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( ) 14 PT. Times BOLD 12 PT. Times BOLD 10 PT. Times BOLD 8 PT. Times BOLD  7PT.TimesBOLD 6 PT. Times BOLD 4$,
14 PT. Times 12 PT. Times 10 PT. Times 8 PT. Times 7 PT. Times 6 PT. Times

14 PT. HELV. BOLD 12 PT. HELV. BOLD 10PT.HELV.BOLD 8 PT. HELV. BOLD 7PT HELV.BOLD 6 PT. HELV. BOLD
14 PT. Helv. Reg. 12 PT. Helv. Reg. 10 PT. Helv. Reg. 8 PT. Helv. Reg. 7PT.Helv.Reg.  6PT Helv Reg.

The gradations should look smooth in your RIP PREVIEW and in print.Your RIP should have a CURVE function to adjust the halftone output (similar to how you adjust
with curves in Photoshop). If not, it will be a DOT GAIN compensation GRAPH of some sort. Adjust this in your RIP to smooth out areas and lighten
specific target areas that fill in more than they should.You can also use this to beef up light areas that wash out (such as the 2% range). Do not put any % in the 0 range.



