement for each menu. For instance, to remove the Reshape command from both the quick and
complete Graphics menus, use the following statements:

<Rempve G aphi csReshape <Menu G aphi csMenu>>

<Renmpve G aphi csReshape <Menu Qui ckGraphi csMenu>>

Adding shortcuts for a command

There are two ways to specify a shortcut for a command. One is to specify a mnemonic shortcut and the
other is to specify a key sequence. A mnemonic shortcut is a one-character shortcut; the character must
occur somewhere in the label for the command. A key sequence shortcut usually consists of more than one
key.

¢ Adding mnemonic shortcuts

A mnemonic shortcut is an underlined character in a command label. When the menu is open, you can
press the underlined key to execute the command. For example, when the File menu is open, you can press
x to choose the Exit command.

To specify a mnemonic shortcut for a command, find the statement in which the command’s label is
specified and place an ampersand before the letter of the label which you wish to underline.
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For example, the identifier for the Exit command on the File menu is TerminateMaker. In the crds. cf g
file this command is given the label Quit. This value is overridden in the Wi ncrus. cf g file with the
following statement (notice the & before the x):

<Modi fy Term nat eMaker <Label E&xit>>

The mnemonic shortcuts will not be displayed unless the Aut ovhenoni seMenus setting in the product
initialization file is set to On (see “Menu preferences” on page 10).

* Adding key sequences

You can add a key sequence for any command, even if it also has a mnemonic shortcut. You add a key
sequence for a command with a KeySequence statement. This statement can be included within the
command definition statement or in a Modify statement:

<Modify CommandID < KeySequence Sequence>>

The keys in the sequence can be any key on the keyboard. Most keys are represented in the sequence simply
by their character. For instance, if you wanted a key sequence to consist of the A key followed by the 3 key,
the sequence would be A3.

You represent some keys in the key sequence in a special way. You use symbols for modifier keys—for
example, + for Shift, A for Control, and ~ for Alt. The Esc key is used quite often and has a special abbre-
viation of a backslash followed by an exclamation point: \!

You can add the shortcut Control-a Control-c for the Copy command with this statement:
<Modify Copy <KeySequence NaAc>>

If you want to use these special characters as actual characters in a key sequence, you precede them with a
backslash (\). For instance, a + in a key sequence means the Shift key, while a\ + means the plus key. A key
sequence of \ '\ +C means the Esc key, followed by the + key, followed by the c key. A key sequence of \ | +¢C
means the Esc key, followed by the Shift and the ¢ keys.

You represent other special keys with keysyms. A keysym is a keyword that denotes a special key on the
keyboard. Keysyms are always preceded by a forward slash (/). Valid keysyms are Up, Down, Left, Right,
Home, End, PgUp, PgDn, Return, Tab, BkSp, Space, Delete, Insert, F1 through F16, and Escape. For
instance, to include the Tab key as part of a key sequence, you use / Tab.

You might also want the new shortcut to appear on the menu next to the command label, as a reminder to
the user. You do this with a KeySeqLabel statement. The following statement adds a useful reminder for the
Copy shortcut:

<Modify Copy <KeySeqLabel Ctrl+a Ctrl+c>>

If a command does not have a KeySeqLabel statement, the command will be displayed on the menu with
no shortcut. This does not mean the shortcut does not exist; it just means the shortcut is not displayed on
the menu.

A command can have more than one shortcut. Adding a shortcut for a command or changing the shortcut
label that appears on a menu doesn’t disable other shortcuts for a command. As long as a unique shortcut
is defined in a configuration or menu customization file, it will work.
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If you set Conf i gWr nKbdRedundant to On in the product initialization file (see “Menu preferences” on
page 10), you will see warning messages when you load a customization file that contains shortcut defini-
tions for commands that already have shortcuts defined for them. The warning messages appear in the
console window.

To change the label that appears for a shortcut on a menu without changing the shortcut itself, use the
following statement:

<Modify CommandID <KeySeqLabel Label>>

Label is the label you want to appear next to the command on a menu. The label changes everywhere the
command appears on a menu.

Removing shortcuts for a command

To remove a mnemonic shortcut for a command, remove the ampersand character in the Label statement
for the command.

To remove a key sequence for a command, delete its KeySequence and KeySeqLabel statements from the
command configuration files, and then restart the FrameMaker product.

Shortcuts on the Equations palette

The shortcuts that appear on the Equations palette won’t change to reflect any customizations. This palette
is actually a special view-only document containing hypertext commands.

Customizing menus

Creating a new menu

You create a new menu with the following statement:
<Menu Menul D <Label MenuLabel >>

Menul Dis the identifier used in other statements to refer to the menu. MenuLabel is the label that appears
in the interface.

The menu identifier must be unique. Make sure your menu identifier doesn’t match an existing menu or
command identifier. You'll find it easier to read the menu customization file later if your menu identifier
uses MeNu as a suffix. Also, you’'ll type the menu identifier whenever you add menu items to the menu, so
keep the identifier short and easy to type.

Creating a custom menu bar

To define a custom menu bar that replaces the standard menu bar, use the following statement:

<ReservedMenu ! Cust omvaker Mai nMenu <Label MyOwnMenus>>

Then add the menus that you want to appear on your menu bar. You can use existing menus or define your
own. If you define your own, you must define the menu first before adding it to your custom menu bar.
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Adding a menu to the menu bar or another menu

Once a menu is created, you can add it to the menu bar as a main menu, or to an existing menu as a
submenu. For example, you may want to create a new menu on the menu bar for some commands you use
frequently. Or you may want to add an existing menu as a submenu. FrameMaker products use no more
than one level of submenus in their default configurations, but you can use more than one level.

To add the menu to a menu bar or to another menu, use the following statement:

<Add Menul D <Menu Dest i nati onMenul D>>

Menul Dis the identifier of the menu you are adding. Dest i nat i onMenul Didentifies the menu bar or
menu to which you're adding the other menu.

For example, to define and add a submenu labeled Other Commands to the Graphics menu, use the
following statements:

<Menu ExtraG aphi csConmands <Label O her Commands>>
<Add ExtraG aphi csCommands <Menu G aphi csMenu>>

The menu bar is defined as a menu, so you add a menu to the menu bar the same way you add a submenu
to an existing menu. When you add a menu to the menu bar, it appears after the existing menus (except for
the Help menu, which is always at the right of the menu bar). When you add a submenu to an existing
menu, it appears at the end of the menu.

After you add a menu, you can move it. For details, see “Rearranging menu items” on page 40.

Adding a command to a menu
You add a command to a menu with an Add statement, the same way you add a menu to a menu.

<Add Conmmandl D <Menu Menul D>>

Conmandl Dis the identifier of the command you’re adding. Menul Dis the identifier of the menu to which
you want to add the command.

For example, to add the Find/Change command to the Special menu, use the following statement:

<Add Fi nd/ Change <Menu Speci al Menu>>

When you add a command, it appears at the bottom of the menu. After you add a command, you can move
it. For details, see “Rearranging menu items” on page 40. You can’t add a command directly to the menu
bar. The command must be on a menu.

You can also specify a Shift command—a command that replaces another command when you display the
menu while holding down the Shift key. For example, when you hold down Shift and pull down the File
menu, the Save command appears as Save All Open Files.

To add a Shift command to a menu, use the following statement:

<Shi ft Command Unshi f t edConmand Shi f t edConmand>
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Unshi f t edCommand is the identifier of the command as it normally appears. Shi f t edConmand is the
identifier of the command you want to appear when you hold down the Shift key. For example, if you want
the Ungroup command to appear in place of the Group command on the Graphics menu when you press
Shift, use the following statement:

<Shi ft Command Graphi csG oup G aphi csUngr oup>

Adding hypertext commands to a menu

You can use the Hypertext keyword to add hypertext commands to the menu. For example, the following
statements define an alert message that can be displayed by pressing the assigned shortcut keystroke
(Esc x x x) or selecting the command from the View menu:

<Command Test

<Label Hell o>

<KeySequence \!xxx>

<Hypertext alert Hello there>>
<Add Test <Menu Vi ewMenu>>

For information on hypertext commands, see “Chapter 18: Hypertext and View-Only Documents” in the
FrameMaker User Guide.

Adding a separator between items on a menu
To add a separator line to a menu, use the following statement:

<Add Separatorn <Menu Menul D>>

Menul Dis the identifier of the menu to which you want to add a separator, and N is the separator number
from 1 to 5. You cannot add duplicate separators to the same menu; each one must have a unique name.
You can define more separators by defining a command which is defined with the F12 function code. For
example:

<Command Separator6 <Definition \xF12>>

If you add a separator to a menu bar, the separator will be invisible. Separators are used on the menu bars
to define menu groupings for OLE 2 integration with other applications (see “Separator lines on menu
bars” on page 39).

Removing a separator between items on a menu

To remove a separator line to a menu, use the following statement:

<Renobve Separatorn <Menu Menul D>>

Menul D is the identifier of the menu from which you want to remove the separator, and n is the separator
number.

Before removing a separator line from a menu bar, read “Separator lines on menu bars” on page 39.

38



ADOBE FRAMEMAKER 6.0
Changing Menus and Commands

Separator lines on menu bars

Separator lines on menus are visible as horizontal lines, except when they are added to a menu bar. When
separator lines are added to a menu bar, they are invisible. The menu. cf g file for a FrameMaker product
uses separator lines on the menu bars to group the menus on the menu bar into logical groups. These
logical groups are used when an embedded OLE 2 object in a document is edited.

You can edit an embedded OLE object by double-clicking it in the FrameMaker product. When you do this,
the menus that contain the functions you need to edit the object will replace some of the FrameMaker
product menus. This is called menu merging.

For example, the complete menu bar for FrameMaker (!MakerMainMenu) has nine menus and five
separators on it. The separators divide the nine menus into the following logical groups. The third group
has no menu items in it.

Logical grouping Menus

File group File

Edit group Edit, Format, View
Container group <none>

Object group Special, Graphics, Table
Window group Window

Help group Help

When menu merging occurs, the menus in the File, Container, and Window groups are unchanged. The
menus in the Edit, Object, and Help groups are replaced with the application’s corresponding menus.

When you are done editing the object and deselect it, the replaced menus will revert to the original menus.

There are two other menu bars in the FrameMaker products that make use of this feature. They are the
Quick menu bar (!QuickMakerMainMenu) and the View-Only menu bar (!ViewOnlyMainMenu).

If a menu bar does not have these separators defined, menu merging will not happen when an embedded
object is double-clicked. If you modify these menu bars, be careful not to change these groupings. If you

define your own custom menu bar, menu merging will not take place unless you use separators to define
these logical groups.

The order of the Add statements for a menu bar determines which menus are in which logical groups.
Menus added in statements before the first separator is added belong in the Flle group. Menus added
between the first and second separator statements belong to the Edit group. Menus added between the
second and third separator statements belong to the Container group, and so forth.

In the menus. cf g file, the order of the statements which add items to the !MakerMainMenu bar determines
the logical groupings shown above. The statements which add the menus and separators to this menu bar are
interspersed with other Add statements that add menu items to the menus and their submenus. The lines that
define the IMakerMainMenu menu bar are shown below, without the intervening Add statements for the
other menus.
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<ReservedMenu ! Maker Mai nMenu <Label FraneMaker >>
<Add FileMenu <Menu ! Maker Mai nMenu>>

<Add Separatorl <Menu ! Maker Mai nMenu>>
<Add EditMenu <Menu ! Maker Mai nMenu>>

<Add For mat Menu <Menu ! Maker Mai nMenu>>
<Add Vi ewenu <Menu ! Maker Mai nMenu>>

<Add Separator2 <Menu ! Maker Mai nMenu>>
<Add Separator3 <Menu ! Maker Mai nMenu>>
<Add Speci al Menu <Menu ! Maker Mai nMenu>>
<Add G aphi csMenu <Menu ! Maker Mai nMenu>>
<Add Tabl eMenu <Menu ! Maker Mai nMenu>>
<Add Separator4 <Menu ! Maker Mai nMenu>>
<Add ! MSW ndowMenu <Menu ! Maker Mai nMenu>>
<Add Separator5 <Menu ! Maker Mai nMenu>>

<Add ! Hel pMenu <Menu ! Maker Mai nMenu>>

Rearranging menu items

You can rearrange menus on the menu bar and menu items on a menu. You can also move a menu item
from one menu to another. However, you cannot move the Help and Window menus. In the following
statements, ItemID refers either to a menu identifier or to a command identifier.

You can rearrange items on a menu with a combination of statements. The first statement is always an
Order statement. Embedded in this statement is another statement that specifies the exact location in the
menu to place the item. The following examples show how to do this.

To put an item first on a menu, use the following statement:

<Order MenulD1.Item D <First Menul D2>>

To put an item last on a menu, use the following statement:
<Order Menul D1.1tem D <Last Menul D2>>
In the above statements, Menul D1 is the identifier of the menu that contains the item (menu or command)

you want to move. | t er Dis the identifier of the item you want to move. Menul D2 is the identifier of the
menu to which you to want to move the item.

If you are moving an item to a different place on the same menu, Menul D1 and Menul D2 will be the same
identifier. For example, to move the Footnote command to the top of the Special menu, use the following
statement:

<Order Speci al Menu. Footnote <First Special Menu>>
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To put the Special menu last on the menu bar (for complete menus), use the following statement:

<Order ! Maker Mai nMenu. Speci al Menu <Last ! Maker Mai nMenu>>

To put one item before another item on a menu, use the following statement:
<Order MenuID1.1temID1 <Before MenuID2.ItemID2>>

To put one item after another item on a menu, use the following statement:

<Order MenulDl1.ltem DL <After Menul D2.tem D2>>

In the above statements, Menul D1 is the identifier of the menu that contains the item (menu or command)
you want to move. | t erl DL is the identifier of the item you want to move. Menul D2 is the identifier of

the menu to which you to want to move the item. | t em D2 is the identifier of the item before or after
which you want to place | t em DL.

For example, to put the Thesaurus command above the Find/Change command in the Edit menu, use the
following statement:

<Order EditMenu. Thesaurus <Before Edit Menu. Fi nd/ Change>>

To put the Graphics menu after the Format menu (for complete menus), use the following statement:

<Order ! Maker Mai nMenu. G aphi csMenu <After ! Maker Mai nMenu. For mat Menu>>

Renaming a menu

You can rename a menu. This changes the label of the menu; it does not change the menu’s identifier. To
rename a menu, use the following statement:

<Mbdi fy Menul D <Label NewLabel >>
Menul Dis the identifier of the menu you want to rename. NewLabel is the new label for the menu. For

example, to rename the Page Layout submenu on the Format menu to Page Design, use the following
statement:

<Mvdi fy PagelLayout Menu <Label Page Design>>

Removing a menu or a menu item

You can remove menus from the menu bar and commands from a menu. The only exceptions are the
permanent reserved menus that can never be removed. (See “Permanent menus” on page 30 for a list.)

Removing a menu from a menu bar or another menu does not remove the definition of the menu.
Similarly, removing a command from a menu doesn’t remove the command itself or its associated
keyboard shortcuts. Only the menu on which the item belonged changes.

Removing a menu item also doesn’t affect other menu items, even though they may seem to be related. For
example, if you remove the Group command, the Ungroup command doesn’t disappear.
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To remove a menu item from a menu, use the following statement:
<Renove |tem D <Menu Menul D>>

I t eml Dis the identifier of the item that you’re removing. Menul Dis the identifier of the menu containing
the item you want to remove.

If a menu command appears more than once and you want to remove it from each instance, use separate
Remove statements. For example, to remove the Special menu from both the quick and complete menus,
use the following statements:

<Renpve Speci al Menu <Menu ! Maker Mai nMenu>>
<Renmpve Qui ckSpeci al Menu <Menu ! Qui ckMaker Mai nMenu>>

To remove the Reshape command from the Graphics menu in the quick menus, use the following
statement:

<Renpve Graphi csReshape <Menu Qui ckGraphi csMenu>>

Debugging a customized configuration file

If you’re writing a lengthy menu customization file, consider writing and testing the customizations a few
at a time. This will make it much easier to locate problems in the statements you write. As you create the
file, you can save the file and then read it into a FrameMaker product to test your statements.

To display error messages when you load a menu customization file, set the ShowEr r or s setting in the
initialization file to On. You can also turn on the keyboard shortcut alerts, as discussed in “Menu prefer-
ences” on page 10.Error messages appear in the console window. If you find errors, you can fix them
immediately and continue writing.

When you read the same menu customization file again, you'll see error messages about redefining a
command (because the same statements are being read again). Don’t worry about these messages.

Use comments throughout the menu customization file to document your work. Others may need to edit
the file later.

Changing menu configurations

You can switch to a custom menu by choosing View > Menus > Modify, and then selecting a menu file. For
information on setting your custom menus as the default see “Menu preferences” on page 10.
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Changing Menus and Commands

Removing formatting bar commands and window buttons

You can remove items from the formatting bar at the top of the document window. You can also remove
the buttons from the upper-right corner of the document window.

To remove the Paragraph Format pop-up menu, use the following statement:
<Renpve ! ShowRul er Par agr aphTags <Menu ! Rul er Cont r ol Menu>>
To remove the Alignment and Spacing pop-up menus and the tab wells, use the following statement:

<Renpve ! ShowRul er Al i gnnent Spaci ngAndTabs <Menu ! Rul er Cont r ol Menu>>

To remove the buttons from the upper-right corner of the document window, use the following statement:

<l conBar On No>

To redisplay the buttons, use the following statement:

<l conBar On Yes>
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