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This manual is valid from version 8.4.07 of the IconEdit.
This guide applies to both the Black & White and the Color versions of the IconEdit program. The

functionality of the Black&White version is a subset of the Color version, and Grey and Color
examples and commands are only valid for the Color version of the program.

DanMagic



Main content

This manual describes how to use the functions of the IconEdit program. A description of the functions
and data formats are in the manual IconEditManual.pdf.

Disclaimer

The information in documents supplied with the IconEdit tool, and information provided by the IconEdit
tool is subject to change without notice. While information contained herein is assumed to be accurate,
DanMagic assumes no responsibility for any errors or information.

Copyright Notices, Trademarks, and Immaterial rights

The IconEdit user is obliged to respect all intellectual proprietary rights and copyrights associated with the
IconEdit product. See the IconEdit license terms for details.

IconEdit program tool enables the user to use existing graphic designs and fonts installed on the PC as
templates during the creation of his/her product designs. The IconEdit user is assumed to oblige and
respect all copyrights and trademark rights associated with such material.

With respect to fonts installed on the PC and used as part of the tool users new product creation, this is
normally considered "fair use" of a PC font. However if you are in doubt it is recommended to use Open
Fonts and Openclipart which may be downloaded from the internet.

"Fair use" is a doctrine in the law of the United States that permits limited use of copyrighted material
without having to first acquire permission from the copyright holder.

How to view the document

The PDF file viewer should be set to display the document 1:1 - usually called 100% - to avoid distortion
the images.
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00: Animated demos for making C-source code fonts in 2 minutes or less

Basic Assumption: All examples in this manual assume that IconEdit is reset to factory defaults except
for continuations.

The demos show each simple step with yellow highlight for the action in that step:

—3ize and Mame For C File — Direckory
width |T Height |32 [Font_a.c | C:\cpp2010iIconEditiIconEditi Ty Browise |
—Fank Setup —Symbal Setup
Symbol Calor Defined by Inkensity Level for Calar Rendering —Svmbial Color Defined by Pixel Calor
™ 1 Bit Black and White - On 2 OFF Inkensity - Mo Anti Alias " 4 Bit TRGE 1111 - & Colots + 1 Transparency
™ 2 Bit Intensity Level - 4 Alpha Levels For Anti Alias " 5 Bit RGE 332 - 256 Colors
% 4 Eit Intensity Level - 16 Alpha Levels For Anti Alias ~ 16 Eit RGE 565 - 65536 Colors
~ & Bit Intensity Level - 256 Alpha Levels For Anti Alias ~ 24 Eit RGE 838 - 16777216 Colors

—3vmbol Color Defined by Transparent Pixel Color
™ 52 Bit ARGE 5584 - 16777216 Calors 256 flpha Levels

Master Fonk Times Mew Roman 32 Bold

Create Mew American English FOMT For USA
Create Mew Color SYMBOL

Create Mew Multi Language FOMT For Europe & America

Cpen Fonk, Symbol, Text, or Image File

Create Mew FOMT or SYMBOL with More Options Help Exit Continue With Previous Files

The demos comes in two groups, bitmap fonts based on a font from the EuropeanFont library and bitmap
fonts based on a Windows vector font.

The demos also show how to make each font or process in batch.

See also other and more detailed descriptions and instructions in the “How to” chapters.

A: Fonts based on the EuropeanFonts library

1: Multi Language Fonts from Scratch

Set up an EuropeanFonts library master font and create fonts for many languages just by a few clicks.

https://www.ramtex.dk/iconedit/how-to-make-a-multi-language-font-from-library.htm

2: Text Optimized Fonts from Master Font

IconEdit can find texts in C-strings and make fonts with only the characters found.

https://www.ramtex.dk/iconedit/how-to-make-a-text-optimized-font-from-library.htm



https://www.ramtex.dk/iconedit/how-to-make-a-multi-language-font-from-library.htm
https://www.ramtex.dk/iconedit/how-to-make-a-text-optimized-font-from-library.htm

3: Middle Eastern Fonts from Master Font

Middle Eastern texts are written from right to left (RtL) but stored in C-strings left to right (RtL). IconEdit
can find texts in C-strings, make fonts with presentation characters, and reverse the C-string texts for use
on normal displays.

https://www.ramtex.dk/iconedit/how-to-make-an-arabic-text-optimized-font-from-library.htm

4: Reduce a Master Font to a Multi Language Font

Drag and Drop an EuropeanFonts library master font on IconEdit and reduce the font to a few languages
by just a few clicks.

https://www.ramtex.dk/iconedit/how-to-reduce-to-a-multi-language-font-from-library.htm

5: Reduce a Master Font to a Text Optimized Font

IconEdit can find texts in C-strings and mark characters in a font with the characters found.

https://www.ramtex.dk/iconedit/how-to-reduce-to-a-text-optimized-font-from-library.htm

B: Fonts based on Windows fonts

1: Multi Language Fonts from Scratch

Set up a Windows master font and create fonts for many languages just by a few clicks.

https://www.ramtex.dk/iconedit/how-to-make-a-multi-language-font.htm

2: Text Optimized Fonts from Windows font

IconEdit can find texts in C-strings and make fonts with only the characters found.

https://www.ramtex.dk/iconedit/how-to-make-a-text-optimized-font.htm

3: Middle Eastern Fonts from Windows font


https://www.ramtex.dk/iconedit/how-to-make-an-arabic-text-optimized-font-from-library.htm
https://www.ramtex.dk/iconedit/how-to-reduce-to-a-multi-language-font-from-library.htm
https://www.ramtex.dk/iconedit/how-to-reduce-to-a-text-optimized-font-from-library.htm
https://www.ramtex.dk/iconedit/how-to-make-a-multi-language-font.htm
https://www.ramtex.dk/iconedit/how-to-make-a-text-optimized-font.htm

Middle Eastern texts are written from right to left (RtL) but stored in C-strings left to right (RtL). IconEdit
can find texts in C-strings, make fonts with presentation characters, and reverse the C-string texts for use
on normal displays.

https://www.ramtex.dk/iconedit/how-to-make-an-arabic-text-optimized-font.htm

4: South East Asian Fonts from Windows font

South East Asian texts are written as a combination of basic characters and diacritics that has to be
combined before they can be displayed. IconEdit can find texts in C-strings, make fonts with combined
characters and modify the C-string texts for use on normal displays.

https://www.ramtex.dk/iconedit/how-to-make-an-indian-text-optimized-font.htm

5: Emoji Fonts from Windows font

Emoji has 20-bit Unicode code points, but emojis in texts are written as a combination of two 16-bit
surrogate characters. IconEdit can find 20-bit pseudo code for emojis in C-strings, make fonts with the
emojis, and convert the 20-bit pseudo code to two 16-bit surrogate characters.

https://www.ramtex.dk/iconedit/how-to-make-an-emoji-text-optimized-font.htm

C: Data conversions

1: Convert C-string text to UTF-8 text

UTF-8 is a way to encode Unicode texts as 8-bit bytes instead of 16-bit words. UTF-8 has advantages in
some cases:

- Your texts are primarily latin characters (ASCII).
- Your old compiler does not understand 16-bit Unicode.

https://www.ramtex.dk/iconedit/how-to-make-an-utf-8-text.htm

2: How to Convert Images to C-Source code in Batch

The demo will show you how to convert all images of a certain type in a directory to c-souce code in
batch.

The conversion can be made from .BMP, .JPG, and .PNG images to many different color modes .

https://www.ramtex.dk/iconedit/how-to-batch-convert-images.htm
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https://www.ramtex.dk/iconedit/how-to-make-an-emoji-text-optimized-font.htm
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https://www.ramtex.dk/iconedit/how-to-batch-convert-images.htm

01: Quick Ways of Creating a Prototype Font in IconEdit

Basic Assumption: All examples in this manual assume that IconEdit is reset to factory defaults except
for continuations.

This chapter will show 4 fast ways to create a prototype font:

A: Create a Font for Europe and America from the start dialog box

B: Create a Font for a Language in the Language & Region Window

C: Open a Text or Text Catalogue File to Make a Font Directly

D: Create a Code Point Character List for the Font in the New Dialog Box

Other and more detailed descriptions and instructions follows in the “How to” chapters.

A: Create a Font for Europe and America from the start dialog box:
Press the Create New Multi Language Font for Europe & America button in the start dialog box:

Create Mew Mult Language FOMT for Europe & America

This makes a font directly:
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The small number above each character is the Unicode Code Point in hexadecimal notation. This value
will follow the image of the character during all editing, and eventually end up in the Code Point
Character List file that is associated with the symbol file when the font is saved.

Your Font is ready for saving....

El

Press the Save All As... button in the Main tool bar to save the data as European.c in the proper directory.
The Sym and Code Point Character List files are saved automatically.

B: Create a Font for a Language in the Language & Region Window:
To make a new font press the New Font or Symbol Group button in the Main Toolbar:
Or the Create New FONT or SYMBOL with More Options button in the start dialog box:

Create New FONT or SYMBOL with More Options

12



This opens the create dialog box:

Create New Symbol, Group or Font

Choose how characters or symbols should be organized and shown initially:

Symbol Type
% Font with Characters from MasterFont
™ Group of Symbols Filled With Background Colar

Choose a color format, either Black & White On & Off intensity with fully opaque colors or Intensity

Level semi transparent colors for smoothing of edges. This option is only available in the color version of

IconEdit.

Symbaol Color Defined by Intensity Level for Color Rendering
" 1Bit Black and White - On & Off Intensity - No Anti Alias
{¥ 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
"~ 4Bit Intensity Level - 16 Alpha Levels for Anti Alias
" 8 Bit Intensity Level - 256 Alpha Levels for Anti Alias

Press OK.
This creates a font with only one character.
Switch to the Language & Region window

Language & Region

Scroll down to a language for instance Greek

Georgian Huskhuri
German

Greek

Greelk Latin
Greek Poluytonic

ooood

Choose Greek in the tick box to create the characters necessary for Greek

Georgian Huskhuri
German

Greel

Greek Latin
Greelk Poluytonic

OooEOod

The font now looks like this:
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The small number above each character is the Unicode Code Point in hexadecimal notation. This value
will follow the image of the character during all editing, and eventually end up in the Code Point
Character List file that is associated with the symbol file when the font is saved.

Your Font is ready for saving....

]

Press the Save All As... button in the Main tool bar to save the data as Greek.c in the proper directory.
The Sym and Code Point Character List files are saved automatically.

C. Open a Text or Text Catalogue File to Make a Font Directly:

To make a new text optimized font to fit a text or text catalogue press the Open File button in the Main
Toolbar:

=
Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

Open the file ButtonText.cpp:

#define N _TEXT 4

#ifdef LATIN ALPHABET

wchar t szText[N TEXT]={L"Start",
L"Stop",
L"Pause",
L"Continue"
s

#elif CYRILLIC_ALPHABET

wchar t szText[N TEXT]={L"Crapt",
L"Cron",
L"IIay=za",
L"Tanee"
s

#endif

14



This in turn opens the create font dialog box:

Choose a color format, either Black & White On & Off intensity with fully opaque colors or Intensity
Level semi transparent colors for smoothing of edges. This last option is only available in the color
version of lconEdit.

Symbol Color Defined by Intensity Level for Color Rendering
" 1Bit Black and White - On & Off Intensity - No Anti Alias
¥ 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
" 4Bit Intensity Level - 15 Alpha Levels for Anti Alias
~ & Bit Intensity Level - 256 Alpha Levels for Anti Alias

Press OK.

The text or text catalogue is analyzed for all occurring characters either in the whole text or, in the case of
a C source code text catalogue, only the text inside the text strings to build a font. The resulting font then
gets an auto-generated name ButtonText_cpp.c:

aoz0 00432 0030 0032 005l 005 0052 00SE QOsF 0070 0072 0023 0074 0023 0414 041F 0421 04320 04335

C/P S aei no pr s t u lIIlCHal e

0437 043B 0432E 043F 0440 0442 0443

300 I p 1%

L

The small number above each character is the Unicode Code Point in hexadecimal notation. This value
will follow the image of the character during all editing, and eventually end up in the Code Point
Character List file that is associated with the symbol file when the font is saved.

When the font is created the text is shown with the new font in a separate window:

Start
Stop
Pause
Continue

Crapt
Crton

I1 ﬂ@iﬂ
aJaee

The blue marking makes it easier to trace the characters in the different windows.
15



Char 0x0443 Cyrillic
CYRILLIC SMALL LETTER U
Text Length 38

Mouse help identifies the character and shows how long the text string will be on the target display.

Your Font is ready for saving....

]

Press the Save All As... button in the Main tool bar to save the data as ButtonText_cpp.c in the proper
directory. The Sym and Code Point Character List files are saved automatically.

D: Create a Code Point Character List for a Font in the New Dialog Box:
To make a new font press the New Font or Symbol Group button in the Main Toolbar:

Or the Create New FONT or SYMBOL with More Options button in the start dialog box:

Create New FONT or SYMBOL with More Options

This opens the create dialog box:

Create New Symbol, Group or Font

Choose how characters or symbols should be organized and shown initially:

¥ Fontwith Characters from MasterFont

Symbaol Type
|V " Group of Symbals Filed With Background Color

Choose a color format, either Black & White On & Off intensity with fully opaque colors or Intensity
Level semi transparent colors for smoothing of edges. This last option is only available in the color
version of IconEdit.

Symbol Color Defined by Intensity Level for Color Rendering
" 1Bit Black and White - On & Off Intensity - No Anti Alias
¥ 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
" 4Bit Intensity Level - 15 Alpha Levels for Anti Alias
~ & Bit Intensity Level - 256 Alpha Levels for Anti Alias

Most applications need the Numbers and the basic Latin characters in the range from 0x20 to OX7E, this is
known as the ASCII range. To make them open the Character List dialog box:

Create a Character List for Font Directly |

16



Mark SPACE with a mouse click and mark the character range from SPACE to TILDE with a shift mouse
click on TILDE. The characters are highlighted in orange to indicate insert:
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Insert 95 Characters

Press OK.

The font now looks like this:
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The small number above each character is the Unicode Code Point in hexadecimal notation. This value
will follow the image of the character during all editing, and eventually end up in the Code Point
Character List file that is associated with the symbol file when the font is saved.

Your Font is ready for saving....

]

Press the Save All As... button in the Main tool bar to save the data as ASCII.c in the proper directory.
The Sym and Code Point Character List files are saved automatically.

E: Quality Improvement:

Such auto-generated fonts are usually sufficient in the development and debug phase of a project, but
before the first release of the project all characters should be checked for readability and harmony.

For options for quality improvement, adding languages or character sets and minimizing the ROM
footprint of the font see the chapters in the section How to Build Fonts from Scratch.
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02: Different Ways of Storing Data in IconEdit
A: How to Save your Work without a Valid Licence
1: Formats that Retain all Relevant Data

IconEdit can store data in any B&W or Color format in an IEF file Name.ief. IEF is a fast input/output
disk file format for temporary storage of symbol data. It contains the same information as the normal c-
sym-cp-pal file quad of the symbol data format, but in a much smaller proprietary format.

Several DataSets can be stored together in an IEP file ProjectName.iep. IEP is a container for all the
DataSets in a project, it has a general header for the project followed by a number of DataSets in IEF
format, all in one format for easy exchange of data with other members of a project group or for working
on several projects almost simultaneously.

Data stored in the IEF or IEP formats can later be converted to C-source code and other formats when
IconEdit is running under a valid licence.

B&W fonts and symbol groups can be stored as the classic font Glyph Bitmap Distribution Format
Name.bdf.

Small test fonts and symbol groups can be stored as C-source code in Name.c. The maximum number of
characters or symbols is 42, and the maximum size 42x42.

2. Save Formats that May Reduce or Change Information

Any B&W or Color format can be stored as a Windows bitmap Name.bmp, a JPG image Name.jpg, a
PNG image Name.png, or if it is small enough a Windows Icon Name.ico for use in illustrations or
presentations.

B: How to Save your Work with a Valid Licence
1: Formats that Retain all Relevant Data

IconEdit normally store data in any B&W or Color format in a set of 2 to 4 separate disk files: A header
file Name.c that defines the necessary data structures and includes the other files. There is always a pixel
data file Name.sym. Fonts usually have a Code Point Character List file Name.cp with Code Points for the
symbols defined in the sym file. Color files can have a palette file Name.pal with definitions of pixel
colors or tool colors. The files are all in ‘C’ source format and can be read by a text editor or included
directly in a ‘C’ source code for a program.

IconEdit can store data in any B&W or Color format in an IEF file Name.ief or an IEP project file
ProjectName.iep. The project files are meant for easy exchange of data with other members of a project
group or for working on several projects simultaneously. These formats are much smaller than all the
other input / output formats in IconEdit, but the data can only be read by the IconEdit program.

B&W font data can be saved as Binary Distribution File Name.bdf, this format can be read by most font
editors.
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B&W data can be saved as binary or ‘C’ files Name.bin or Name.h these formats can be configured to any
of 8 possible byte and bit orientations to fit most B&W displays.

2: Export Formats that May Reduce or Change Information

Any B&W or Color format can be stored as a Windows bitmap Name.bmp, a JPG image Name.jpg, a
PNG image Name.png, or if it is small enough a Windows Icon Name.ico for use in illustrations or
presentations.

The Code Points in a font can be stored as a Unicode text Name.txt for use in text editors or as Comma
Separated Values Name.csv for use in spreadsheets.

C: How to Work with Projects

IconEdit can store a number of DataSets in any mixture of B&W or Color formats in an IEP file
Name.iep. IEP is a fast input/output disk format, and all the DataSets are stored in one file. This is for use
in the beginning of a design project to keep the DataSets together and for exchanging data with other
members of a work group.

At a later stage of the design project when the symbols and fonts are included in source code files via the
Name.c header files the DataSets have to be stored in the Name.c Name.sym Name.cp Name.pal file quad.

IconEdit can automatically reload a number of files in any mix of formats known to IconEdit at program
start-up, and it can save all changes to the DataSets at program exit.

This reload is achieved with the File -> Reload Files at Startup option. IconEdit keeps a list of recent
files and opens them all at program start if the option is activated.

To make it possible to work on several design projects more or less simultaneously the recent files list can
be saved in a Name.rll file for later use. The command File -> Open All Files in a Previously Saved
Reload List... can prompt you for a file of the type Name.rll, activate the File -> Reload Files at Startup
option and restart IconEdit with the new list of reloadable files.

This means that you can switch between different groups of DataSets with a single command.
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03: Different Ways of Creating Fonts in IconEdit

Basic Assumption: All examples in this manual assume that lconEdit is reset to factory defaults except
for continuations.

To make a new font press the New Font or Symbol Group button in the Main Toolbar:

Or the Create New FONT or SYMBOL with More Options button in the start dialog box:

Create New FONT or SYMBOL with More Options

This opens the create dialog box:

Create New Symbol, Group or Font

Choose how characters or symbols should be organized and shown initially:

¥ Fontwith Characters from MasterFont

Symbaol Type
|V " Group of Symbals Filed With Background Color

From here there are several ways:

A: Create a Character List in the New Dialog Box:

The New dialog box has several ways of creating a Code Point Character List:

1: Create Manually:

Create a Character List for Font Directly |

One default character has already been selected, if more than one character is selected use:

Clear All Except Default Character |

This does not clear the default character.

Mark from SPACE to TILDE with the mouse. The characters are highlighted in orange to indicate insert:
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Press Insert:

Insert 95 Characters I

Press OK to leave the New dialog box with the Code Point Character List as Font.

Your Font is ready for saving.

2: Based on Existing Font:
Create Font by Import of a Code Point with a list of characters:

Import One Code Point Character List File |

Open NAME.cp and press Insert Characters.
Press OK to leave the New dialog box with the Code Point Character List as Font.

Your Font is ready for saving.

B: Language & Region Filters:

Press OK to leave the New dialog box with only the default character SPACE.

Warning: Language & Regions only works with Master Fonts according to the Unicode standard as
described at www.unicode.org. See the chapter How to Check that an Existing Font is According to
Unicode.

Press Language & Region Filters:

Language & Region

To enter language edit mode:



Press the tick-box for a language, for example Belarusian:

This highlights the chosen language and adds the missing characters. All the characters included in the
language are marked in yellow:

Your Font is ready for saving.
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C: Unicode Scripts & Symbols:

Press OK to leave the New dialog box with only the character SPACE.
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Warning: Scripts & Symbols only works with Master Fonts according to the Unicode standard as
described at www.unicode.org. See the chapter How to Check that an Existing Font is According to

Unicode.

Press Unicode Scripts & Symbols:

Fcripts & Eymbols

To enter Unicode edit mode:

Halfwidth And Fullwidth Forms
Halfwidth CJHK Punctuation
Halfwidth Hangul Jamo
Halfwidth Katakana
Halfwidth Eymbol Variants
Hangul Compatibility Jamo
Hangul Jamo

Hangul Jamo Extended A
Hangul Jamo Extended B
Hangul Jamo Halfwidth
Hangul Z2yllables Korean
Hanunoo

Hebhrew

Hebrew Presentation Forms
Hivragana

Ideographic Description Characters
IPA Extensions

Jamo Hangul

Jamo Hangul Compatibility
Jamo Extended A

Jamo Extended B

Jamo Halfwidth Hangul
Javanese

Hanbun

Kangxi Radicals

Hang¥i Radicals Eupplement
Kannada
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ooz0
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Press the tick-box for a script, for example Hiragana:

O Hiragana

This highlights the chosen script and adds all the characters in the script. All the characters included in the

script are marked in yellow:

Halfwidth And Fullwidth Forms
Halfwidth CJHK Punctuation
Halfwidth Hangul Jamo
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Halfwidth Eymbol Variants
Hangul Compatibility Jamo
Hangul Jamo

Hangul Jamo Extended A
Hangul Jamo Extended B
Hangul Jamo Halfwidth
Hangul Z2yllables Korean
Hanunoo

Hebhrew

Hebrew Presentation Forms
Hiragana

Ideographic Description Characters
IPA Extensions

Jamo Hangul

Jamo Hangul Compatibility
Jamo Extended A

Jamo Extended B

Jamo Halfwidth Hangul
Javanese

Hanbun
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Hang¥i Radicals Eupplement
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Your Font is ready for saving.

D: Read Text, Text Catalogue or Code Point Character List File as Marks:

This uses a file menu command that marks the characters in the font that are already present, and it adds
those that are not present in the font from the Master Font. You can build one single Font for any number
of input files by importing them one by one in any order.

Press OK to leave the New dialog box with only the character SPACE.

Change to Font Edit mode:
Font Edit

Fonts can either be made to fit one or more texts, only contain the actual texts in several text catalogues,
or based on the Code Point Character List of one or more existing fonts.

1: Font that Fits a Text:

This option interprets Files with the extension .txt.

Open a Unicode text such as Mkhedruli.txt with Text —>Import Text or Text Catalogue to Mark or
Create Characters:

19930900 oo [Togs]
1 sLEH®MbMIooL YOO

2 5bGOMBMBo0L OLEHMMOS

3 SLEHOMbMdool LogMomm 3690980 s GH9gMdobgdo
3.1 sLEGHOMbMToeo Md0YJEHJdO

3.2 sLEGHMMbMIoo bgarbsfymgdo

4 258mbhgboo sLiEMmMbmMIgo0

5 398mbhgboo JommM3zgwo sLEGHOMbMIgd0

6 SLGHOHMbMI0o sfgligdIEgdgdo

7 Jo6nmeo GgldLgdo 0bEHgMbg@EHTdo

Press Yes to Insert New Additional Characters.

The program finds all the different Basic Characters, Combined Characters and Presentation Forms
including non-displayable control characters, and marks the already present characters with green and the
newly added characters from the Master Font with grey:

oo0f 0000 0020 OO02E 0031 0032 0033 0034 0035 0036 003F 005B 005k 1000 1001 100e 1003 1004 1005

o 1020345 607 [ ]l 5 0 3 ©9 3

1007 1002 100 10DB 10DC 100D 10EQ 10E1 10EZ2 10EZ 10ES 10EF 10E2 10E2 10EA 10EC 10EE

»o md 6l @6 L &g g 9 B g GO

IconEdit automatically opens the Show Imported Text window so you can see how the text will look
with the new font:
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dLFuILF
(e
Text

Lgdgogdol Los [Eadsengs]
1 sLHHMBMBool EsBHando

2 >bFHHMBMmBoob oLGHmMod
3 sb@HmbBmIool LygHom 3bydgdo s BHyBHdobydo
3.1 >LHAHMBbMmIomero Mmdo)d@H)do

3.2 sLHHmbBmIomemo byembsfiymgdo

4 po0mAgbowo >LHMmmBmINdo

5 n38mBgbomo Jomorggemo sLBHHmbBmIngdo
6 >LHHMBmIomeo EsfigLgdmemgdgdo

7 Jarormemo MmqLm@Lgdo obBdn@mbgddo

Your Font is ready for saving.

2: Font that Fits a Text Catalogue:

This option interprets Files with the extensions .c .h .cpp and .cs.

Open the Unicode text catalogue Astronomy.cpp with Text -> Import Text or Text Catalogue to Mark

or Create Characters:

/I Disclaimer: These texts are only for demonstration of the principle
[l and may not make any sense to someone familiar with the language
#ifdef ARABIC

wchar_t szAstronomy_00[={L" a3 dralall i _a™};

wchar_t szAstronomy_01[={L" =505 cagadll Jiai"};

#elif THAI

wchar_t szAstronomy_00[]={L" ar=1esas aaimina"};

wchar_t szAstronomy_01[]={L" 3% arane areasi=d’'};

#endif

This opens the Choose Autogenerated Characters dialogbox:

Faont Genaration

[ Make Diaciitics az Separate Characters

¥ Combine Characters & Diacritics az Presentation Characters

Press OK.
Press Yes to Insert New Additional Characters.
The program finds all the different Basic Characters, Combined Characters and Presentation Forms

including non-displayable control characters inside the ‘C’ strings, and marks the already present
characters and symbols with green and the newly added characters from the Master Font with grey:
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Lo s el el g g e el
T e = N Gl ST e

Saa eSS

The texts in the strings are displayed automatically with the new font and a blue mark to identify the
characters individually:

9’!\;@%“}1
505D g e gl Jia

AN9FIRAST AdIVIINN
271 AN ANAATITH

(The text window can be closed with the Show Imported Text button)

Your Font is ready for saving.

3: Font that Fits a Code Point Character List:

This option interprets Files with the extension .cp.

Open the Code Point BelarussianASCII.cp with File —=>Import Code Point Character List to Mark or
Create Characters:

Press Yes to Insert New Additional Characters.
Change to Font Edit

The program marks the already present characters with green and the newly added characters from the
Master Font with grey:
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Your Font is ready for saving.

E: Paste Text as Font:

From a text editor such as Notepad or Word or from a Browser mark a text and copy it to the Clip Board
with <CtrI>C:

Tgrt og skyet vejr, men i lgbet af eftermiddagen opklaring.

In IconEdit press OK to leave the create box.

Change to Font Edit.

 Font Edit

Paste the text with <CtrI>V, and select Put All as Characters:

Put &l as Characters I

This generates a small Latin font including the necessary punctuation marks:

STl b al el £l gl LK 0 o o) pl xSty o

The text displayed automatically with the new font and blue marks to identify the characters individually:

Tﬁ't og skvet vejr, men i lﬁbet af eftermiddagen opklaring.

Your Font is ready for saving.
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F: Import Text or Text Catalogue File to Create a Text Optimized Font:

This file menu command does not operate on an already existing font, but create a new font based on the
Master Font.

The function can be accessed in two ways, either as a menu command with Text —>Import Text, Text
Catalogue to Create a Text Optimized Font or directly by opening a text file:

1: Plain Text with Diacritics generating Auto-generated Characters

This option interprets Files with the extension .txt.

Press the File Open button in the Main tool bar:

=
Open the Unicode text Thai.txt:

4 = o3 4
Sudeeieside thunuuuioisina
2 4
1 1ial504
2 AazAT
2.1 e
Y a
2.2 199
2.3 lvhs
2.4 1191831903290

< Yy o A o
!!ﬁz‘l’i']ﬂl‘l’iuéklﬂl‘u"m’ﬁ auaeluan

This opens the Create New Text Font dialog box:

Font Size and Mame faor C File
( Height | 24 | Thai_txt.c

In the color version of IconEdit there is an additional choice of Color Mode:

Symbaol Color Defined by Intensity Level for Color Rendering
" 1Bit Black and White - On & Off Intensity - No Anti Alias
¥ 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
"~ 4Bit Intensity Level - 16 Alpha Levels for Anti Alias
" 8 Bit Intensity Level - 256 Alpha Levels for Anti Alias

Press OK.

This opens the Choose Autogenerated Characters dialogbox:
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Fant Genaratian

[T Make Diacritics az Separate Characters

¥ Combine Characters & Diaciitics az Presentation Characters

Press OK, and IconEdit analyses the input for combinations of basic characters and diacritics and
generates the necessary Auto-generated Characters:

0008 0000 0020 002E 0021 0032 0022 0024 0EQL 0EQZ OEO4 OEQ? OEOQ2 OEOA OECE OEOD DE14 OE1S OEl& OE12 OE1R OEIC OELF

o1 2034 a1 a4 3 19 aa a o ul oA
OEZ21 OE22 DEZ3 OEZ3 DEZF DEZf OESE OESD OE30 OESZ OE40 OE41 QE42 EXO0 EXO1 EFOS EXOE EXO4 EXDS EFO6 EAOF EXO0S EXO2

w5 a e vwoal = v ou s d s EAds Edd
EZ04 EFOR EXOC EXOD EFOE EXOF

i W g 4 3 4
The text displayed automatically with the new font and blue marks to identify the characters individually:

Usudaaviladide iduwnuuuaniiea
1iimgaq

2 @mtns

PARERY IRt

2.2 1 wdia

2.3 g

2.4 131 esnsthn

uaphaviud laciunaunsdmilue

Your Font is ready for saving.

2: “C” Text Catalogue with Auto-generated Characters instead of Diacritics

This option interprets Files with the extensions .c .h .cpp and .cs.

Press the File Open button in the Main tool bar:

=
Open the Unicode text Astronomy.cpp:

/I Disclaimer: These texts are only for demonstration of the principle
/I and may not make any sense to someone familiar with the language
#ifdef ARABIC

wehar_t szAstronomy 00[]={L"\J3_)lus g Jacss dJiz "y

wchar_t szAstronomy 01[]={L"~&d 1oz see sl sl ;

#elif THAI

wchar_t szAstronomy_00[]={L"msmaas fedxine"};

wchar_t szAstronomy_01[]={L" e angnd aruaszi"};

#endif

This opens the Create New Font dialog box:
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Font Size and Mame for C File
’V Height I 24 I Astronomy _cpp.c

In the color version of IconEdit there is an additional choice of Color Mode:

Symbaol Color Defined by Intensity Level for Color Rendering
" 1Bit Black and White - On & Off Intensity - No Anti Alias
¥ 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
"~ 4Bit Intensity Level - 16 Alpha Levels for Anti Alias
" 8 Bit Intensity Level - 256 Alpha Levels for Anti Alias

Press OK.

This opens the Choose Autogenerated Characters dialogbox:

Fant Genaratian

[T Make Diaciitics az Separate Characters

¥ Combine Characters & Diaciitics az Presentation Characters

Press OK, and IconEdit analyses the input for combinations of basic characters and diacritics inside the

“C” strings and ignores the code. This generates a small Thai and Devanagari font including the necessary

Auto-generated Characters necessary for rendering the texts:

0020 060C 023 0627 0828 0622 0628 062C 052F 0831 0833 0635 0543 0544 0645 0546 0545 0544 OED1 OEO4 OEDA OE14 OE1S OELS

M *

L - -
s R T 3 T I | = T
OE2Z OEEZ OEZ4 QEZX QEZES OEZZ OE2A OEEE OEZD OEZ0 OE3Z OE40 EX00 EX0O1 EXOE EXOZ EFO4 EPOS FESZ E‘EE"I- FE2C FEAD FEAA FERE

i F= o F=y o Iy &
N 3 I T I A 1 71 g | T R 1 T 1 AR FET R R B I
FEB3 FECC FEDB FEDC FEDE FEDF FEEQ FEEL1 FEEZ FEE4 FEES FEEE FEF4 I__:EFE

T b

~4N=R SO SO T T N A A -

I

The texts in the strings are displayed automatically with the new font and a blue mark to identify the
characters individually:

P‘-@ w ;H'IJL"
28 550 9 wa ganid Ja

@13eaas daimingn
¥ A1y @1NAIIZH

Your Font is ready for saving.

3: Make a New Font Based on an Existing a Code Point Character List:

This option interprets Files with the extension .cp.
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Press the File Open button in the Main tool bar:

=]
Open the Code Point Character List AZ09.cp:

This opens the Create New Font dialog box:

Font Size and Mame for C File
( Height | 13 | 4209 _cp.c

Press OK. This creates a new font:

0112 3 415 67 8

INJEKILIMINIOPLQ

Your Font is ready for saving.
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04: How to Build Fonts from Scratch

All examples in this manual assume that IconEdit is reset to factory defaults except for continuations.

We recommend filling the character symbols with auto-generated characters from a Master Font as a
guideline:

¥ Font with Characters from MasterFont

Symbol Type
|V ™ Group of Symbols Filled With Background Color

Such auto-generated fonts are usually sufficient for the development and debug phase of a project, but
before the first release of the project all characters should be checked for readability and harmony. The
characters can usually be edited on the font or script level by changing the Thickness and Relative Width
settings for the Master Font so the characters can be used as they are without much individual editing.

A: How to Draw a Black & White ASCII Font with 95 Characters

To make a new font press the New Font or Symbol Group button in the Main Toolbar:

Or the Create New FONT or SYMBOL with More Options button in the start dialog box:

Create New FONT or SYMBOL with More Options

This opens the create dialog box:

Create New Symbol, Group or Fo

Choose how characters or symbols should be organized and shown initially:

¥ Font with Characters from MasterFont

Symbol Type
|V ™ Group of Symbols Filled With Background Colar

Choose a color format, here Black & White. This option is only available in the color version of IconEdit:

Symbaol Color Defined by Intensity Level for Color Rendering
¥ 1Eit Black and White - On & Off Intensity - No Anti Alias
" 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
"~ 4Bit Intensity Level - 16 Alpha Levels for Anti Alias
" 8 Bit Intensity Level - 256 Alpha Levels for Anti Alias

Choose a master font, in this example a TrueType or OpenType vector font already installed in Windows:

The exact text on the Master Font buttons may vary depending on the operating system version and prior
settings in IconEdit.
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Master Font Times Mew Roman 32 Bold |

First, select a Windows font either from the Recent list or pick a new Windows font:

—Internal & Recent Windows Fonts —

ASCII 20

Batch 32
ButtonText_cpp 20
Ernoji_cpp 32
Thai_cpp 32
Thai_txt 20

W Arial

W Calibri

YW Consolas

W Courier Mew

W Georgia

W Impact

W Lucida Console
W Palatino Linotype
W Tahoma

Zap Recent Windows Fonts List

Pick a Windows Font

Import Font from Disk

If the recent fonts are not ideal, pick another Windows font as this example shows:

Pick @ Windows Font

This opens the Windows font picker, the appearance of which is depends greatly on the Windows version,
Windows native language, what kind of foreign language support is installed, and any additional non-
Windows fonts added later.

Fill in the 3 top fields to choose for example Palatino Bold and 24. The last field is the height of the
whole Character including top and bottom white space. This number will be the height of the each symbol
in pixels.

Palatino Linotype Bold 24

Press OK.

Confirm chosen Windows font:

W Palatino Linotype

Ok Palatino Linotype 24 Bold

The displayable ASCII characters range from 0x20 to OX7E. Open the Character List dialog box:

Create a Character List for Font Directly |
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One or more characters in addition to the default character may already selected, so:

Clear All Except Default Character |

This does not delete the default character that is used when a character is not present in the font.
Mark from SPACE to TILDE with the mouse. The characters are highlighted in orange to indicate insert:

ri1t']1-=0 24+ RELATNRLL{ T}«

P "B f%& () 5+, -./0D123456780: ;==8z1
EABCDEFGHI ] KLMNOPORSTUVWEXYZE[ } 1 &
"abecdefghi jkl muoppqrstuvwxyz{ |} =10
pooonD oonoooooDoonooDoDooDoOONOoOOOOOOOod
[ CEn ¥ §" @2 «na-®- 7223 uqs , ! o lalalsy

AAAAAAFECEEEEIIII PNOOOOO=OUUUUYPR L

nnnnnn FEY

adddiaamceééédilildnoodooTenniiunypi

Press Insert:

Insert 95 Characters I

Give the font a name, only valid ‘C’ names are valid here and the extension should not be changed:

—File Mames

Mame for C File | ASCILc

™| System Palette Fle Mame | ASCILpa

Directory I Cr\Fonts), Browse |

The name of the Code Point Character List file is automatically added.
Press OK.

To better view the font, use Change Zoom:

+|:2
—iz

Make the picture smaller or bigger with the + - /2 *2 button.

The font now looks like this:
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4
B
P
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o

The small number above each character is the Unicode Code Point. This value will follow the image of
the character during all editing, and eventually end up in the Code Point Character List file that is
associated with the symbol file when the font is saved.

Modification at character level can be done in this edit mode.

To change the numbers in the font to italics first change the master font press MasterFont:

To enter the master font dialog box:

Press ltalics:

" Regular  SemiBold ¢ Bold [V Italics

OK  Palatino Linotype 24 Bold Italics

Mark the numbers with the mouse in normal text editor style:

The Redraw Characters now has a green frame to indicate that only the marked characters will be
redrawn, press it to redraw the marked characters:

o]

New numbers are drawn and the markings are now grey to indicate new characters:
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002203451l 7l sl

The width of the font is auto-generated to have room to draw any character in the master font.

To remove surplus unused pixels press Resize All Symbols:

The smallest symbol size that can contain the largest character is suggested:

rew Symbal Size

Te sl v [= sl

{* Copy Pixel to Pixel
i~ Copy Pixel to Pixel BUT Squeeze Oversize Characters

[™ There are 5 Empty Top Rows - Remove 5
[T There are 0 Empty Bottom Rows - Remove i

" Siretch or Sgueeze to fit Mew Size
¥ | Interpolate Colors with LowPass Filer
r Keep Aspect Ratio

Press OK to reduce the font to its minimum size:

CHm e

&
5
J
\
n

& f— i i
MR [l =
S B i
R E g EA R+
VBRI AN N
Soat - pl Ba- 0 B AN
I LY N .
E LR AU e By
ERL Y=y iy

Your Font is ready for saving....

36



Press the Save All As... button in the Main tool bar to save the data as ASCII.c in the proper directory.
The Sym and Code Point Character List files with the corresponding glyphs and Code Points are saved
automatically.

1: How to Add a Foreign Language to an Existing Font

This example is a continuation and uses the font and settings of the previous example.

Warning: Language & Region filters are probabilistic in nature; they contain the characters normally
associated with a Language or a Region, but they may not cover technical terms, foreign words or names.
This will do fine during development, but before release, when all the texts in the project are defined, the
font should be checked with the function: Text -> Import Text or Text Catalogue to Mark or Create
Characters...

Warning: Language & Region only works with Master Fonts according to the Unicode standard as
described at www.unicode.org. See the chapter How to Check that an Existing Font is According to
Unicode.

Press Language & Region Filters:

Language & Region

To enter language edit mode:

O Albanian & 0020 0021 0022 0023 0024 0025 0026 Q027 0028 0029 0024 002B O02C A020 O02E A02F 0030

O Amexrican T [} " 0 ' *

O American ASCII . # 5 % & () H , - . 0

O Arabic 0031 0032 0033 0034 0035 0036 0037 0038 0032 0034 0038 003C 0030 003E OO3F 0040 0041

O Armenian —

O Pt mAnlAe r 2 3 4 5 06 7 8 9 : : < = > 1 @ A

O Azexri Latin 0042 0043 0044 0045 0046 0047 0042 0042 0044 0048 004C 0040 O04E OO4F 0050 0051 0052
B 1 B 1i s

3 Toele Dl B CDETFGHI J KL MNO P QR

O Belgian 0053 0054 0055 0056 0057 0058 0059 0054 0058 005C 0050 00SE 0OSF 00s0 00&1 O0s2 Q083

O Bosnian Curillic S T U ‘,T WX Y Z [ ll'l. ] I ~ a b C

O Bosnian Latin -_

O Brasilian 0054 0055 0055 0057 0053 00&9 0064 D0&R 00&C 00&0 O0&E D0&F O0F0 0071 0072 0073 0024

O Bulgarian Curillic d e f g h i j k l m n o P q T % t

O Bulgarian Latin

O Burmese 0075 0075 0077 0078 0073 0074 007. 007C 0070 00FE

O Canadian v W X y 7z { | } —

O Chinese Bopomofo

O Chinese Eimple 1

O Chinese Eimple 2

O Chinese Eimple 3

O Chinese Traditional

O Croatian

O Danish

O Dari Farsi

O Bodo Devanagari

M Dutch ﬂ

Upon entry to Language & Region edit mode, the present font is already marked to avoid accidental
erasure of existing symbols in this edit mode:

EH ASCII

Warning: If this is un-ticked and no other filter is chosen by a tick, all characters except the default
character are marked for delete.

The default character is marked by highlighting the number in cyan, and the languages already included in
the font are highlighted in white.
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Press the tick box for a language, for example Belarusian:

O Belarussian

This highlights the chosen language and adds the missing characters:

O flbanian « o020 00210022 0022 0024 0025 0026 0027 00250029 0024 002E 002C 0020 002E 002F 0020w

O american = " o ’ * T

O aAmerican ASCII ! # $ "fu & { } + r B . -'III ﬂ

0O fArabic 0021 0022 0032 0024 0025 0036 0027 0032 0039 0024 0028 002C 0030 O0ZE 003F 0040 0041

O Armenian . . = g

Q armenian 1 2 3 45 6 7809 : : <=7 e A

0 Azeri Latin 0042 0043 0044 0045 0046 0047 0045 0043 0044 O04E 004C 0040 004E 004F 0050 0051 0052

O Bangla Bengali b

O Bangla Beng B CCDEF GHI J KL MNOFP QR

O Belgian 0052 0054 0055 0056 0057 0058 0059 0054 005E 005C 0050 00SE O0SF 0050 00&1 0052 O0&63

O Bosnian Cuyrillic SSTIU VWX Y Z [ V1 A ] abc

O Bosnian Latin —

O BErasilian 00E4 0065 0066 0067 0068 0069 0064 ODSE 00SC 005D O0SE O06F 0070 0071 0072 0073 0074

O Bulgarian Curillic d e f g hi ji kKl mn o p q r s t

O Bulgayian Latin

O Burmese 0075 0076 0077 0078 0073 0074 007E 00PC 0070 O0PE 0401 0406 040E 0410 0411 0412 0413

T Etrmen Fenemes vl wxl vy z { ||}~ ETI Y AGBBTI
inese oMot O

O Chinese Simple 1 E4§15041603417%19§mEIBD;}EEDEE;EEF};ED?‘EI I:;TEEE:;EEE4;ES

O Chinese Eimple 2 )_ﬂ n .

O Chinese Zimple 3 D426 0427 0428 0428 042C 0420 042E O42F 0430 0431 0422 0432 0434 0435 0436 0437 0439

O Chinese Traditional H II _B 3 }I 6 ﬂ

O Croatian I Bl IO F' ¢ 7 e & 3 o0

O Danish . 0424 0438 043C 0430 043E 043F 0440 0441 0442 0442 0444 0445 0445 0447 0442 0448 0440

O Dari Farsi ¢

0O Bodo Devanagari x A W N B Mmoo X W W O T

M Dutch ﬂmm S EETS epe ey = m.:.-g., Y ﬂ

The language tick box is highlighted in green and the language and the new characters are marked in
yellow; the tick box can be used for removing the language again.

Switch back to Font Edit mode to check:

0020 0021 0022 0023 0024 0025 0026 0027 0023 0023 0024 0028 O02C 0020 OD2E O02F 0030 0031 0032 0033 0034 0035 0036 0037 0032 0033

s % & () Ty, - e 223 45 6 789

0034 0038 00ZC 0030 O0ZE O03F 0040 0041 0042 0043 0044 0045 0045 0047 0042 0043 0044 0048 004C 0040 O04E O0O4F 0050 0051 0052 0053

: 5 < = > 1 e AB CDETFGHI J KL MNOP QRS

0054 0055 0056 0057 00528 0059 0054 00SE 00SC 005D 00SE 0OSF 00c0 0081 0D&2 0053 0064 0065 0086 O0&F 0052 00659 00&A O0SE O0EC O0SD

TUVIWX Y Z [ V] * 7 abcde f g hi j k1l m

O0SE OO&F 0070 0071 0072 0073 0074 0075 0076 0027 0073 0029 0078 00FB ODPC 0070 O0FE 0401 0406 O40E 0410 0411 0412 0413 0414 0415

nopqrstuvwxyz{|}~EI}?AEBI,JE

041 0417 0413 0414 0418 041C 0410 041E 041F 0420 0421 D422 0423 0424 0425 0426 0427 0422 0428 0420 0420 042E 042F 0430 0431 0432

K3 HKAIMHOIDPCTY X OY INENE 2 FOF a 6

0433 0434 0435 0436 0437 0433 0434 0438 043C 0420 043E 043F 0440 0441 0442 0443 0444 0445 0446 0447 0443 0448 0440 0440 044E O44F

2 0 e w3 i K A M H o B Pp o owmy PoX o U s I H =
0451 0456 045E 2116

¢ 1 p At

To remove surplus unused pixels press Resize All Symbols:

ht

The smallest symbol size that can contain the largest character is suggested. Select Copy Pixel to Pixel.

Press OK to reduce the font to its minimum size.

Your Font is ready for saving....
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]

Press the Save All As... button in the Main tool bar to save the data as BelarussianASCII.c in the proper
directory. The Sym and Code Point Character List files are saved automatically.

2: How to Check that an Existing Font is According to Unicode

This example is a continuation and uses the font and settings of the previous example.

Press MasterFont button:

F

Check that the Master Font is a Unicode Windows font:

W Palatino Linoty]

It is not important which Windows Master Font it is as long as it is Unicode and the font actually has
defined the characters you want to check.

Press OK.

Press Compare Symbols: Show Symbols in Actual Size:

Press again as Compare Symbols: Show Symbols and Master Font Together:

This opens a window for comparing the existing font on the top row with the Master Font on the bottom
row:

@ AB CDEF GHI J KLEMNOPQRSTUVWXYZ[
@ ABCDEF GHI JFKIMNOPQRS TUVWXYZ[ T

Scroll through the whole font with the mouse and check that the top and bottom glyph represent the same
character.

3: How to Squeeze and Mono-Space an existing Font Manually

This example is a continuation and uses the font and settings of the previous example.
In some applications it is preferable that all characters have the same width, it simplifies the calculation of

string lengths and reduces flicker when strings are changed. In addition mono-space fonts usually require
less memory space because the widest characters are squeezed somewhat.
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For Black & White fonts we recommend that squeezing is done for one character at a time with the
Squeeze or Stretch Character with Mouse in Character Edit mode to keep track on the deformation of
the characters whereas squeezing of Grey fonts can normally be done safely for the whole font as one
operation in Font Edit mode with the use of Squeeze Oversize Characters in the Resize All Symbols
function.

These two methods are described in chapter 04.A.3 and 05.C.1 respectively.

In this example we will squeeze the B&W font BelarussianASCII.c from 23x24 to 16x24.

First select all characters with the Mark All Symbols button:

a b
e d
Then leftset all characters with the Leftset Character button:

Bl

Change to Character Edit by right click on the letter A to make a reference frame 16x24.

Use Place Drawing Reference Frame to make a 16x24 frame for future reference, Show Drawing
Reference Frame is automatically activated:

ey

Catch the lower left corner of the frame with the mouse and move it to Frame 16x24:

40



The reference frame is now visible and the character is within the frame:

Disable the Place Reference Frame by pressing it again, or by activating another tool such as Draw
Pixels:

&[]

To see the reference frame for many characters press the Show Symbols in Actual Size and Show
Symbols and Master Font for Comparison buttons if the functions are not already active. The reference
frame is now shown on all symbols:

elAlBl Dl ELE] Gl I I T L TMINTofiPliol RIS T ul v i v Z R0l

@ ABCDEFGHI KL MNOPQRS TUVWXY £ ' [
This provides a quick check to see if any of the symbols are outside the frame.

To find the largest of the characters that is larger than the frame click Get Biggest Character:

B

This shows the four extremes of the glyphs and the widest character, click the button for Right:

Right 22 in Char 0x0428 |

Activate the Squeeze or Stretch Character with Mouse tool:

By

Click on the lower right corner and move the cursor left until the symbol is inside the frame:
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Repeat this procedure until all characters are inside the frame.

In case of italics characters it is acceptable that the glyph takes up the whole width of the symbol, but if
there are vertical lines at the right side of the glyph there should be at least one empty column:

When all glyphs are inside the frame change to Font Edit by a right click on the symbol:

To remove surplus unused pixels press Resize All Symbols:

The smallest symbol size that can contain the largest character is suggested. Select X = 16 and Copy Pixel
to Pixel. Press OK to reduce the font to the reference frame size:
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’CIEIEEI 0021 0022 0023 0024 0025 0026 0027 0023 0023 0024 O02B 002C 0020 O02E QD2F 0030 0031 0032 0033 00324 0035 0036 0037 0038 0033

Tt s % & ()Y Ly, e 23 45 6 7 89

0034 00ZR 003C 0020 00ZE O03F 0040 0041 0042 0043 0044 00435 0046 0047 0042 0045 0044 0048 004C 0040 0D4E O04F 0050 0051 0052 0053

: ;o< = > T e AB CDETFGHI J] KL MNOTP QR 5

0054 0035 0096 0057 0058 0059 0054 00SE 00SC 0050 00SE O0SF 00e0 001 0082 0063 0054 0065 0065 O0&F 0088 0052 0068 O0SE O0SC D0ED

TTUV WX Y ZI[] I N 7 abcdef g hij k1 m

00eE O08F O0F0 0071 0072 0023 0024 0075 0076 0077 0078 0079 007 00FR 00FC 0070 00FE 0401 0406 O40E 04100411 0412 04132 0414 04135

nopqrstuvwxyz{l}~EI}?AEBI,JE

041c 0417 0415 0414 0418 041C 0410 041E 041F 0420 D421 0422 0423 0424 04235 0426 0427 0428 0428 0420 0420 042E 042F 0430 0431 0432

SEIKJMHOHPCTytﬁXH![IHHLBIO}IaEs

0433 0434 0435 04326 0427 0439 0438 0438 0430 0430 043E 043F 0440 0441 0442 0443 0444 0445 0446 0447 0448 0448 0440 0440 044E D44F

2 D e w3 di K A M H o 6w op o moy Plx w o uowm s 3 W=
0451 0456 045E 2116

¢ 1 i M
The Squeezed Font is ready for saving....

El

Press the Save All As... button in the Main tool bar to save the data as BelarussianASCII_S.c in the
proper directory. The Sym and Code Point Character List files are saved automatically.

To make a mono-space font select all characters with the Mark All Symbols button:

a b
c d

Then mono-space all characters with the Monospace and Center Character button:

0020 0021 0022 0023 0024 0025 0026 0027 0022 0029 0024 O02B 002C 0020 002E 002F 0030 0021 0032 0033 0034 0035 0036 0037 0038 0022

T s % & T () - 0 X 203 4 5 06 7 89

0034 00ZR 003C 0020 00ZE O03F 0040 0041 0042 0043 0044 00435 0046 0047 0042 0045 0044 0048 004C 0040 00D4E O04F 0050 0051 0052 0053

1 ;3 < = >»1Te@e ABCDETFGHI JKLMNOTPOQIRS

0054 0055 0056 0057 0058 0059 0054 005E 00SC 0050 00SE O0SF 00e0 001 0082 0063 0054 0065 0065 O0SF 0088 0052 0068 O0SE O0SC D0ED

TUVWXYZI [ v1 * _ "~ abocdef ghij kl1lm

00eE O0&F 0070 0071 0072 0023 0074 0075 0076 0077 0078 0072 007 007 00FC 0070 00FE 0401 0406 040E 04100411 0412 0413 0414 04135

nopqrstuvwxyz{l}~EI}?AEBI,JE

041c 0417 0415 0414 0418 041C 0410 041E 041F 0420 D421 0422 0423 0424 04235 0426 0427 0428 0428 0420 0420 042E 042F 0430 0431 0432

SEIKJMHOHPCTYtDXHUIHHLBIOHa66

0433 0434 0435 0436 0437 0439 0438 0438 0430 0430 043E 043F 0440 0441 0442 0443 0444 0445 0446 0447 0448 0448 0440 0440 044E D44F

: O e w 3 i K A M H OB P ¢ m Yy X W UM T I R
0451 0456 045E 2116

é 3 9 M
The mono-spaced font is ready for saving....

El

Press the Save All As... button in the Main tool bar to save the data as BelarussianASCII_M.c in the
proper directory. The Sym and Code Point Character List files are saved automatically.
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B: How to Draw a Grey Alpha Level Font with Greek Anti-Aliased Characters

This example applies only to the color version of IconEdit.

1: How Many Bits per Pixel are Really Necessary

The first thing to decide is how many bits to use per pixel.

Below are a Times New Roman font in sizes 18 and 32 drawn with 1 bit per pixel black and white and 2,
4 and 8 bits per pixel grey alpha levels, all of which are made by the Windows rendering engine.

These engines are slightly different on different versions of Windows, XP makes 16 shades, Windows
Vista, 7 and 8 makes 64 shades, and Windows 10 makes 80 shades, but even 4 shades are usually enough
to make the text look smooth.

The difference for the grey resolutions seems important if the characters are blown up:

@ABCabc
wABCabc
wWABCabc
WABCabc

@ABCabc
@ABCabc
@ABCabc
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@ABCabc

But when shown in actual size, the different sizes of grey anti aliased texts are difficult to tell apart:

@ABCabc
@ABCabc
@ABCabc
@ABCabc

@ABCabc
@ABCabc
@ABCabc
@ABCabc

To limit the amount of memory needed to store the font, 2 bits per pixel will be used, because it is usually
sufficient.

2: How to Make a Grey Alpha Level Font
To make a new font press the New Font or Symbol Group button in the Main Toolbar:
Or the Create New FONT or SYMBOL with More Options button in the start dialog box:

Create New FONT or SYMBOL with More Options

This opens the create dialog box:
Create New Symbol, Group o

Choose how characters or symbols should be organized and shown initially:

¥ Fontwith Characters from MasterFont

Symbaol Type
|V " Group of Symbals Filed With Background Color

Choose a color format:
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Symbol Color Defined by Intensity Level for Color Rendering
" 1Bit Black and White - On & Off Intensity - No Anti Alias
¥ 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
" 4Bit Intensity Level - 15 Alpha Levels for Anti Alias
~ & Bit Intensity Level - 256 Alpha Levels for Anti Alias

Choose a master font, in this example a font already installed in Windows:

The exact text on the Master Font buttons may vary depending on the operating system version and prior

settings in IconEdit.

Master Font Palatino Linotype 32 Bold

First, select a Windows font either from the Recent list or pick a new Windows font:

—Internal & Recent Windows Fonts —

ASCIT 20

Batch 32
ButtonText_cpp 20
Emaji_cpp 32
Thai_cpp 32

Thai_txt 20

W Arial

W Calibri

W Consolas

W Courier New

W Georgia

W Impact

W Lucida Console

W Tahoma

W Times Mew Roman
Zap Recent Windows Fonts List

Pick a Windows Font

Impart Font from Disk

If the recent fonts are not ideal, pick another Windows font as this example shows:

Pick a Windows Font

This opens the Windows font picker, the appearance of which is depends greatly on the Windows version,

Windows native language, what kind of foreign language support is installed, and any additional non-

Windows fonts added later.

Fill in the 3 top fields to choose for example Arial Regular and 24. The last field is height of the whole
Character including top and bottom white space. This number is the height of each symbol in pixels.

Arial Regular 24

Press OK.

Confirm chosen Windows font:
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W Arial

This is a grey tone vector font, and the conversion to grey with limited resolution can be fine trimmed.
Choose the conversion:

Font Height Contemal [32 @ window [24

Adjust the thickness of the edge of the character until the connectivity is OK.

Characters with diagonal lines like / @ A W are usually the most critical.

Light Relative Edge Pixel value 127%: Press for 100% | Dark

o [ ol

Or turn off Zoom to see several characters.

ANMN = O T
P 2 T Y o
X Y01 Y 4
E N i U a p
y & ¢ { n ©
I K A M VvV £
Press OK.

QK Arial 24 Bold

The displayable Greek characters range from 0x386 to 0x3CE.
Open the Character List dialog box:

Create a Character List for Font Directly |

One or more characters in addition to the default character may already selected, so:

Clear All Except Default Character |

This does not delete the default character that is used when a character is not present in the font.

Select SPACE 0x20 and scroll to page 03xx, select 0x0386 to 0xO3CE with Ctrl + mouse:
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Insert.

Press

Insert 74 Characters

Press OK.

The font now looks like this

i ioiF
M0 g5 Of-
L ECFfurd-
1 OfCl >
CiEllgwi o8:

Pl =4 -1
=) 5 s
Op<<t—3
4[] 1)
-"."-mﬁ
Ti®i<irr
WiT 08w
SN E - 310

The characters 0x38B, 0x38D and 0x3A2 are undefined. Mark with control + mouse click:

Lg ioikE
Mi0§:oE Of-
<C i f—fwrl-
10O >
CiEllgwi o8
Pl 4 E-1 B
=] 5

Ofr<<ga—3_
_iX¥iCGiD
-H."-mﬁ
LTi®i<grr
WiTiOF w
SN E 1O

Delete the marked characters:
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T imiMi]
N F< E i[>
qiof<im

To remove surplus unused pixels press Resize All Symbols:

The smallest symbol size that can contain the largest character is suggested. Select Copy Pixel to Pixel.
Press OK to reduce the font to its minimum size.

Your Font is ready for saving....

Press the Save All As... button in the Main tool bar to save the data in the proper directory. The Sym and
Code Point Character List files are saved automatically with the .c file.

3: How to Make a Semi Transparent Alpha Level Font

This is a continuation of the previous example.
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In order to get a reasonable grey-tone resolution the number of alpha level should be higher, press Modify

Grey Anti Alias Font:

Change to 4 bit resolution:

—Symbol Color Defined by Intensity Level for Color Rendering
" 1Bit Black and White - On & Off Intensity - No Anti Alias
" 2Bit Intensity Level - 4 Alpha Levels for Anti Alias

¥ 4Bit Intensity Level - 15 Alpha Levels for Anti Alias

~ & Bit Intensity Level - 256 Alpha Levels for Anti Alias

I | Maximize Contrast bebween Tool and Backaround Golor

Set a rendering color for local use to show the transparency, this color has no influence on how the font
can be displayed on the target display:

Rendering Color |

Click on the color circle to get a color:

Press OK.

Use the rendering color:

¥ Show Rendering Color Rendering Color I -

Press OK.

The font look is unchanged, but it is now shown in color on a chequered background:
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Activate the tool color palette:

=
LRI T T TR T Tl (e (e Tl e e e e [ ¥

The top half of the buttons show the rendering color, the bottom half shows the degree of transparency the
tool color represents.

Choose a transparency level:

LI T0 T T T T T T e Tl T ([l e ]

Mark All Symbols for redrawing:

Redraw Characters with the new tool color:

The font is now semitransparent:
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Your Font is ready for saving....

Press the Save All As... button in the Main tool bar to save the data in the proper directory. The Sym and
Code Point Character List files are saved automatically with the .c file.
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C: How to Draw a Color Font with Emojis

This example applies only to the color version of IconEdit.

Normally fonts only require a foreground and a background color and should be created with one of the
Intensity Level formats for color rendering at runtime, but if more colors are required for the characters
the font should be created with the rendering colors already in the font.

Warning: Emojis and other high plane characters are only supported on Windows version 8 and newer.

To make a new color font press the New Font or Symbol Group button in the Main Toolbar:

b

Or the Create New FONT or SYMBOL with More Options button in the start dialog box:

Create New FONT or SYMBOL with More Options

This opens the create dialog box:

Create New Symbol, Group or Font

Choose how characters or symbols should be organized and shown initially:

¥ Fontwith Characters from MasterFont

Symbaol Type
|V " Group of Symbals Filed With Background Color

Choose a master font, in this example a font already installed in Windows:

Master Font Times Mew Roman 24 Bold |

First, select a Windows font either from the Recent list or pick a new Windows font:
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—Internal & Recent Windows Fonts —

ASCII 20

Batch 32
ButtonText_cpp 20
Emaji_cpp 32
new_1124
Thai_cpp 32
Thai_txt 20

W Arial

W Calibri

W Consolas

W Courier Mew

W Georgia

W Impact

W Lucida Console
W Palatino Linotype
W Tahoma

Zap Recent Windows Fonts List

Pick a Windows Font

Impart Font from Disk

If the recent fonts are not ideal, pick another Windows font as this example shows:

Pick a Windows Font

This opens the Windows font picker, the appearance of which is depends greatly on the Windows version,
Windows native language, what kind of foreign language support is installed, and any additional non-
Windows fonts added later.

Fill in the 3 top fields to choose for example Palatino Bold and 32. The last field is the height of the
whole Character including top and bottom white space. This is the height of each symbol in pixels.

Palatino Linotype Bold 32

Press OK.

Confirm chosen Windows font:

This is a grey-tone vector font, and the conversion to grey levels can be fine trimmed.

Choose the conversion:
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Light Relative Edge Pixel Value 100%: Press for 100%: | Dark

| = |

Grey Contrast @ 0%  25% © S0% ¢ 75% { 100%

Marrow Relative Width 100%: Press for 100%G
K| 1 |

" Regular  SemiBold ©* Bold [ Itglics [ Extra Smooth

Wide

Press OK.

The New dialog box has several color modes, for anti alias with colors use 32 Bit ARGB and without anti

alias use 4 Bit Color Palette to save memory space:

Choose a color mode:

—Symbol Color Defined by Pointer to Palette Color
" 2Bit Grey Tone Palette - 4 Grey Tones
" 4Bit Grey Tone Palette - 18 Grey Tones
" 2Eit Grey Tone Palette - 256 Grey Tones
" 2 Bit Color Palette - 4 Colors
% 48t Color Palette - 16 Colors
" 8 Bit Color Palette - 256 Colors

Enable On Off Transparency and select the single transparent color;

¥ Use on Off Transparency  Transparent Colar |

Press light grey:

¥ Usze On Off Transparency  Transparent Color

Do the same for background:

Background Color |

e

Colors

Tool Color | - Background Cl:nll:url

¥ Use on Off Transparency  Transparent Color |

The Emoji are in the ranges 0x1F300 to 0x1F6FF and Ox1F900 to Ox1F9FF.
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From here we will explore two options, a few emojis without anti aliasing in the private area and the
whole range of faces with anti alias in the high plane.

1: Two emojis without anti alias in private area

Open the Character List dialog box:

Create a Character List for Font Directly |

One or more characters in addition to the default character may already selected, so:

Clear All Except Default Character |

This does not delete the default character that is used when a character is not present in the font.

% Plane 0 - Living Languages  Plane 1 - Emojis & Andent Scripts © Plane 2-CJK " Plane 3 -CIK

Change to Plane 1

{” Plane O - Living Languages * Plane 1 - Emojis & Andent Scripts © Plane 2-CJK " Plane 3 -CIK
Scroll to F6xx and use the Ctrl and mouse to select 0x1F603 and 0x1F60D:

SeSS55eBEooeTEaseoee00desloreaesssd
S8800T0CLLLEReleledaoeEfeunENEEE
Ber v+ SELS800RHCEHY v b v bbb b b bbb bbb
P LY
FraiWsc 0GR 3 e 0 O o s T o ) o ) o ol o 55 0 oy o
miasaT] HAF Q2040 0xRi<42 OHEOE : ¥ ¥
= Ty T A RO O A A A A A A A A A RO PSR AprAgE A S
P LY

Press Insert 2 Characters.

Keep the default size 32

"5yml:uzul Size

X |32 Y |32 Characters in Font [ 2

Press OK to create the font.

Press Show CheckerBoard to show the transparent areas:

The font is now a 4 Bit palette font with transparent background:
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EZ00 E-01

SIS

In the 16 bit version of IconEdit the two emoji are relocated automatically to the Unicode private area to
stay inside the 16-bit address room, in the 32 bit version use the Move High Plane Symbols commands
in the Script & Symbols window to move them.

Ecripts & Eymbols

i8bit| ]
18bit

Right click the first emoji to enter Character Edit mode and show the color palette:

W (W[ E[E[E | o |5

Use Flood Fill to change the color of the characters:

<

Choose the colors and redraw the emoji with new colors, change to the next character with TAB:

PO OO

EF00 E-01

SIS

Your Font is ready for saving....

]

Press the Save All As... button in the Main tool bar to save the font as Emoji.c in the proper directory.
The Sym and Code Point Character List files are saved automatically.

2: A range of faces in high plane with anti alias by squeezing

Floodfill and anti alias smoothing together are described in chapter 06.D How to Combine Smoothing
with Floodfill, here we will do floorfill and smoothing separately by colorind and then squeezing an
oversize font.

Change size to 100:
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¥ | 100 ¥ | 100 Characters in Fu:untl 1

"Syml:u:ul Size

Press OK to create a font with only the default character.
Switch to Scripts & Symbols:

Ecripts & Eymbols

Click Emoji Faces:

EGYPTIAN HIERDGLYFH
ELBASAM

ELYMAIC

EMOJI ANIMALE

EMOJI FACES

EMOJI FOOD & DRIMK
EMOJI FPLANTE

EMOJI TRAMSPORT

OOooEOO0O0O0d

This creates a font with the faces in the plane 1:

1F&00 1Fa01 1Fa02 1Fe03 1F&04 1F&03 1Fe0a

@

Change to Character Edit:
Use Tab to find the emoji you want to color, and activate Surface Flood Fill:

<

Choose colors other then the transparent color and fill:

HE |mEEN |« |[O§§CwE |

Charvacter Edit

When you are finished coloring the ones you want change to Font Edit:
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Font Edit

Press Resize All to squeeze the font:

—Mew Symbal Size
¥ IZ? +|-| ¥ |32 +|—|

™ Copy Pixel to Pixel

" Copy Pixel to Pixel BUT Sgueeze Oversize Characters

[T Thereare 12 Emply Top Rows - Bemove 12

(5]

[T Thereare 3 Empty Bottom Rows - Remove

¥ Stretch or Squeeze to fit Mew Size
¥ Interpolate Colors with LowPass Filter
¥ Keep Aspect Ratio

I Footprint Before 365200 Bytes - After 39530 Bytes

Cancel | oK

Press OK:

00020 1Fe00 1Fe0] 1Fe02 1Fe03 1Fa04

VO

1Fe02 1Fe0d 1FE0B 1Fe0C 1Fe0l 1IFE0E

DO

The font is now 32 bit high and anti aliased with transparent background

Your Font is ready for saving....

]

Press the Save All As... button in the Main tool bar to save the font as Faces.c in the proper directory.
The Sym and Code Point Character List files are saved automatically.
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D: How to Make a Text Optimized Font for Text in many Languages

The Code Point Character list system makes it possible to make ROM optimized fonts to fit texts with
Unicode characters. Only the characters actually needed to write the text is included in the font, and this
can lead to substantial savings in memory space.

This example uses several texts about astronomy in different languages.

Most fonts in Windows support a large number of different languages as Unicode.

The site www.unicode.org contains the official information about how and where the characters for a
specific language or alphabet are encoded.

In this example we will use Armenian and Mkhedruli.

Open the first text file. The order in which the text files are opened is irrelevant.
Press the File Open button in the Main tool bar:

=

Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

Choose Armenian.txt. This opens the Create New Text Font dialog box:

In the color version of IconEdit there is a choice of Color Mode:

Symbaol Color Defined by Intensity Level for Color Rendering
™ 1BitBlack and White - On & Off Intensity - Mo Anti Alias
¥ 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
™ 4Bit Intensity Level - 16 Alpha Levels for Anti Alias
" 8 Bit Intensity Level - 256 Alpha Levels for Anti Alias

To select a master font press the Change Master Font button:

Master Font Arial 32 Bold |

The exact text on the Master Font buttons may vary depending on the operating system version and prior
settings in IconEdit.

First, select a Windows font either from the Recent list or pick a new Windows font:
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http://www.unicode.org/

—Internal & Recent Windows Fonts —

ASCIT 20

Batch 32
ButtonText_cpp 32
Emaji_cpp 32
Thai_cpp 32
Thai_twt 32

W Arial

W Calibri

W Consolas

W Courier Mew

W Georgia

W Impact

W Lucida Console

W Palating Linotype
W Tahoma

W Times Mew Roman
Zap Recent Windows Fonts List

Pick a Windows Font

Impart Font from Disk

If the recent fonts are not ideal, pick another Windows font as this example shows:

Pick a Windows Font

This opens the Windows font picker, the appearance of which is depends greatly on the Windows version,
Windows native language, what kind of foreign language support is installed, and any additional non-
Windows fonts added later.

Fill in the 3 top fields to choose for example Times New Roman, Bold and 24. The last field is height of
the whole Character including top and bottom white space. This is the height of the each symbol in pixels.

Times New Roman Bold 24

Press OK:

Check chosen Windows font:

This is a grey-tone vector font, and the conversion to black & white or to grey level can be fine trimmed.

Characters with diagonal lines like / @ A W are usually the most critical.

Light Relative Edge Pixel Value 125% Press for 100% | Dark

~ o |
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Or remove Zoom to see more characters together.

A B CDE F
G HI J K L
MNOTP QR
S T U V W X
Y Z [ V] ~

a b ¢ d

QK Times Mew Roman 24 Bold

Press OK.

The Armenian.txt font looks like this:

1
=8 Ci—
-l
B RwE o
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9
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= F D

The program does not do any filtering of the text, so Carriage Return and Line Feed are still there. The
new characters are marked in dark grey. The next languages have to be added to this font this way:

Text -> Import Text or Text Catalogue to Mark or Create Characters...

Open Mkhedruli.txt and answer Yes to New Additional Characters to get new characters marked in dark
grey. Characters already present, but used again are marked in green:

0 1 2 34 5 6 7

ml:-

Cor, -
Voo p
¢ nkq
u o wlp
Bl 36

G E- SR B
G oera® g
L ER BT e o
S Eog— &
REEGTaT
[Ty
alE e B2
REoE TS

I :

a 0
P b
o w
a 3

|
10

w

?

il = - el

The control characters below 0x0020 are not needed, mark them with the mouse:
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And Delete
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To remove surplus unused pixels press Resize All Symbols:

Mew Symbaol Size

The smallest symbol size that can contain the largest character is suggested.

Te sl v =l

{* Copy Pixel to Pixel

i~ Copy Pixel to Pixel BUT Squeeze Oversize Characters

3

a

[™ There are 5 Empty Top Rows - Remove

[T There are 0 Empty Bottom Rows - Remove

¥ | Interpolate Colors with LowPass Filker

r Feep Aspect Ratio

" Stretch or Sgueeze to fit Mew Size

Press OK to reduce the font to its minimum size.

Your combined Font is ready for saving.
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Press the Save All As... button in the Main tool bar to save the pixel data in the ArmenianMkhedruli.c file
in the proper directory. The Sym and Code Point Character List files are saved automatically.

For quality control and later reference the data can be saved as a Unicode text file:

1: How to Save the Characters in a Font as a Text File

This is a continuation of the previous example.

Any font can be saved as a Unicode text file, all characters including control characters are saved in
alphabetical order according to Unicode.

Warning: Only the character list information is saved in this operation, the character symbols should be
saved as sym or ief format.

Press Text -> Export Font Character List as Unicode Text File... in the menu to save the text file in the
proper directory.

This text file can be opened by any text editor that support Unicode, and will look like this in NotePad:

(0,-.012345679:; []end&ixpvopgoOTOUAILEALUUISL wpqybqtpphushanjunygsnufinpguppol:sda ©93Bmngmabmiamb gundoydkgafiox—""
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E: How to Draw a Proportional Font with only Numbers
To make a new font press the New Font or Symbol Group button in the Main Toolbar:

Or the Create New FONT or SYMBOL with More Options button in the start dialog box:

Create New FONT or SYMBOL with More Options

This opens the create dialog box:

Create New Symbol, Group or Font

Choose how characters or symbols should be organized and shown initially:

¥ Fontwith Characters from MasterFont

Symbal Type
|V " Group of Symbals Filed With Background Color

Choose a color format, here 2 Bit Intensity Level for Anti Alias. This option is only available in the color
version of IconEdit:

Symbol Color Defined by Intensity Level for Color Rendering
" 1Bit Black and White - On & Off Intensity - No Anti Alias
¥ 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
" 4Bit Intensity Level - 15 Alpha Levels for Anti Alias
™ & Bit Intensity Level - 256 Alpha Levels for Anti Alias

First, select a Windows font either from the Recent list or pick a new Windows font:

Master Font Arial 32 Bold |

The exact text on the Master Font buttons may vary depending on the operating system version and prior
settings in IconEdit.
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—Internal & Recent Windows Fonts —

ASCIT 20

Batch 32
ButtonText_cpp 32
Emaji_cpp 32
Thai_cpp 32
Thai_twt 32

W Arial

W Calibri

W Consolas

W Courier Mew

W Georgia

W Impact

W Lucida Console

W Palating Linotype
W Tahoma

W Times Mew Roman
Zap Recent Windows Fonts List

Pick a Windows Font

Impart Font from Disk

If the recent fonts are not ideal, pick another Windows font as this example shows:

Pick a Windows Font

This opens the Windows font picker, the appearance of which is depends greatly on the Windows version,
Windows native language, what kind of foreign language support is installed, and any additional non-
Windows fonts added later.

Fill in the 3 top fields to choose for example Times New Roman, Bold and 240. The last field is the
height of the whole Character including top and bottom white space. This is the height of the each symbol
in pixels.

Times New Roman Bold 240

For orientation the character name and the size the glyph is listed under the image of the chosen character:

Char 0x0030 DIGIT ZERO

Glyph Height 153 Width 82

Press OK.
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K Times Mew Roman 240 Bold

The numbers and operators range from 0x20 to 0x3F. Open the Character List dialog box:

Create a Character List for Font Directly |

One or more characters in addition to the default character may already selected, so:

Clear All Except Default Character |

This does not delete the default character that is used when a character is not present in the font.
Select . and from 0...9 with Ctrl mouse, this deletes the default character:

ri 41 -=0 0 REL AT N L{ T}«

P UEE%& () *+, -/ DL2B4567808:; <==7
@ABCDEFGHI JELMNOPQRESTUVWXYZ[ '] * _
"abecdefeghijklmnopgrstuvwxyz{| }~-10
gooonD oooooODODODODOODODODODOOODODOODODODODOOOOGD

| fE£cE! 8T @ ¢--® °£3 3 nq 17 op e,
AAAKAAAFCEEEEIITIIPNOOOOGO-@UUUUYDR
aAdadddeceéediiliohododoToununiaypy

Press Insert 11 characters.

Insert 11 Characters

Press OK.

The font now looks like this:
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The font now has a lot of unused space on the right-hand end of each character and in top and bottom.

Getting rid of that can be done semi automatic or manually for greater control.

1: Semi Automatic Minimizing

To get rid of surplus white space press the resize button:

=
L™
Mew Symbaol Size
X 111 +| - Y |1-|-,T =r |

* Copy Pixel to Pixel

" Copy Pixel to Pixel BUT Sgueeze Cversize Characters
[ There are 50 Empty Top Rows - Remove I?
|+ There are 43 Empty Bottom Rows - Remave IT

" Stretch or Squeeze to fit Mew Size

-
-

Press OK.

O02E 0030 0031 oo3g 0033

0035 003s 0032 00zs 0038

67389

2: Manual Minimizing for Greater Control

To get rid of surplus white space mark the whole font by pressing Mark All Symbols:

a b
c d

Press the Move Characters as High as Possible:

0034

68



8]

Then press Leftset Character:

Bl

Press Get Biggest Character:

This makes a list of the extremes of the glyphs and in which character they can be found. There may be
more than one character with the same extreme. This function lists the first:

Left 0 in Char Ox002E

Right 95 in Char 0x0037

TopO  inChar Ox0030

Width 112 in Char 020037

|
|
Bottorn 145 in Char 0x002E |
|
|
Cancel |

The biggest character is 95x146.

69



Press Cancel to close.

Press Resize all Symbols to make the font 100x146:

=
L
Mew Symbol Size
¥ | 100 +| - v |19 - |

* Copy Pixel to Pixel

" Copy Pixel to Pixel BUT Squeeze Oversize Characters
| There are 0 Empty Top Rows - Remove IEI_
[ There are 93 Empty Bottom Rows - Remave I?

(" Stretch or Squeeze to fit Mew Size
v
-

Press OK.

And then press Monospace and Center Character

B

to make the symbols look like this:

DOZE ooz0

n0zZe

Your Font is ready for saving....

El

Press the Save All As... button in the Main tool bar to save the pixel data in the Ten100x146.c file in the
proper directory. The Sym and Code Point Character List files are saved automatically.



F: How to Draw an 8-bit Classic Font with 256 Characters
To make a new font press the New Font or Symbol Group button in the Main Toolbar:

Or the Create New FONT or SYMBOL with More Options button in the start dialog box:

Create New FONT or SYMBOL with More Options

This opens the create dialog box:

Create New Symbol, Group or Font

Choose how characters or symbols should be organized and shown initially:

¥ Fontwith Characters from MasterFont

Symbaol Type
|V " Group of Symbals Filled With Background Caolor

Choose a color format, here Black & White. This option is only available in the color version of IconEdit:

Symbol Color Defined by Intensity Level for Color Rendering
¥ 1Bit Black and White - On & Off Intensity - No Anti Alias
{~ 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
" 4Bit Intensity Level - 15 Alpha Levels for Anti Alias
™ & Bit Intensity Level - 256 Alpha Levels for Anti Alias

First, select a Windows font either from the Recent list or pick a new Windows font:

Master Font Arial 32 Bold |

The exact text on the Master Font buttons may vary depending on the operating system version and prior

settings in IconEdit.

71



—Internal & Recent Windows Fonts —

ASCIT 20

Batch 32
ButtonText_cpp 32
Emaji_cpp 32
Thai_cpp 32

Thai_twt 32

W Arial

W Calibri

W Consolas

W Courier Mew

W Georgia

W Impact

W Lucida Console

W Palating Linotype
W Tahoma

W Times Mew Roman
Zap Recent Windows Fonts List

Pick a Windows Font

Impart Font from Disk

If the recent fonts are not ideal, pick another Windows font as this example shows:

Pick a Windows Font

This opens the Windows font picker, the appearance of which is depends greatly on the Windows version,
Windows native language, what kind of foreign language support is installed, and any additional non-
Windows fonts added later.

Fill in the 3 top fields to choose for example Palatino Bold and 24. The last field is the height of the
whole Character including top and bottom white space. This number will be the height of the each symbol
in pixels.

Palatino Linotype Bold 24

Press OK.

Check chosen Windows font:

W Palatino Linotype

Ck Palatino Linotype 32 Bold

The ISO 8859 fonts normally contain all 256 symbols in the 8-bit address space, and therefore do not need
or use a Code Point Character List. In this example we will build the font by using the Unicode to ISO
converter, so we start with only the default character.

Open the Character List dialog box:

Create a Character List for Font Directly |

One or more characters in addition to the default character may already selected, so:
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Clear All Except Default Character |

This does not delete the default character that is used when a character is not present in the font.

Insert 1 Characters |

Press OK.

The font has only one empty character and looks like this in Character Edit mode:

Change to Language & Region:

Press Convert 16 bit Unicode Font to 8 bit Font:

This opens the conversion dialog box:

Convert 16 bit characters in New_10.sym to:

Choose a conversion:
{* [508859-11 Latin + Thai

This shows the result of the conversion. Characters missing in the original font, in this case all except
space will be added from the Master Font:

lllIlIlIlllllIl=I1 4111 lllllrl

IENARAE 1111111

Press Convert:



Convert to & bit Font |

This draws the missing symbols, change to Font Edit to view them all:

IHIIII]HH]

YEBESERE B B8 CBYV E S5+

28 BxEpR 8 BE ECRE B A

A EE R ED St O 5 .8 e FE =

wd E—~SEE2 5 5T SEEXE + 5 -

L8 E DB B8 X Bh B= 12 W ooy
LB LB E E e BB BT E R E e
LS REeESw 2 SN CoCASESGS

0
E G
|~
t u
| |
1 W
u v
= -
il
| |

The font now contains all 256 symbols required to address the characters correctly without Code Point
Character List.

Your Font is ready for saving....

Press the Save All As... button in the Main tool bar to save the pixel data in the isol1thai.c file in the
proper directory. The Sym file is saved automatically. There will be no Code Point Character List file.

Alternatively the font can be saved as a Code Point Character List font to save ROM space:

1: How to Save ROM Space with a Code Point Character List file

This is a continuation of the previous example.

ISO 8859 does not define symbols for the symbol ranges 0x00-0x1F and 0x80-0x9F. Often some the
symbols in the range 0XAO0-OxFF are not defined either, in this case a total of 72 symbols.

Change to Font Edit mode

Mark the undefined symbols with the mouse and Shift and Ctrl:
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Press Delete:
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The font now contains only the 184 characters defined by ISO 8859-11.

Your Font is ready for saving....
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Press the Save All As... button in the Main tool bar to save the pixel data in the isol1lthai.c file in the
proper directory. The Sym and Code Point Character List files are saved automatically.
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G: How to Use a Code Point Character List as Template for a New Narrow
Font

To make a new tall and narrow font based on an existing font such as AZ09:

aoE0 o031 ooEe 0033 0034 o033 o03e o037 0033 o033 003F o041 o042

O 1f 20304 5 6 718 9 70 AB

0043 IEE) o043 004 o042 o043 o043 0048 004e oo4c o040 004E o04F

CDEF GHI J KL MNO

o030 o051 ooseE 0033 0034 o035 005 o037 o03eE o033 0058

P QRS TITUV WX Y Z

Press the File Open button in the Main tool bar:

=
Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

Open the existing Code Point Character List AZ09.cp.
This opens the create dialog box:

Create New

Choose a color format, here 2 Bit Intensity Level for smoothing the edges. This option is only available in
the color version of IconEdit:

Symbaol Color Defined by Intensity Level for Color Rendering
" 1Bit Black and White - On & Off Intensity - No Anti Alias
{¥ 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
"~ 4Bit Intensity Level - 16 Alpha Levels for Anti Alias
" 8 Bit Intensity Level - 256 Alpha Levels for Anti Alias

Choose a height and a new name:

Font Size and Mame faor C File
( Height |54 | 4709 64 _cp.c

The Master Font is automatically updated to the new size; press it to change the rendering:

Master Font Times Mew Roman 64 Bold |

Change relative width from 100% to 60%:
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Narrow  Relative Width 80% Press for 100% |  Wide

Tl |

This changes the width of the glyphs:

AA

Press OK in the Master Font setup.

Press OK in the Create New Font dialog box:

1: How to Save ROM Space by Removing Unused Space

There is normally unused space to the left of the widest character, to remove this press Resize All
Symbols and choose copy with the pre-selected new width:

"New Symbaol Size

et S I

{* Copy Pixel to Pixel
i~ Copy Pixel to Pixel BUT Squeeze Oversize Characters
[™ There are 13 Empty Top Rows - Remave 13

[~ There are 4 Empty Bottom Rows - Remave 4

" Siretch or Sgueeze to fit New Size
¥ | Interpolate Colors with LowPass Filer
r Keep Aspect Ratio

Press OK:



0030 00321 0032 00332 0034 00325 0036 0037 0032 00322 003F 0041 0042 0043 0044 0045 0046 0047 0042

0°17283°45 6.7.89 YA B CDEF GH

Q042 0048 004p 0040 0040 O04E O04F 0030 0031 0032 00332 0054 0033 003s 0037 0032 0032 0054

[FJ KILIMN O PLQIRIS TIUIV WXIY Z

2: How to Save ROM Space by Squeezing to a Byte Border

Press Resize All Symbols and choose squeeze to a new width at an integral number of 8:

*

"NE'.-'-.' Symbal Size

i~ Copy Pixel to Pixel

{* Copy Pixel to Pixel BUT Sgueeze Oversize Characters

L

[ There are 13 Empty Top Rows - Remowve 1

[" There are 4 Empty Bottom Rows - Remowve 4

™ stretch or Sgueeze to fit Mew Size

¥ | Interpolate Golors with LowPass Filker
™ | keep fspect Ratio

Press OK, the Code Point hexadecimal numbers above squeezed characters are highlighted in yellow:

0030 0031 0032 0033 0034 0035 0036 0037 0035 0032 003F 0041 0042 0043 0044 0045 0046 0047 0043 0042 0048 0048 0040

01112131415(6/7/8'9, 7 ABCDEFGHI J KL

0040 004E O04F 0050 0051 0052 00532 0054 0055 0056 0057 0052 0052 0054

MNOPQRSTUVWXYZ

3: How to Save ROM Space by Removing White-Space

Press Resize All Symbols and choose remove empty rows:

=
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Mew Symbaol Size
ﬁx— e o 2 camm

" Copy Pixel to Pixel

* Copy Fixel to Pixel BUT Squeeze Oversize Characters
¥ There are 13 Empty Top Rows - Remowve 13

W There are 4 Empty Bottomn Rows - Remove 4

" Siretch or Sgueeze to fit New Size
¥ | Interpolate Colors with LowPass Filer
r Keep Aspect Ratio

Press OK:

0030 0021 0032 00323 0024 0035 0036 0032 0038 0032 003F 0041 0042 0043 0044 0045 0046 0047 0042 0049 0044 0048 004C

011213:4:56/789 7 ABCDEFGHIJ KL

0040 004E O04F 0050 0051 0052 0053 0034 0055 0056 0052 0052 0052 0054

MNOPQRMTUVWXYZ

Your Font is ready for saving....

L]

Press the Save All As... button in the Main tool bar to save the pixel data in the AZ09_64.c file in the
proper directory. The Sym and Code Point Character List files are saved automatically.



H: How to Make an European Font with Colored Outlines for Subtitles

Press New Font or Symbol Group to make a basic font:

b

This opens the Create dialog box.

Choose a data format, 2 bit Color palette gives the smallest memory footprint:

Symbel Color Defined by Pointer to Palette Color
(" 2 Bit Grey Tone Palette - 4 Grey Tones

(" 4Bit Grey Tone Palette - 16 Grey Tones

{8 Bit Grey Tone Palette - 255 Grey Tones
{* 2 Bit Color Palette - 4 Colors
~
~

4 Bit Color Palette - 16 Colors
& Bit Color Palette - 256 Colars

Choose a basic Height of the black part of the font i.e. 2 smaller than the end product height of 66:

Symbaol Size

X |32 ¥ |64 Characters in Font | 1

Choose a look:

Master Font Times Mew Roman 32 Bold

Georgian_cpp 64
new_4 64
Qutline_34 g2 34
W Arial

W Calibri

W Consolas

W Courier Mew

W Georgia

W Impact

W Lucida Console
W MingLil_HESCS-ExiE
W Palating Linotype
W Tahoma

W Times MNew Roman

Zap Recent Windows Fonts List

{" Regular { SemiBold ¢ Bold | Italics

Press OK.

Set Colors:



Colors

Tool Color | - Background Color | -

[v Use On Off Transparency Transparent Color | -

Press OK.

This gives one SPACE character:

To make the rest of the font switch to Language & Region window.

Select European EU:

Dutch

English

English Gaelic Helch
Estonian

European

European EU
European Extended
Faroese

Farsi

Finnish

Finnish and Zami
French

Gaelic

OOO00O0OoOoEOOOOO

Switch to the Font Edit window, this is how A will look:

Click Setup Outline Width to select width of the outline:

Mormal Qutline

1 pix | 2 pix | 3 pix |

Filed Corner Qutline

1 pix | 2 pix | 3 pix |

Cancel |

Click one.
To make room for the outlines make the font 2 pixel wider and 2 pixel higher.

Press the Resize for Outline button:

82



N

This will change from 79x64 to 80x66 shift the glyphs to new places:

The symbol A now looks like this and is ready for drawing the outline:

Right click Draw Outline to choose the outline color as White:

o

Palette Index 3 RGB 00 FF 00

Cancel

Just click the white field.

Left click Draw Outline to draw the outlines:

Then click Resize to remove excess pixels:

&

The resize function suggests the minimum size:

N o P cat

¥ Copy Pixel to Pixel

"New Symbaol Size

Click OK.
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Your Font is ready for saving....

Press the Save All As... button in the Main tool bar to save the pixel data in the Edge_64.c file in the
proper directory. The Sym and Code Point Character List files are saved automatically.

1: How to Make a Black & White Font with only the Outline

This is a continuation of the previous example.

Right click A to change to Character Edit:

Change the colors with Global Substitute, right click through the different Flood Fills to Global:

ol o o B

Change the Tool color to an unused color, in this case Green.

(s 1]

Press Global Substitute and change white to green:

(%

Then change red and black to white:

Finally change green to black:

A\
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This is now a BW font, change the color format to fit.
Press the Modify Color Format button:
Change color format to B&W:

Symbol Color Defined by Intensity Level for Color Rendering
{+ 1 Bit Black and White - On & Off Intensity - No Anti Alias
{2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
{" 4 Bit Intensity Level - 16 Alpha Levels for Anti Alias

{8 Bit Intensity Level - 256 Alpha Levels for Anti Alias
-

Press OK.
Press OK.

Your Font is ready for saving....

]

Press the Save All As... button in the Main tool bar to save the pixel data in the Edge_64 BW.c file in the

proper directory. The Sym and Code Point Character List files are saved automatically.
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I: How to Make an European Anti-Alias Outline Font

Press New Font or Symbol Group to make a basic font:

b

This opens the Create dialog box.

Choose a data format, 2 bit Color palette is a good start format:

Symbel Color Defined by Pointer to Palette Color

Choose a basic Height of the black part of the font as (EndProduct-2)*2:

(" 2 Bit Grey Tone Palette - 4 Grey Tones

(" 4Bit Grey Tone Palette - 16 Grey Tones

{8 Bit Grey Tone Palette - 255 Grey Tones
{* 2 Bit Color Palette - 4 Colors
~
~

4 Bit Color Palette - 16 Colors
& Bit Color Palette - 256 Colars

Symbaol Size

X |32 ¥ |64 Characters in Font | 1

Choose a look:

Master Font Times Mew Roman 32 Bold

W
W
W
W
w
W
W
W

~

Georgian_cpp 64
new_4 64

Cutline 34 il 34

Calibri

Consolas

Courier New

Georgia

Impact

Lucida Console
MingLill_HKSCS-ExtE
Palatino Linotype

YW Tahoma
W Times Mew Roman
Zap Recent Windows Fonts List

Regular © SemiBold ™ Bold [ Italics

Press OK.

Set Colors:
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Colors

Tool Color | - Background Color | -

[v Use On Off Transparency Transparent Color | -

Press OK.

This gives one SPACE character:

To make the rest of the font switch to Language & Region window.

Select European EU:

Dutch

English

English Gaelic Helch
Estonian

European

European EU
European Extended
Faroese

Farsi

Finnish

Finnish and Zami
French

Gaelic

OOO00O0OoOoEOOOOO

Switch to the Font Edit window, this is how A will look:

Click Setup Outline Width:

Mormal Qutline

1 pix | 2 pix | 3 pix |

Filed Corner Qutline

1 pix | 2 pix | 3 pix |

Cancel |

Click two.
To make room for the outlines make the font 4 pixel wider and 4 pixel higher.

Press the Resize for Outline button:
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o,
This will change the font from 90x64 to 94x68 and rearrange the glyphs.

The symbol A now looks like this and is ready for drawing the outline:

Right click Draw Outline to choose the outline color as White:

o

Palette Index 3 RGE 00 FF 00 Cancel

Just click the white field.

Left click Draw Outline to draw outlines:

o)
A

Right click A to change to Character Edit:

A

Change the colors with Global Substitute, right click through the different Flood Fills to Global:

S o o B

Change the Tool color to an unused color, in this case Green.
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s 1]

Press Global Substitute and change white to green:

Then change black to red:

Change green to black:

Change red to white:

I

This is now a BW font, change the color format to fit Anti-Alias.

Press the Modify Color Format button:
Change color format to 2 Bit Anti Alias:

—Symbaol Color Defined by Intensity Level for Color Rendering ———
™ 1 Bit Black and White - On & Off Intensity - No Anti Alias
¥ 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
™ 4 Bit Intensity Level - 16 Alpha Levels for Anti Alias
™ 8 Bit Intensity Level - 256 Alpha Levels for Anti Alias
[T mMaximize Contrast bebween Tool and Background Color

Press OK.

A
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Press the Resize button:

e

]

The function suggests a minimum size:

Mew Symbaol Size

N T A ot

(¥ Copy Pixel to Pixel

" Copy Pixel to Pixel BUT Squeeze Oversize Characters
| There are 0 Empty Top Rows -  Remove IIZI_
| There are 0 Empty Bottom Rows - Remove IIII_

(" Stretch or Squeeze to fit New Size
v
=

Change Y to 34 and select Stretch or Squeeze:

Mew Symbaol Size

x [47 +| -] v [34 4]

" Copy Pixel to Pixel

" Copy Pixel to Pixel BUT Squeeze Oversize Characters
» o
N o

{* Siretch or Squeeze to fit New Size
[v Interpolate Colors with LowPass Filter
|+ Keep Aspect Ratio

Press OK.

Font is now an Anti Alias Outline font.

A

Your Font is ready for saving....

L]

Press the Save All As... button in the Main tool bar to save the pixel data in the Outline_34 _g2.c file in
the proper directory. The Sym and Code Point Character List files are saved automatically.



J: How to Make an European Font with Dithered Greytones for B&W

Press New Font or Symbol Group to make a basic font:

b

This opens the Create dialog box.

Choose a data format, 32 bit ARGB Color to make the greytones:

Symbol Color Defined by Transparent Pixel Color
{* 32 Bit ARGE 8883 - 16777216 Colors 256 Alpha Levels

Choose a basic Height of the black font symbols:

Symbaol Size

X |32 v |64 Characters in Font | 1

Choose a look:

Master Font Times Mew Roman 32 Bold

Georgian_cpp 64
new_464
Cutline_34 g2 34
W Arial

W Calibri

W Consolas

W Courier New

W Georgia

W Impact

W Lucida Console
W MingLill_HESCS-ExtB
W Palatino Linotype
W Tahoma

Zap Recent Windows Fonts List

" Regular © SemiBold 1 Bold [ Itslics

Press OK.
Set Colors:

Colors

Todloooooo | [ _mekrrreerr | o
r |
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Press OK.

This gives one SPACE character:

To make the rest of the font switch to Language & Region window.

Select European EU:

Dutch

English

English Gaelic Helch
Estonian

European

European EU
European Extended
Faroese

Farsi

Finnish

Finnish and Zami
French

Gaelic

OOO00OO0O0sEOO0O0O0O

Switch to the Font Edit window, this is how A will look:

A

Right click A to change to Character Edit:

A

Change the colors with Global Substitute, right click through the different Flood Fills to Global:

ol o o B

Change the Tool color to an intermediate grey color.

411 i IJ 444 d44 IJJJJ 4418444

41 i 41 J11 J111] Ad%ddd
d11] il 411 414 JJJJJ Ad¥ddd
J11] A JJJ J11] J A 8T jj AdNddd

Press Global Substitute and change black to grey:

(%
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Al

Press Modify 32 Bit Transparent Color to change to B&W

Select Use Dithering

[¥ Use Dithering to Reduce Aliases when Converting Color Resolution

Select Black and White

—Symbaol Color Defined by Intensity Level for Color Rendering ———
¥ 1 Bit Black and White - On & Off Intensity - Mo Anti Alias
™ 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
™ 4Bit Intensity Level - 16 Alpha Levels for Anti Alias
™ 8 Bit Intensity Level - 256 Alpha Levels for Anti Alias

[T Maximize Contrast between Tool and Background Color

Press OK

Choose a Threshold between Bladk and White:
Dark Meutral | Light

Your Font is ready for saving....

]

Press the Save All As... button in the Main tool bar to save the pixel data in the Dit64BW50pct.c file in
the proper directory. The Sym and Code Point Character List files are saved automatically.



05: How to Build Fonts from Existing Fonts or Groups

All examples in this manual assume that IconEdit is reset to factory defaults except for continuations.
The Code Point Character List system is for removing unused characters and keeping track of used

characters. This means that characters can be added to or removed from a font without losing the Code
Points (Unicode code-point).

A: How to Reduce an existing Font to fit a Language

The Code Point Character List system is for removing unused characters and keeping track of used
characters. This example shows how to make a font with only numbers and language specific letters from
a larger font without loosing the Code Points.

This double example will show how to reduce a font to only Bulgarian or Bulgarian and fractions.

Press the File Open button in the Main tool bar:

=

Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

Open an existing font, for example LatinGreekCyrillic.c.
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Press Modify Font:
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Give the font a new name:

Mame for C File |~ garian.c

Press OK.

Change to Language & Region

Warning: Language & Regions and Unicode Scripts & Symbols only works with Master Fonts according
to the Unicode standard as described at www.unicode.org. See the chapter 04.A.2 How to Check that an
Existing Font is According to Unicode.

Language & Region

Albanian

American

Arabic

Armenian
AzeriCurillic
hAzeriLatin

Bel arussian
Belgian
BosnianCyrillic
BosnianLatin
Brasilian
BulgarianCurillic
BulgarianLatin
Canadian
ChinesefimplelstLevel
ChineselimplezZndLevel
Chinesefimple3drdLevel
ChineseTraditional Big3
Croatic

Danish

Dutch

English

Estonian
Faeroeish

Farsi

Finnish
FinnishZami
French

Gaelic

Georgian

German
Germaniwiss

Greek

GreekLatin
GreekPolytonic
Hebhrew

Hiragana
Hungarian
Icelandic
Inukitut

Irish

Italian

Kazakh

Kandi

Katakana

Kurgyz
LatinfAmerican
Latvian
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Upon entry to Language & Region edit mode, the present font is already marked to avoid accidental
erasure of existing symbols in this edit mode:

El Bulgarian
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Warning: If this is un-ticked and no other filter is chosen by a tick, all characters except the default

character are marked for delete.

The default character is marked highlighting the number in cyan, and the languages already included in
the font are highlighted in white.

Press the tick box for a language, for example Bulgarian, which is normally written in Cyrillic:
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All characters used by BulgarianCyrillic are marked by highlighting their numbers in yellow.

Remove protection of the original font by un-ticking Bulgarian:

O Bulgarian
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All characters are not used by BulgarianCyrillic are marked by highlighting their numbers in red.

1: How to Save only the Language

If you only want the language press the local delete, otherwise continue at section 2.

Press the Local Delete
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All unused characters are now automatically marked in green and could be deleted. But we want to keep

the fractions.

data as Bulgarian.c in the same directory as the master font came from. The Sym and Code Point
Character List files are saved automatically.
2: How to Save Language and Additional Signs

sl e K

Change to Font Edit:

1
The Data set already has a new name, so press the Save Data Set button in the Main tool bar to save the

%
Your Font is ready for saving....
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Remove the marks from the fractions with Ctrl-MouseClick on the first (0x2153) and Shift-Ctrl-

MouseClick on the last (0x215E):

Delete the marked characters:

To remove surplus unused pixels press Resize All Symbols:

The smallest symbol size that can contain the largest character is suggested.
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"NEW Symbaol Size

{* Copy Pixel to Pixel

i~ Copy Fixel to Pixel BUT Squeeze Oversize Characters

[ There are 0 Empty Top Rows - Remowve
[ There are 1 Empty Bottomn Rows - Remove

" Siretch or Sgueeze to fit New Size
¥ | Interpolate Colors with LowPass Filer
r Keep Aspect Ratio

Press OK to reduce the font to its minimum size.

Your Font is ready for saving....

]

The Data set already has a new name, so press the Save Data Set button in the Main tool bar to save the
data as Bulgarian.c in the same directory as the master font came from. The Sym and Code Point

0

1

Character List files are saved automatically.
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B: How to Reduce a Font to Fit a Text

The Code Point Character List system is for removing unused characters and keeping track of used
characters. This example shows how to make a font with only numbers and language specific letters from
a larger font without losing the Code Points.

This example will show how to reduce a font to Greek.

Press the File Open button in the Main tool bar:

Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File |

Open an existing font, for example LatinGreekCyrillic.c.
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Use Text —> Import Text or Text Catalogue to Mark or Create Characters to open the file Greek.txt:

Answer Yes to Insert 6 New Additional Characters ?
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Characters already in the source font are highlighted in green, new characters are highlighted in grey.

Press the Invert Markings button:

BB o BNE<EEOEXE RS
+E8JETE BN ECEUETE 08 oM
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M E BB E IO gD

B TENE ENE S E REMEDE - g
IR B cfmEcEogniHE g8
BENErECEEsEmataranE—~
NE B EEEME-Eom B8 cB .~
pEY EHE_ BB B EEaNETiE ~

Now the unused characters are highlighted.

102



Press the Delete:
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The extracted font is ready to save:

X
o

piils
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button in the Main tool bar to save the pixel data in the Greek_txt.c file in the

proper directory. The Sym and Code Point Character List files are saved automatically.

Press the Save All As...



C. How to Make a New Font from an existing Font

The Code Point Character List system is for removing unused characters and keeping track of used
characters. This example shows how to make a font with only numbers and capital letters from a larger
font without losing the Code Points.
This example will show how to extract numbers and capital letters.
Press the File Open button in the Main tool bar:
e
=
Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

Open an existing font, for example LatinCyrillic.c.
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To make a new font press the New Font or Symbol Group button in the Main Toolbar:

This opens the create dialog box:

Choose how characters or symbols should be organized and shown initially:

Symbal Type
¥ Fontwith Characters from MasterFont

" Group of Symbals Filed With Background Color

Choose a color format. This option is only available in the color version of IconEdit:
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Symbol Color Defined by Intensity Level for Color Rendering
" 1Bit Black and White - On & Off Intensity - No Anti Alias
¥ 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
" 4Bit Intensity Level - 15 Alpha Levels for Anti Alias
~ & Bit Intensity Level - 256 Alpha Levels for Anti Alias

To select the numbers and letters:

Create a Character List for Font Directly |

One or more characters in addition to the default character may already selected, so:

Clear All Except Default Character |

This does not delete the default character that is used when a character is not present in the font.

Select from 0 to 9 with the mouse, and then with Ctrl + mouse select A to Z:

rqtd | -8 20 As+AT NN L4T =«

I " # & () %+, - /S O01234587388: ===1
WMABCDEFGHI JELMMNORQRETUWVWIYZ[ V] ~ _
"abcdefghij kl mnopgrstuvwryz{| }~0

goooDoD ooDopDoOoODOODOODOODODOODOODODOODODOODOOODOOODOO O

i FEEE!l S By ~- @ 2x2F opf-t oy M,
AAAAAREBCEEEEIII I PNOOOOOx@UUUUYEDR
ééﬁﬁéﬁaqééééiiiiEnﬁn‘:uu:’uﬁﬁn‘j+eri1ﬂﬁﬂ§.’rbjr
Press Insert 36 Characters.

Insert 36 Characters I

Choose a master font, in this example to the font already opened:

Master Fant Arial 32 Bold |
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—Internal & Recent Windows Fonts —

ASCIT 20

Batch 32
ButtonText_cpp 64
Emaji_cpp 32
LatinCyrillic 23
Thai_cpp 32
Thai_twt 64

W Arial

W Calibri

W Consolas

W Courier Mew

W Georgia

W Impact

W Lucida Console

W Palatino Linotype
W Tahoma

W Times Mew Roman
Zap Recent Windows Fonts List

Pick a Windows Font

Impart Font from Disk

Choose Internal font LatinCyrillic 23:

—Internal & Recent Windows Fonts —

ASCIT 20
Batch 32
ButtonText_cpp 64

EmDEi EEﬁ 32
Thai_cpp 32
Thai_txt 64

W Arial

W Calibri

W Consolas

W Courier Mew

W Georgia

W Impact

W Lucida Consale

W Palatino Linotype
W Tahoma

W Times Mew Roman
Zap Recent Windows Fonts List

Pick a Windows Font

Impart Font from Disk

Set edge thickness offset to Zero i.e. 100%:

Light Relative Edge Pixel Value 100%: Press for 100% | Dark

~ [ |

Press OK.

il
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QK LatinCyrillic.sym 2423

Symbol size and number is hereby defined as:

"5ymtu:|| Size

X |24 Y |23 Characters in Fu:untl 36

Press OK:

o030 o031 oo3e o033 0034 0033 o03e oos? 0033 o032 o041 o4

O 1f 20 3 4 5 6 7 8 9 AB

0043 o044 0043 o4 o047 o043 o043 n[IET] O04E oo4c o040 O04E

CDEF GHI J KL MN

004F o030 o051 o5 0033 o034 o053 005e o037 o033 o052 0058

OP QR S T UVIWX Y Z

The Code Point Character List system also needs to know what Default Character to show if a character
does not exist in the font. It could be a question mark.

Press Insert New Character:

%h»

Choose the question mark:

JLd|-e@ 20 AEHATNEL T }oe
s %& () r+, - . DNEBNEEEEE: : <==7
eHEEDEFCHI IRINMNOE OGRS TONMENEE \ 1 ~ _

"abedefghijklmnopgrstuvwxyz{| } ~

goooan |]|]|]|]|]|]|]|]|]|]|]|]|]|]|]|]|]|]I]I]I]I]I]I]I]I]
[ FEc¥! §7 @ - ® £33 nq %o iy

AAAKAAFCEEEEIITII PNOOOOO - oUUUUYRR

-

aaadiddmceeeciilidfioooddorTonauniuyp¥

-
" W

Press Insert 1 Character.

Insett 1 Charackers I

The default character is automatically chosen as the first character in the font, to change this open the
Code Point Edit View:

Code Points
Default character, if any, is marked bright cyan.
Press Choose Default Character with Mouse:

[at]
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Click on the question mark to make it the default character:

O03F 003F
I
[ ] [ ]
>

Switch back to Font Edit:
Font Edit

To remove surplus unused pixels press Resize All Symbols:

]

The smallest symbol size that can contain the largest character is suggested.

{* Copy Pixel to Pixel

"NEW Symbaol Size

i~ Copy Fixel to Pixel BUT Squeeze Oversize Characters
[ There are 4 Empty Top Rows - Remowve 4

[ There are 1 Empty Bottom Rows - Remove 1

" Siretch or Sgueeze to fit Mew Size
¥ | Interpolate Colors with LowPass Filker
r Feep Aspect Ratio

The use of Squeeze Oversize Characters is only recommended for grey-level fonts, see the squeeze and
mono-space continuation of this example.

Press OK to reduce the font to its minimum size.

1030 o031 o032 0033 o034 0035 003 o032 oo3g (n]ujei] 003F o041 o042 0043

O L 23 4506 789 7 ABC

o044 0045 004& o042 o042 o042 0048 O04e oo4c o040 004E o04F oos0 o051

DIEEF GHI J KL MNOFP Q

=t 0053 o054 uluj=ts] ulni=1s ulnj=ry uluj=ts] uluj=ic] 0054

RS T UVIWX Y Z

The extracted font is ready to save:

]

Press the Save All As... button in the Main tool bar to save the pixel data in the AZ09.c file in the proper
directory. The Sym and Code Point Character List files are saved automatically.
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1: How to Squeeze and Mono-Space an existing Font Automatically

This example is a continuation and uses the font and settings of the previous example.

In some applications it is preferable that all characters have the same width, it simplifies the calculation of
string lengths and reduces flicker when strings are changed. In addition mono-space fonts usually require
less memory space because the widest characters are squeezed somewhat.

For Black & White fonts we recommend that squeezing is done for one character at a time with the
Squeeze or Stretch Character with Mouse in Character Edit mode to keep track on the deformation of
the characters whereas squeezing of Grey fonts can normally be done safely for the whole font as one
operation in Font Edit mode with the use of Squeeze Oversize Characters in the Resize All Symbols
function.

These two methods are described in chapter 04.A.3 and 05.C.1 respectively.

In this example we will squeeze the grey-level font AZ09.c from 22x23 to 16x23.

To squeeze the widest characters and remove surplus unused pixels press Resize All Symbols:

*

The smallest symbol size that can contain the largest character is suggested. Change that to X = 16 and
select Copy Pixel to Pixel BUT Squeeze Oversize Characters.

Mew Symbaol Size
’7>{|16 +|| T|23 +|I

i~ Copy Pixel to Pixel

{* Copy Pixel to Pixel BUT Sgueeze Oversize Characters
[ There are 4 Empty Top Rows - Remowe 4

[ There are 1 Empty Bottom Rows - Remove 1

{” Stretch or Squeeze to fit Mew Size

¥ | Interpolate Golors with LowPass Filker
[T keep Aspect Ratio

Press OK to reduce the font to the desired size:

0030 0031 0032 0033 0034 00353 0035 0037 0035 0032 003F 0041 0042 0043 0044 0045 0046 0047 00438

01 234567897ABCDEFGH

0043 0044 0o0d4B 004C 0040 004E O04F 0050 0051 0052 0033 0034 00353 0036 0039 0058 0039 0054

I TKLMNOP QRS TUVWXYZ

The Squeezed Characters are highlighted in yellow.

The Squeezed Font is ready for saving....

]
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Press the Save All As... button in the Main tool bar to save the data as AZ09_S.c in the proper directory.
The Sym and Code Point Character List files are saved automatically.

To make a mono-space font select all characters with the Mark All Symbols button:

a b
c d

Then mono-space all characters with the Monospace and Center Character button:

B

030 00321 0032 0032 0034 0035 0038 0037 0032 0032 003ZF 0041 0042 0043 0044 0045 0045 0047 0042

|’J0125456?89?AECDEFGH

0049 0044 O0O04B OOD4C 0040 OO4E OO4F OOS0 0051 0052 0053 0054 0055 00Se 0057 0058 0052 0054

Il JKLMNOPQRSTUVWXY Z

The mono-spaced Font is ready for saving....

L]

Press the Save All As... button in the Main tool bar to save the data as AZ09_M.c in the proper directory.
The Sym and Code Point Character List files are saved automatically.
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D: How to Make a New Language Font from an existing Font

The Code Point Character List system is for removing unused characters and keeping track of used
characters. This example shows how to make a font for a specific language from a larger font without
losing the Code Points.

This example will show how to extract Maltese.

Press the File Open button in the Main tool bar:

=]

Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

Open an existing font, for example LatinCyrillic.c.
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0037 0022 0039 0034 00ZE 003C 0030 00ZE O03ZF 0040 0041 0042 00432 0044 0045 0046 0047 0042 0042 0044 O04B 004C Q040

T8 9 < => 7 @AB CDEF GHI J KL M

O04E 004F 0050 0051 0052 0053 0054 0035 0055 0057 0052 0052 0054 Q0SB 00SC 0030 00SE 005SF 0060 0051 0052 0063 0054

NIO P QRS TIUviwixiy zi[h v 1~ " ab ¢ d

O0ES 0066 D067 D068 0065 D064 O0SE O0SC 006D D0SE OO0SF 0070 0071 0072 0073 0074 0075 0076 0077 O07S 0073 0074 007E

e fi g h i j kil mn o pl g1 st uv wzx vy z
Qa?c a0z0 O07E EI4EIi 0402 IZI4IIIE 0404 0405 0405 III4IZI,'-’ 0408 0405 0408 0408 EI4EIC III4EIE 040F 04100411 0412 0413 0414 0415

~ E' DI € S I I J Jb/B hlK VII AB BT JE

0416 0412 0412 0415 0414 0418 041C 0410 041E 041F 0420 0421 0422 0423 0424 0425 0426 0427 04228 04259 0424 0428 0420

K30 M1 K JI M{H O IT P Cl TV & X I U IIIIE bIlb

0420 042E 042F 04320 0431 0432 0433 0434 0435 0436 0437 0432 0432 0434 0430 043C 0430 043E 043F 0440 0441 0442 0443

- o
DO M a 6 BT O e &3 H O K 1 MH oIl p ¢ T
0444 04435 0446 0442 0442 0445 0448 0448 044C 0440 044E 044F 0451 0452 0453 0454 0455 0456 0457 0452 0455 0454 0458

¢/ X 1 9 m o b Bl b 3 10 4 & b r e s 1 i j b B h
045C 045E 045F

KLV

To make a new font press the New Font or Symbol Group button in the Main Toolbar:

This opens the create dialog box:

Choose how characters or symbols should be organized and shown initially:

Symbal Type
¥ Fontwith Characters from MasterFont

" Group of Symbals Filed With Background Color

Choose a master font, in this example to the font already opened:
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Master Font Arial 32 Bold

—Internal & Recent Windows Fonts —

ASCIT 20

Batch 32
ButtonText_cpp 64
Ernoji_cpp 32
LatinCyrillic 23
Thai_cpp 32
Thai_twt &4

W Arial

W Calibri

W Consolas

W Courier Mew

W Georgia

W Impact

W Lucida Console

W Palating Linotype
W Tahoma

W Times Mew Roman
Zap Recent Windows Fonts List

Pick a Windows Font

Import Font from Disk

Choose Internal font LatinCyrillic 23:

—Internal & Recent Windows Fonts —

ASCIT 20
Batch 32
ButtonText_cpp 64

Emu:uE'i cEﬁ 32
Thai_cpp 32
Thai_txt 64

W Arial

W Calibri

W Consolas

W Courier New

W Georgia

W Impact

W Lucida Console

W Palating Linotype
W Tahoma

W Times Mew Roman
Zap Recent Windows Fonts List

Pick a Windows Font

Import Font from Disk

Set edge thickness offset to Zero i.e. 100%:

Light Relative Edge Pixel Value 100%: Press for 100% | Dark

o [ ol
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Press OK.

Symbol size and number is hereby defined as:

¥ |2—' ¥ |23 Characters in Fu:untl 1

"5yml:u:|| Size

Choose a color format. The LatinCyrillic 23 is a 2 Bit Intensity Level font, so choose that. This option is
only available in the color version of IconEdit:

Symbaol Color Defined by Intensity Level for Color Rendering
™ 1BitBlack and White - On & Off Intensity - Mo Anti Alias
¥ 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
™ 4Bit Intensity Level - 16 Alpha Levels for Anti Alias
" 8 Bit Intensity Level - 256 Alpha Levels for Anti Alias

Press OK.
Change to Font Edit:

Font Edit

aoza

The default character is automatically chosen as the first character in the font, in this case SPACE.
Change to Language & Region

Warning: Language & Regions and Unicode Scripts & Symbols only works with Master Fonts according
to the Unicode standard as described at www.unicode.org. See the chapter How to Check that an

Existing Font is According to Unicode.

Language & Region
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JO0000O0000O00O00O0000O0O000O00O0000O

Albanian
American
American
Arabic
Armenian
Azeri Cyrillic
Azeri Latin

Bangla Bengali
Belarussian

Belgian

Bosnian Curillic
Bosnian Latin
Brasilian

Bulgarian Cyrillic
Bulgaxrian Latin
Burmese

Canadian

Chinese Bopomofo
Chinese Zimple 1
Chinese Zimple 2
Chinese Eimple 3
Chinese Traditional
Croatian

Danish

Dari Farsi

Bodo Devanagari
Dutch

AECII

o020

=

Upon entry to Language & Region edit mode, the present font is already marked to avoid accidental
erasure of existing symbols in this edit mode:

Warning: If this is un-ticked and no other filter is chosen by a tick, all characters except the default

Hew

character are marked for delete.

Press the tick box for a language, for example Maltese:

000000000 O0OO000O0O000EROOOOOOO

HKurgyz

Latin American
Latvian

Lithuanian
Luxembourgish
Macedonian
Malayalam

Mal tese

Mandarin Bopomofo
Maori

Marathi

Marathi Devanagari
Mongolian Cyrillic
Hepali Devanagari
Hew Zealand
Horwegian
Horwegian and Eami
FPashto

Fersian Farsi
Folish

Fortuguese

Pun.jabi

Romanian

Russian

Zami

Eami Cyrillic

Zami Latin

_:JDDEDDDEIDDEEDDE4DDESDDEEDDE?DDEBDDESDDE&DDEBDDEEDDEDDDEE

n 1
! $ 0% &' () -
DO2F 0030 10031 0032 0033 0034 0035 0036 0037 0032 0032 0034 003R 0030

/o001l 203 45 6 7 89 @ ) <

030 003E O03F 0040 0041 0042 004.3 0044 0043 0046 0047 004310042 00474

= > 7 @A B CDEF GHI J

O04B 0040 0040 004E O04F 0030 00351 0052 00322 0034 0035 0026003527 0058

KIL MN O P Q R S T U VI WX

0052 0054 005B O05C OO0 O0SE Q0SF 0050 0051 O0&2 0063 0054 0055 Q0G5
n X

Y Z [ V] B a b ¢ d e

O0E2 0062 0065 00&A D0&B 00&C D0&l O0&E OO&F 0020 0021 0072 0023 0074

j k'l mn o p q r s t

h 1
Eﬂ?ﬁ 0026 Q027 0022 0029 0028 Q07 00AC Q020 Q07E 0043 I:IPED I:I‘EIEB QDEE

v wix vz {| } ~ £ A E I

00 00D3 O0EQ OOES OOEC DOF2 DOFS 010/ 0108 01200121 0126 0127 0178
OUaeil ou?ccCc GgHhI Z
17C 20AC

Z €

The default character is marked by highlighting the number in cyan. The rest of the characters in the
language are marked by highlighting the number in yellow.

The characters 0x0021 to 0x007E are copied from the chosen Master Font. The rest are not present in

LatinCyrillic, but are added from the default Windows font for orientation.

1: How to Fit New Characters to an Existing Font



The added characters may not look like the Master Font. To correct this, change to Font Edit:

Windows comes with a large selection of fonts, and it is usually possible to find one that fits an existing
font reasonably well.

Choose a typical character for reference:

0 s Ze 1

5 6
L M
c d
z| {
z €

Open the Compare Symbols with MasterFont:

Change the Master Font to a font indicated with W for Windows, which is always Unicode:

—Internal & Recent Windows Fonts —

ASCII 20 -
Batch 32 —
ButtonText_cpp 64
Emaji_cpp 32
LatinCyrillic 23
Thai_cpp 32

Thai tut 64

W Arial

W Calibri

W Consolas

W Courier Mew

W Georgia

W Impact

W Lucida Console
W Palatino Linotype LI
__________
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The compare windows show the difference between the symbol A in the font and the A from the
Windows font:

Symbol - RightClick on CharacterMap to Select MasterFont - LeftClick on CharacterMap to Select

e

If the recent fonts are not ideal, pick another Windows font as this example shows.

Open the Windows font selector to find a better match:

Pick a Windows Font |

Font: Font style: Size:

| Arial Bold 32

CEN -  [Reguiar S E

Batang [ |talic g ;
10

BatangChe 11 n

Browslia New Bold Italic 12

BrowslislJFC Black 14

Calibri - |Black oblique - '° T

Sample

AaBbYyZz

Experiment with different fonts:

Font style: Size:
Bold 32
egular -~ |8 -
. a N
7l =
. ic 10 =
Bold [N
Times New Roman Bold Italic 12
radirional Arabic |_| 14
rebuchet M5 - - 16 e
—Sample

The LatinCyrillic looks similar to Times New Roman, so press OK.

This is now selected as master font:
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—Internal & Recent Windows Fonts —

Emaji_cpp 32 'y
LatinCyrillic 23 _I
Thai_cpp 32
Thai_tet 54

W Arial

W Calibri

W Consolas
W Courier Mew

W Georgia

W Impact

W Lucida Console
W Palatino Linotype
W Tahoma

W Times Mew Eoman
Zap Recent Windows Fonts List o |

Pick a Windows Font

Select the nearest fit:

Light Relative Edge Pixel Value 100%: Press for 100%: | Dark
= — -1

Grey Contrast  ©* 0%  25% ¢ 50% ¢ 75% © 100%

Narrow  Relative Width 100% Press for 100% |  Wide
- 1 1
" Regular © SemiBold ™ Bold [ Itglics [ Exira Smooth

Symbaol - RightClick on CharacterMap to Select MasterFont - LeftClick on CharacterMap to Select

Press OK.

Mark characters from 0x00A3 to 0x20AC:

Use the Redraw Characters button to get new symbols from the new master font:
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1
HE
L~
—
-
<3
4
=2
=
—=

qurles o tbuf v wixfylze (|

allelifolulCleGlen HinfZR2[€

The new characters are marked in dark grey.

Any subsequent corrections should be done at pixel level in the character edit mode.

Right click a character to enter pixel edit mode for each new character:

[a)-IN -
18} -1e] -f==1-§"7
MEZENE—
B =B -x
QESBHET
NE— S Eo
-—-ﬂu—ulm-
T 8 -

- 10N 170 - I
- -

o emaos —

i j kI min o p q 1l s ¢

The display of the font can be turned on and off with the Show Font or Group for Choice of Symbols

button:

dLF
LT
LG
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When all necessary corrections are done, the extracted language font is ready to save:

Press the Save All As... button in the Main tool bar to save the pixel data in the Maltese.c file in the
proper directory. The Sym and Code Point Character List files are saved automatically.
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E: How to Combine Two or More existing Fonts

The Code Point Character List system is for adding or removing characters and keeping track of the used
characters.

Press the File Open button in the Main tool bar:

Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

Open two existing fonts, for example first LatinCyrillic.c

And then press the File Open button in the Main tool bar:

To open Greek.c.

Press Split Main Window to Show 2 Datasets:

PSP Latincurillic

Mark the whole font in Greek.c by pressing Mark All Symbols:
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4B By LR 5

EE@Z
tfo

Use Copy to ClipBoard:

5

Remove the split of the main window to show only one font:

Select LatinCyrillic.

Press Paste from ClipBoard :

Y

to get this message:

Clipboard contains 61 symbols:
ABECAEZHEIKAMMEOMPE TY WO T Y aznitiofy GelnBiki Eonpoomucpsagoitia o
0 of them match a marked characker

The two fonts are the same height, so select:
¥ Copy Pixel to Pixel

Put All as Characters |

The Greek font is fitted between Latin and Cyrillic:
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BB SZmnaME e 5
NEB<EUESE o E .o
BN E R I EEEmE T
MEA B ZE Iz H
EECEc M@= E o2 &
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™
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G el i al By ol ell0in

BESERE T
PEMEDE
oFHEEIM e
o S E 08
mﬂ-_mmm—lu
S E~E0E o
SEmeHE o
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SENETE O
cEtEdE T
o @ g E S
LG E0E

HE SR g o

EOEETECERENEOE T
e S ons | BRECcE— 2B o
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button in the Main tool bar to save the pixel data in the LatinGreekCyrillic.c file

in the proper directory. The Sym and Code Point Character List files are saved automatically.

Press the Save All As...



F: How to Convert 8 bit Classic Fonts and Texts to 16 bit Unicode

Classic 8-bit fonts do not have a Code Point Character List system for removing unused characters and
keeping track of used characters in a font. The character symbols are always numbered from 0 and up to
255 (0000 to 00FF). When the font is opened, a dummy Code Point Character List is automatically
created to facilitate editing.

Classic fonts only cover a few languages whereas Unicode cover almost all living languages in the world.
This means that once an application that uses classic fonts is converted to Unicode it is relatively simple
to extend it to many different languages.

In this chapter we will convert a classic font and a classic text together to Unicode.

1: Convert Font from a Classic 8 bit Font Encoding to Unicode:
Press the File Open button in the Main tool bar:

=

Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File |

Open the existing 1SO8859-5 font Cy18x24.c:

0000 Qo001 000z 0003 0004 0005 Q006 0007 0008 0002 Q004 O00B 000C 0000 O00E O00F 0010 0011 0012 0013 0014 0015 001& 0017 0018
oBveseorsrs+ BcoBeernxpr 4«4rnnasg_zt
0015 0014 0018 001C 0010 O01E OO1F 0020 0021 0022 0023 0024 0023 0026 0027 0025 0022 002& 0028 002C 0020 0O02E O02F 0030 0031
I >0 av S, 8" ((>x+r, —_.,7s701

0032 0023 0034 0035 0036 0037 0032 0039 0034 0028 003C 0030 00ZE 003F 0040 0041 0042 0043 0044 0045 0046 00427 0042 0042 0044

234056789 : ; =>20ABCDEFGHI J

Q048 0040 0040 O04E O04F 0030 0051 0032 0033 0054 00335 0036 0037 0038 0032 0034 0038 Q05C 0030 O03E Q0SF 0020 001 O0s2 00e3

KLHNOPQRSTUVWXYZLNI1"_ "abc

00&4 0085 0086 ODEF 0062 0082 0068 O06B O0SC Q06D OOSE OO&F OOF0 0071 0072 00732 0024 0073 0076 0077 0078 0029 0024 007 0020

def ghijklmnopgqgqrstuvwxuyz-{]

0020 00FE O0FF 0020 00231 0022 0023 0024 0025 0026 0087 0022 0025 0024 O02E 003C 0020 00EE 002F 0020 0021 0052 O093 0034 0035
Y

}"a(;ueaaaa(;322111ﬁﬁEaaFEnnn

0026 0037 0038 0092 0024 00E 00SC 0030 003E 00SF 00AQ 00A1 00AZ D0AS 00A4 D0AS 00AG Q047 O0AS D0AS 00AA DOAB OOAC 00AD OOAE
A % ma mE[ == = = ~
AWygoUuaegtfoRS EBTresIiIiJbhbhK-Y
004F 00RO O0B1 OOBZ2 O0B3Z 00B4 0O0BS ODBe OOBF QOBZ OOBS OOBS OOBE QOBC OOBLD OOBE OOBF QOCO OOC1 OOC2 00C3E 00C4 OOCS O0Ce Q0C2

UHABBTrAEX3HWHHAKIINMHONPCT Y ®&X I[Y

00ce 00C3 00CA OOCE O0CC O0CE OOCE QOCF 0000 0001 0002 000F 000« 0005 000e 0007 000s 0003 O00a 00DE O0DC 000D OODE ODDF OOEQ

MU Dblb 3HAHAab6BIr e X3MMAKIMHOIYp

O0E1 O0EZ O0OEZ O0E4 O0ES O0OEE O0EX ODES O0OES O0EA OOER OOEC OOED DOEE OOEF OOFD 0OF1 QOFZ OOFZ 00F4 00FS 00Fe OOFF OOFE Q0FS

CTY X UNHNYWmWmbbolba2a0malkBe hresiijgn
0aF4 QOFE QOFC QOFC QOFE OOFF

B h kK & ¥ i

Change to Language & Region edit mode:

Language & Region
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Start the Convert 8 bit Font dialog box:

8hit

Choose 1SO8859-5 Cyrillic:
' 1508852-5 Cyrillic
Cliéidadceee i iNAERE6BOMNUOUBLORF

EBFre€SITJIBRK-YUABBTAEX3UAKIIMHON
ERTIE€SIIJERRKE- VIABEBI JTE X3 HHAK IMHOII

PCTYPXHYIIMUDHMbIHNAAOGEBET ACXK3IMHKIIMHO T
PCTYVERXIIYININBEBEIHKAa drr e x: A RKIMHEO I

PCTYdXUYMbBbbawARBhresi Y jsshkE8Vy

PCcTY X uummbeibl WAMERTesiiTj sehE§ T
The white rows are the existing characters in the ISO font. The yellow rows are the Unicode characters the
symbols will represent after conversion. The top pair of rows is not defined in the ISO standard, and will
be moved to an unused area in Unicode and marked for delete during the conversion.

Convert:

Convert to Unicode |

0020 0021 0022 0023 0024 0025 0026 0022 0028 0022 0024 0028 O02C 0020 002E O02F 0030 0031 0032 0033 0034 0035 0036

t V" HS &' ()>)xx+,—./70123456

0037 0032 0039 0024 0038 003C 0020 003E 003F 0040 0041 0042 0043 0044 0045 0048 0047 0043 0042 0044 0048 004C Q040

789 : ; <=>20ABCDEFGHI JKLHN

O04E 004F 0030 0051 0052 0053 0054 0035 0036 0037 0055 0053 0054 005B 005C 0030 00SE 005F 0060 0051 0062 0063 0054

NOPQRSTUVWXYZIL\NI1"_ abocd

0065 0066 O0&7 0052 0065 0058 O0GE O06C OO0 00SE OO&F 0070 0071 0072 0073 0024 0025 0076 0022 0072 0079 00224 007E

efghijgklmnopqgr stuwvwxuyz=z/- 1

00C 0070 Q07E 007F 0040 004 DOAL 0401 0402 0403 0404 0403 0406 0407 0402 0403 0404 0408 040C 040E 040F 0410 0411
I T
1) & E-EBIN€ESIIJIHBhKYLUABD
0412 0412 0414 0415 0416 0417 0412 0419 0414 0418 041C 0410 O41E O41F 0420 0421 0422 04232 0424 0425 0426 0427 0428

BIrIEX3AAKJIJINMNHOMNPCTY @& X I{ Y W

0423 0424 0428 0420 0420 042E 042F 0430 0431 0432 0433 0434 0435 0436 0437 0432 0439 0438 043 043C 0430 043E 043F

Ml Hhblbhb D0 Haa06BIT A€ XK 3MHAKIIMHO I
0440 0441 0442 0443 0444 0445 0446 0442 0448 0443 0448 0448 0445 044D 044E 044F 0451 0452 0453 0454 0455 0456 0457
PCT YdPX UM BBIbB >0Aae hines 11
0458 0452 0454 0458 045C 045E 045F DEDD IS0 DEDE DSDE IS0 DEDS DENE DSnE 1503 1508 150C 1500 150E 150F
JB B hRKPUOCOO Qs+ Ir Era ? F R %
---------------------\--
P AT NS T T L >« o AdVY(Ciléaddaa
-------- —-------------

céeeiiin ExzEdboluyjoUetfto

ISSE IS8R =115

Ef

The unused characters can be deleted with the local Delete Unused Characters function:
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0020 0021 0022 0023 0024 0025 0026 0022 0028 0022 0024 0028 O02C 0020 002E O02F 0030 0031 0032 0033 0034 0035 0036

t " HS L&' ()>)xx+,—./0123456

0037 0032 0039 0024 0038 003C 0020 003E 003F 0040 0041 0042 0043 0044 0045 0048 0047 0043 0042 0044 0048 004C Q040

789 : ; <=>20ABCDEFGHI JKLHN

O04E 004F 0030 0051 0052 0053 0034 0035 00536 005337 0058 0053 0054 005E 005C 0030 00SE 005F 00&0 0081 0062 0063 O0&4

NOPQRSTUVWXYZILNI1"_ "'abcd

0065 00&6 0057 0052 0065 0054 00&E 006C O0SD 00&E OO&F 0070 0071 0072 0073 0074 0025 0076 0072 0078 0073 0024 007E

efghijgklmnopqgr stuwvwxuyz=z/- 1

002C 0070 00ZE 002F 00AQ 00A7 DOAL 0401 0402 0403 0404 0405 0406 0407 0403 0402 0404 0408 040C 040E 040F 0410 0411
I r
1) & E-EBINeEsSII1JbbHBhKYLUAB
0412 0412 0414 0415 0416 0417 0412 0419 0414 0418 041C 0410 041E 041F 0420 0421 0422 0423 0424 0425 0426 04227 0428

BIrIEX3MWAKIINMNHONPCTY ®XI[{YIl

0429 0428 0428 0420 0420 042 042F 0430 0431 0432 0433 0434 0435 0436 0437 0432 0439 0434 0438 0430 0430 043E 043F

Ml Hhblbhb DA a06BIT A€ X 3MAKIIMHOI

0440 0441 0442 0443 0444 0445 046 04427 0445 0443 0448 0448 0440 0440 044E 044F 0451 0432 0433 0454 0453 0456 0457

PCTY X UUUYWWBHBbLb >210Aa8 hIresii
0452 0455 0454 045 045C 045E 045F 2116

Jx s h kK ¥k

Your Font is ready for saving....

L]

Press the Save All As... button in the Main tool bar to save the data under a new name in the proper
directory. The Sym and Code Point Character List files are saved automatically.

2: Convert a Text with Classic 8 bit Font Encoding to Unicode:

Open an exiting Unicode text Astronomy_8.c as marks with Text -> Import Text or Text Catalogue to
Mark or Create Characters.

This opens the text converter dialog:

{+ 15083595 Latin + Cyrillic

To see the correct text:

f{ Disclaimer: These texts are only for demonstration of the principle
ff and may not make any sense to someone familiar with the language
#ifdef ENGLISH

char szA_00[] ={"Astronomy is a natural science that};

char sza_01[] ={"studies celestial objects and phenomena};

#elif BELARLISSIAM

char szA_00[] ={"AcTpaHomia dyHISMEHTENEHEA HABYHE )

char sz&_01[]={"aKkan saliMaeula AacneaBaHHEM HAGECHEIX };
Fendif

Press OK.
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The characters used by the Unicode text are highlighted in green:

Q020 0021 0022 0023 0024 0025 0026 0022 0028 0022 0024 0028 O02C 0020 002E O02F 0030 0031 0032 0033 0034 0025 0036

t " HS 2 &' ()>)x+,—-./0123456

0037 0032 0039 0024 0038 003C 0020 003ZE 003ZF 0040 0041 0042 0043 0044 00435 0045 0047 0043 0042 0044 0048 004C 004D

789 : ; <=>20ABCDEFGHI JKLHN

O04E 004F 0030 0051 0052 0053 00524 0035 0056 0057 0055 0053 00534 005E 005C 0030 00SE 005F 0060 0051 0062 0063 Q06

NOPQRSTUVWXYZILNI1"_ "abcd

O0&5 0066 0057 O0E2 0062 0054 00 DDEC 005D O0GE O05F 0020 0071 0022 0023 0024 0025 0076 0072 0022 0023 0024 007B

efghijklmnopgrstuvwxuyz- i

00C 0070 Q07E 007F 00AQ 0047 QO0AL 0401 0402 0403 0404 0403 040 0407 0402 0402 0404 0408 040C 040E 040F 0410 0411
I T
1) & E-EBINeEsSII1IJbbHBhKYLIUABD
0412 0412 0414 0415 0416 0417 0412 0419 0414 0418 041C 0410 041E 041F 0420 0421 0422 0423 0424 0425 0426 0427 0428

BIrIEX3HAAKJINMHONPCTY ®XI{ Yl

0429 0424 0428 0420 0420 042E 042F 0430 0431 0432 0433 0434 0435 0436 0437 0432 0439 0434 0438 043C 0430 043E 043F

Ml Hblbhb DA aO6BIr Qe X 3MWMUAUKJIMHOII

0440 0441 0442 0443 0444 0445 0446 0447 0445 0442 0444 0448 0440 0440 044E 044F 0451 0452 04353 0434 0435 0456 0457

PCTY X UUUumWuuybbolb d>2wAaA8hiresid
0452 0459 0454 045R 045C 045E 045F 2116

Jur s h R Yk

The text is automatically shown with the font:

Astronomy is a natural science that
studies celestial objects and phenomena

ACTPaHOMIiA GYHZAMEHTAJIPHAA HABYKAa
AKaAaA 3aMaenuUa ZacriegBaHHEeM HAGecHbIX

Click Show Exported Text to set options:

dLFuILF
ERRER}
Text

Portable Unicode or ASCII in Qutput Compiler File String Format

{* Both Strings and Comments are Saved as Unicode Characters
(" Strings are Written as 16 Bit Hexadecimal Values and Comments becomes 8 bit Classic Characters

(" Sirings are Written as 8 Bit UTF-5 Hexadedmal Values and Comments becomes 8 bit Classic Characters

The text is now Unicode and char have to be changed to wchar _t by your editor or by the Set String Type
before the text can be compiled:

#1fdef ENGLISH

char szA 00[]={"Astronomy is a natural science that"};

char szA 01[]={"studies celestial oljects and phenomena"}:
#elif BELARUSSIAN

char szA 00[]={"Acipanomia QyHIaMeHTanbHasA HaByKa"}:
char szA_01[]={"4ras 3aiimacuua JacieIBaHHEM HAOECHBIX'" }:
#endif

Option for updating the code:
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Set String Tvpe
[¥ Match Character Type, String Prefix and Hexadecimal notation

{* Clazsic wchar_t L'Text '=0000"

{" Modern char1_t u™Text ‘w0000” [T Save az 32 bt Unicode

If your editor or compiler cannot handle Unicode texts choose UTF-8 instead:

#ifdef ENGLISH

char szA Q0[]={"Astronomy is a natural science that"};

char szA 01[]={"studies celestial ol jects and phenomena"};

#elif BELARUSSIAN

char szA 00[]={"xD0'x90'xD1'x81'xD1'x82'xD1'x80'xD0'xB0'xD0'xBD'xD0'xBE'xD0'xBC'xD1'x9
char szA_01[]={"xD1'x8F'xD0'xBA'xD0'xB0'xD1'x8F 'xD0'xB7'xD0'xB0'xD0'xB9'xD0'xBC'xD0'x
#endif

To save the text as Astronomy 8 c.c press:

Save Qutput Compiler File As...

Press OK.

Use blue highlighting to identify the characters:

Hilight a Character for Identification
(IF Showe Blue Marking of Selected Character

Press OK, and click any character:

0440 0441 0442 0443 0444 0445 0445 0442 0442 0443 0444 0448 0440 0440 044E 044F 0451 0452 0453 0454 0455 0456 0457

PCTVYGX UMW BbBIL MK0WAE hres ii

HCTpaHDHi@
@Ka@ 3avMMae

xD0'x90'xD1'x81'xD1'x82'xD1'x80'xD0'xBO'xD0'xBD'xDO'xBE'xD0'xBC'xD1'x96'xD1'x8F 'x
XD 1'x8F'xD0'xBA'xD0'xB0'xD1'x8F 'xD0'xB7'xD0'xB0'xD0'xB9'xD0'xBC'xD0'\xBO'xD0'xB 5>
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G: How to Convert 16 bit Unicode Font or Text to 8 bit Classic Encoding

Unicode with 16 bit Code Points define about 56000 characters for almost all living languages in the
world, whereas 8 bit classic fonts such as DOS, Windows and 1SO8859 have 128 ASCII Latin and control
characters followed by 128 language or region specific characters.

In many cases it would be convenient to be able to convert a 16 bit Unicode font and text to fit an 8 bit
Classic font. In this chapter we will do both.

1: Convert a Unicode Font to a Classic 8 bit Font Encoding:
Press the File Open button in the Main tool bar:

=

Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

Open an existing Unicode font, for example LatinGreekCyrillic.c.

0020 Q021 0022 0023 0024 0025 0026 0022 00228 0029 0024 002B 002C 0020 O02E I:I_EIEF 0030 0031 0032 0033 0034 0035 0035

I HEH S % & (CDf K- 0L 23456
0037 0038 00329 0034 0038 003C 0030 003E O03F 0040 0041 0042 0043 0044 0045 0045 0047 0042 0049 0048 0048 004C Q04D
7809 1 . </=>092 @AB CDEF GHI J KL M

Q04E 004F Q030 0031 00352 0053 0024 0035 0035 0037 0038 0032 0058 005E 003C 0050 0OSE Q05F 00&0 O0sl 002 00&3 0064

NIOP QR ST UVWXIYZ [ V] ™ I ab cd
0065 0086 0057 0058 0069 0064 Q08B OO5C 0050 O0GE O0SF 0020 0071 0072 0073 0074 0075 0076 0077 0078 00735 0074 0078
e f g h i j k1 mn o p q 1 s t u v wxiy z {
O0AC 0070 007E 0321 0392 0393 0394 0395 0396 0297 0398 0399 0294 0398 039C 0F50 039E 039F 0340 0341 DZAZ 03A44 0345

|} ~ABITA EZH®GI KAMNEOILP ZT 'Y

0346 0347 0245 0345 0344 03AB 05AC 0340 03AE 03AF O3B0 03B1 O3BZ 05B3 03B4 03RS 03B6 O5BF 03RS 03RS 03R4 O3BE OZBC
T - - - - ra B w o
XYL Yaeni 6ap vy o e dmno v kiLpu
0ZB0 OZBE OZBF OEC0 0301 0302 0303 0304 0303 0ECe 0307 0ECE 0303 03CH 03CE 03CC 0300 0ECE 0401 0402 0403 0404 0403
vi § o mplc oo T oo ooy v o i b o o oFE DI €S
0406 0407 0405 0405 0404 0408 040C O40E 040F 0410 0411 0412 0413 0414 04135 0416 0417 0413 0413 0414 0418 041C 0410

I IF JEJb b B K VIIT A'b B I'l I E K3 IT 11 K'JI MH

041E 041F 0420 0421 0422 0423 0424 0425 0426 0427 0428 0422 0428 0428 042C 0420 042E 042F 0430 0431 0432 0433 0434

O Il Pf C TIV @ X 1Y I I['L BI'Bf 5 KO A a O B r &

0435 0436 0437 0438 0433 0434 043B 043C 0430 043E 043F 0440 0441 0442 0443 0444 0445 0445 0447 0442 0449 0444 044E
'E:}I{?I-*II-“IKJ'IMHDI'I]JCT}'(])XL[‘II.[IIJ.[’I:-I:-I

044C 044D 044E O44F 0451 0452 0453 0454 0455 0456 0457 0458 04352 0454 0458 045C 045E O45F

b 3 10 4 € b r e s 1 i jJ mwmh K ¥

Open an exiting Unicode text Astronomy_U.c as marks with Text -> Import Text or Text Catalogue to
Mark or Create Characters. The characters used by the text are highlighted in green:

128



BB SZn3TE 83
NEHBE<SWESS 2
BB 2R EREmE
Eo B EEEMECE 8
EECEcEP=E < &=
EOBCESENERET
=11 ik pwy
LEZB L BoiEEInEod.
B BB B 8,08 8,
—m_ﬁlm-m_lﬂ-ﬂ-_mmm—!u
OENEcBMEQE SEE08 o
eS8l BoEs>imeHEas
B ECE@E B e g
-8B EENECEsgtede T
AP BEMEwE - K E S
|| EHE BB SE0adEDE = 2.
WV EBnE B B E SFEE S
!—M—H-Eﬁ-lm_ulﬂﬁmm-
EOE B ECEREREOE T
o BAEonE | BRHFECEZ— B E ;
0 EO BB ~EHELrE—E g %

—
—
-
I
1+
£
L~
—
—
cd
X
=
e
=
[ =—— ]
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DeCHBIX

AKasA 3afiMaelllla AacjeaBaHHeM Hs

Astronomy i1s a natural science that
studies celestial objects and phenomena
AcTtpaHoMia (yHAaAMeHTalbHad HaBYKa

During conversion to a classic font, any characters missing in LatinGreekCyrillic.c will be taken from the

Master Font, so it has to look as much as possible like the original font. Open the compare dialog:

The text is shown automatically with the font:
First select a Windows Unicode font:



—Internal & Recent Windows Fonts —

EuttonText_cpp 23 -
Emaji_cpp 32

LatinCyrillic 23

Thai_cpp 32

Thai txt 23

W Arial

W Calibri

W Consolas

W Courier MNew

W Georgia

W Impact

W Lucida Console

W Palatino Linotype

W Tahoma —
W Times Mew Roman ,LI

o PR . PSP W 1 USSR

Pick a Windows Font

If the recent fonts are not ideal, pick another Windows font as this example shows:

Pick @ Windows Font

This opens the Windows font picker, the appearance of which is depends greatly on the Windows version,

Windows native language, what kind of foreign language support is installed, and any additional non-

Windows fonts added later.

The original font looks a lot like Palatino Linotype or Times New Roman, so fill in the 3 top fields to

choose for example Times New Roman, Regular and 24. The last field is the height of the whole character

including top and bottom white space. This is the height of the each symbol in pixels.

Times New Roman Regular 23

Press OK.

This is basically a grey tone vector font, and the conversion to grey levels has to be fine trimmed.

Adjust the thickness of the character until the connectivity is OK and the characters look as much as
possible like the LatinGreekCiyrillic.

Characters with diagonal lines like / @ A W are usually the most critical.

Symbol - RightClick on CharacterMap to Select MasterFont - LeftClick on CharacterMap to Select
| ]
Glyph Height 13 Width 15 Glyph Height 13 Width 13
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Light Relative Edge Pixel Value 100%: Press for 100%: | Dark

| = |

Grey Contrast @ 0%  25% © S0% ¢ 75% { 100%

Marrow Relative Width 100%: Press for 100%G Wide

| = |

" Regular  SemiBold ©* Bold [ Itglics [ Extra Smooth

Press OK.
Check for correct Unicode values in the original font:

2: How to Check for Correct Unicode Values Before Converting

Press Compare Symbols: Show Symbols in Actual Size:

And then again as Compare Symbols: Show Symbols and Master Font Together:

Scroll through the whole font to check that characters are alike:

3 IIIE[KJIMHOHP CI TV DXL Y IHIb bIlb 5
S HITKIJIMHOIIPCIT VOX LU LWIIB BIE 3

The top row is the newly opened font and the lower is the chosen Master Font.
Change to Language & Region edit mode:

Language & Region

Start Convert:

8 hit

Choose Cyrillic:

% windows 1251 Cyrillic
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BEAEANEERI | I RENNONNERAARERIT1]
The black on white symbols on grey background are the original font, and black on pink symbols on white

background are going to be supplied from the Master Font as normal black on white characters.

Press the convert button:

Conwert ko & bit Fonk

S BoEE Bl Bl BuEBnfnE o

—P-BCN B BRCE B

|

&3
Es
=
L
—
—
—
4
T
e
=
——
=l
—
==l

-5 -
=1 18)- B =
M ED B
BT B8 o
I@—H—ﬁ-
Ec-E8rME o
+ 8 EOE<
* 81 B8 o
—~28v 8082
— 8 . 8ZE =

WE B E miE
=~ 80 80 8=
wEBLE <8 >
S EERE
21 =1-1% x
19 K-
v =808
e EdE o
L EmERE T
_g=EHES
-"-qﬁlm——“—-m-

=8 H 885 8

28R 88 ELETEx
- ESE RS HmMEHE T
SEwE E®ENE0EmE

The Font now contains 256 Characters.

There are now 2 options, Classic Font and Code Point Character List Font:

3: Save as a Classic 8 bit Font:
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Press the Save All As... button in the Main tool bar to save the pixel data as Cy24x23.c in the proper
directory. The Sym file is saved automatically. The corresponding Code Point Cy24x23.cp is redundant,
and is not saved.

4: Save as an 8 bit Memory Optimized Font:

The control characters 0000 to 001F are not displayable, they only take up unnecessary memory space and
could be deleted.

Change to Font Edit mode:

Mark the unnecessary symbols with the Mouse and Ctrl+Mouse:

Press Delete:

E.Hli]-.

=
-

EHEC B OERE<El BTE—
ZBMBRB BB B O8N A
TEEsEmeBNEoBE
OB OE»EOBE~BoBZEO

ER-E oSS G ) B B2
EECEmE~SFE 2C8 88—

EBEEBLEExE LB BTIE L2 &

T ENETE AL B MBS BINE ()2

ER Ao} = ==
METBEOECETETECE cE Qo

E.!g U8 = 8 _“EB—-—2HMh3 (02 WEsim
OBl s [ 5,58 | 500 5 T8 \WOE_=
E}@]Elﬂ-ﬁlkﬂlﬁllﬂg
E8MESEH B 888 CB V ans
S8 X B B8 <6 o Sttt ] Cupy
Bmﬁlﬁm“mgﬁjﬂ

(@)

The Font now contains 224 valid Characters.

Press the Save All As... button in the Main tool bar to save the pixel data as Cy24x23.c in the proper
directory. The corresponding Sym and Code Point Character List files are saved automatically.
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5: Convert a Unicode Text to a Classic 8 bit Font Encoding:

The Text and the Font do not match anymore, as indicated with red highlighting of the Cyrillic text:

Astronomy 18 a natural science that
studies celestial objects and phenomena

Acipanomia (dyHIaMeHTalbHasd HaBYKa
dAKad 3aliMaernna macilenBaHHeM HAOECHBIX

Click Show Exported Text to set options:

dLFuILF
ERRER}
Text

Select Classic Characters:

Mon Portable 8 bit Classic Characters in Output Compiler File Format
’7# Both Strings and Comments are Saved as 8 bit Classic Characters

Press Output String and Comment Encoding, and select Windows Cyrillic:
' Windows 1251 Cyrillic

Press OK. The classic text shown with the classic font is now correct:

Astronomy 1s a natural science that
studies celestial objects and phenomena

AcTpadHoMia ¢yHIAaAMeHTallbHaA HaBYKa
dKas 3afiMael[l]a JacleqBaHHeM HAO0ECHBIX

But the text is no longer portable and will be shown garbled in most editors:

#1fdef ENGLISH

wchar tszA 00[]={L"Astronomy is a natural science that"}:
wchar tszA 01[]={L"studies celestial okjects and phenomena"};
#elif BELARUSSIAN

wchar tszA 00[]={L"Afodaiii’s o66idaiaioasiiiay jadoéa"};
wchar tszA 01[]={L"¥éa¥y caciaadda dancadaaiiai i¥aaniao"};
#endif

Before the text can be compiled wchar _t has to be changed to char and L should be removed. This could
be done manually after the text is saved or automatically with the Set String Type option before saving:
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bt Unicode

Press Save Modified Text File as to save the classic text as Astronomy_U__ c.c.
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H: How to Convert a Group of Symbols to Characters in a Font

The Code Point Character List system is for removing unused characters and keeping track of used
characters in a font. Groups do not have a Code Point Character List. The symbols in a Group are always
numbered from 0 and up to N-1. If a group of symbols is to be used as Characters in a Font, the symbols
should be moved to their proper character position.

Press the File Open button in the Main tool bar:

=
Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

Open the existing group ABC123.c.

OO0 0001 0002 0003 0004 0005 0004

HECTZI%

To change to a font press the Modify Symbol Group button in the Main Toolbar:

| 23 7 S Y
This opens the modify dialog box:

Modify Existing Data Set

Choose how symbols should be organized:

¥ Font with Characters

Symbol Type
|Vr' Group of Symbaols

Press OK.
The symbols are now characters 0000 to 0006.

Character symbols can only be moved to vacant Code Points, so to avoid conflict, start with the symbol
that should have the highest Code Point.

If the symbols are so intermixed that starting from the top is impractical, a large number of symbols can
be parked temporarily in the Unicode user area from E000 to F8FF by Cut to Clipboard and Paste: Put
in Unicode Private Use Area.

Please note that the Unicode Private Use Area is also used by the Non Unicode standard Hong Kong
Supplementary Character Set for the Chinese language.
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1: General ClipBoard Method

This method can be used for moving characters and symbols inside or between fonts and groups.

Start from the top:

Mark the Euro sign €:

ulu]u]u} oool oooz ulnjuic; ooo ujujuis] oooE

HBC1Z3E

Cut to Clipboard:

|

Paste to a new position:

=

This opens the Paste to Font dialog box:

Insert at Unused Character Yalues |

The Unicode value for the Euro sign € is 20AC, mark it with the mouse:

oooooooooon ood-———o_*° °, ", 0
%« 000...00 O%0" "0O00000« » OO O
oooO0s Oo0o0o00o0Oo0c0oo0oooooOooonoooon
ooooooooon oooooooooooooon:.

odb0doo0o0of00oOoO0ooOo0oonoooOonoonoonooOoan
O00F£ 00R0O00md e OO00O0OOO0OO0OOOO0OOOOOOOOO
OO00000OOOOOOOoOoOoOoODoooOoDOoDODODODDDODODOOGO
goooooooooDooOoOOODODDODODODODOOOODODOOOODO

Insert 1 Characters |

The Euro sign € is marked in pink to indicate that it has been recently pasted:

ul]u]u} oool oooz 000z ooo ooos 20ALC

HBCTZ3E

Repeat with ABC and 123:

Mark ABC and Cut:
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000 (n[u]uf:} 0005 20AC

ABC1Z3¢€

Paste at unused values:

r1E8l-+0 20 AEf4tiaLic{tlae

' "ES W& () *+,-./012345 ﬁ"SQ-;=::=:=-’.‘
ZABCDEFGHI JELMNOPQRSTUVWXYZ][
"abcdefghijkl mnopgrstaovwxyz/{)|
o000 oDooDooDOoDODODODDODODDODODODDODDODODDODDDODDOR
 EE£cE] §7 87 «—-
AAAAXAZFCEEEETT
aaaadamceéecéii

TEEE T pq: 7 o» A
........

00035 o041 o042 o043 2040

ﬁ?HHEEﬂ

Mark 123 and Cut:

ooog ooos 0041 o042 o043

1Z3ABCE

Paste at unused values. Characters ABC are marked in grey to show that these values are already

occupied:

ritt -0 &0 ARt 4ATNetTd T
P'"#8%&" () *+, -. /0123456789 ; =
@MBEDPEFGHI JKLMNOPQRSTUVWXYZ[ !
"abcdefghij k]l mnopgqrstuvwxyz/{]
0000 oDOoDooopoDooDooDooDOoDODODODODODODOODOODOI
i €£o¥] §T O «--@T £z

......

" pEge e }>141ﬁ

.....

...... .n A am R R R T

dAadadamcéeéééiiiidonodooddo~enunnidyp¥

o031 o032 o041 o042 o043 204C

IE HEEﬂ

2: Fast Code Point Edit Method

This method can be used for moving characters inside a font.

Change to Code Point Edit:
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Code Points

Mark the Euro sign €:

aooo o001 oooz2 o003 o004 0o0s 000

HBLCTZIE

Press Move Selected Symbols:

CAB
-
ABC

The Unicode value for the Euro sign € is 20AC, mark it with the mouse or just write the hexadecimal

code:

oooooooooon ood-—ao_ ¢ *, = =" 0O
+%+000...00 O%0' " 00000« » O O O
0000 0000000000000 OOOCOOO0OOOoOoOooO
oooooooooao oooooOoooooooooge

odb0doo0o0of00oOoO0ooOo0oonoooOonoonoonooOoan
O00F£ 00R0O00md e OO00O0OOO0OO0OOOO0OOOOOOOOO
OO00000OOOOOOOoOoOoOoODoooOoDOoDODODODDDODODOOGO
goooooooooDooOoOOODODDODODODODOOOODODOOOODO

Maove 1 Characters To Ox20AC I

Qoo au]uj} ooos alu]uk] 0004 0005 20AC

HBC1Z3E

Repeat with ABC and 123:

Mark ABC and press Move Selected Symbols:

ul]u]u} ]DDI oooz 000z ooo ooos 20ALC

r1.II—'n 20 AELAT N L { T}«
P"#8%&" () *+, -./012345678090: ; ===
ZABCDEFGHI JELMNOPQRSTUVWXYZ ][
"abcdefeghijkl mnopgrstuvwxyz/{
jo0000 Do0DoDODOoDODODODODOODODODDODDDODDODDODODOODOR D
i ef£c¥) §" 87 B
AAAASAFCEEE
éeé

"l

o
11

]
b
I

5

[5]

£ T -
EIIL
e1 1

ol D A
(00000 <0UUTTYDH
0oo0o0drenuunidyp¥

i
i

=
S~
« A H

aadaidamsce i

Mew StartChar Elxl 20AC

Mew StartChar Elxl o041
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Move 3 Characters To Ox0041

nlujuic; ooog ujujuis] 0041 o042 o043 20ALC

1ZIRBCE

Mark 123 and press Move Selected Symbols:

o003 ooo4 00035 o041 o042 o043 2040

IZIABLE

ritt -0 &0 ARt 4ATNetTd T
P "E#5%&" () F+, -. /0123456789 ;=::=
ZABEDEFGHI JKLMNOPQRSTUVWXYZ[ ] ~ _
"abcdefghijkl mnopgrstuonvwxyz{| }~10

101

0000 oDOo00Do0DoOooDoDOoDoDOoOoDoDOoOooOooOoDoOODOOOOI
c fEoE! §T @2 w—-® °£23 g t® o103
AAAASAFCEEEEIIIIPNOOOOG=OUUTLTUYDH
adddddeceéééiiiiTonoo6od-onudiyp¥ New StartChar 0x[0030 |

Maove 3 Characters To Ox0030

o0:z0 o031 oo:E2 0041 o042 o043 2040

1ZIRBLE

3: Check for correct Unicode values after the conversion

Press Compare Symbols: Show Symbols in Actual Size:

And then again as Compare Symbols: Show Symbols and Master Font Together:

The match is apparent:

+ 123ABCE

= 123 ABCE

Your Font is ready for saving....
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Press the Save All As... button in the Main tool bar to save the data in the proper directory.

4: How to Save Characters or Symbols as a BitMap

This is a continuation of the previous example.

Any character, symbol, font or group can be saved as a Windows bitmap file. IconEdit can save data as
bitmaps in 2 different ways:

1. The character or symbol in the character or symbol edit window can be saved with the zoom factor 1:1.

2. The whole data set can be saved as one image in the size it is designed i.e. the saved pixel size and
zoom factor is 1:1.

To save bitmaps from the small font in the previous example assume the edit windows look like this:

E:IEI agaz (N[5 o041 o042 0043 20AC

Press Image -> Save Character or Symbol Edit Window as BMP File... in the menu to save the bitmap
file in the proper directory. The bitmap file can be opened by any image editor that support bitmaps, and
will look like this in Paint:

/

Press Image -> Save the Whole Font or Group as One BMP File... in the menu to get the Save Bitmap
dialog box:
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Save Bitmap x|

—Line Length

IIII +| - | Set walue ko zera For Autamatic Fik |

— Compatibility with Image Editors thak Support Transparency ——

™| Save with Transparency: Infarmation in Sleha Channel

Cancel | (0] 4 |

Set Line Length to Automatic fit and save the bitmap file in the proper directory. The transparency
information for 32 Bit ARGB color mode can be saved for use by editors that support transparency, for all
other color modes this option is irrelevant. The bitmap file can be opened by any image editor that support
bitmaps, and will look like this in Paint:

Please note that IconEdit supports a much larger number of color formats than the Windows Bitmap
format, so when the Bitmap is read back into IconEdit the symbols now have the nearest equivalent to a
Windows Bitmap format, but no symbol information is lost in the process.
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I: How to Include Private Symbols in a Unicode Font

The Unicode has a large range of undefined Code Points that is meant for private use. The values stretch
from OXE000 to OxF8FF.

Warning: The HongKong Supplementary Character Set and part of the Simplified Chinese Character Set
is placed in the middle of the private area from OXE600 to OXE8SFF.

In this example we will add battery symbols created in example 08.A.

To add private symbols to an existing font such as AZ09:

0030 o031 o032 0033 0034 0035 003s 0037 00zs o03s 003F o041 o042

O L 234 56 7 89 7 AB

0043 0044 00435 004 o042 o042 o043 0044 004e oo4c o040 004E 004F

CID E F GHI J KIL MIN'O

QoS0 ulni=pt oos2 uluj=x; o054 0055 uluj=1y ulul=r ulu}=ts] ulni=ic) 0054

P QRS T UV WX 'Y Z

Press the File Open button in the Main tool bar:

=
Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

Open AZ09.c.

Press the File Open button in the Main tool bar:

=

Open the existing file battery.c.

ulululu] o001 ooog 000z ooo4

OO0000

Mark them all with Ctrl A and copy to the clipboard with Ctrl C.

The battery indicators are in color, but the font is in greytone, so the font color format for AZ09 must be
changed.

Press the color format button:
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Bt

This opens the modify dialog box:

Modify Existing DataSet

Choose a new color format, here 4 Bit Color Palette to match that of the battery indicators. This option is
only available in the color version of IconEdit:

—Symbal Color Defined by Pointer to Palette Color
™ 2 Bit Grey Tone Palette - 4 Grey Tones

" 4Bit Grey Tone Palette - 16 Grey Tones
{~ &Bit Grey Tone Palette - 256 Grey Tones
" 2 Bit Color Palette - 4 Colors

{¥ 4Bit Color Palette - 16 Colors

" 2 Bit Color Palette - 256 Colors

Press OK.

Paste the battery indicators with Ctrl V, this opens the paste dialog box:

Paste Characters to Fonk

Choose resizing:

Paste Pixel Ackion
™ Copy Pixel to Pixel

{* Fit ClipBoard ko Symbal

™ Interpolate Colors with LowPass Filker

And where to put the new characters:

Put in Unicode Private Use Area |

The font now looks like this:
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Your Font is ready for saving....

Press the Save All As... button in the Main tool bar to save the pixel data in the AZ09_Battery.c file in the
proper directory. The Sym and Code Point Character List files are saved automatically.
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J: How to Upscale, Downscale or Reshape a Font or Group

The Resize tool can be used to stretch or squeeze characters and symbols in the x and y direction
separately.

The resizing can be done Pixel to Pixel this does not change the shape and size of the glyph and is meant
for removing unused space in fonts.

The resizing can be done Pixel to Pixel but Squeezing Oversize Characters (instead of just truncating
the right hand side of the glyph) this does not change the shape and size of the glyphs that fit inside the
new size but squeezes glyphs that would otherwise be truncated usually M and W. This is meant for
reducing the memory consumption of fonts without changing them significally.

The resizing can be done by Stretch or Squeeze. This is primarily intended for fitting various images to a
desired size but can also be used for upscaling or downscaling of fonts. The LowPass Filter can be used
to smooth the images by producing intermediate colors.

To reshape all the characters in an existing font such as Aa_24x24:

Press the File Open button in the Main tool bar:

=

Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

Open the existing file Aa_24x24.c.

0020 0021 0022 0023 0024 0025 0026 0027 0028 0023 0024 O02B 002C 0020 002E O02F 0030 0031 0032 0033 0034 00335 0036 0037

" E# S % & () T+, - /01203 45 6 7
0032 0022 0034 0028 00ZC 0030 00ZE 003F 0040 0041 0042 0043 0044 0045 0046 0047 0042 0042 0048 0048 Q04C 0040 O04E O04F
8 9 1 I <=>??@ABCDEFGHI J KL MN O
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0062 0085 O0&6A OOEE O06C OO0 O0GE O0&F 0070 0071 002 0073 0074 0075 0076 0077 00228 0073 007 0078 007C 0070 007E

hii j kIl mnio pigr st uvwxyz{| } ~
Change to Font Edit if it is not already there:
Font Edit

Press the Resize button:

]

The resize dialog box shows the recommended new size for normal resizing:
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" Copy Pixel to Pixel
* Copy Fixel to Pixel BUT Squeeze Oversize Characters
[ There are 3 Empty Top Rows - Remowve 3
[T There are 0 Empty Bottom Rows - Remove i

"I'*lew Symbaol Size

" Siretch or Sgueeze to fit Mew Size
¥ | Interpolate Colors with LowPass Filker
r Feep Aspect Ratio

I Footprint Before 7224 Bytes - After 7224 Bytes

Input a new size, choose Stretch or Squeeze, and activate the LowPass Filter:

i~ Copy Pixel to Pixel
" Copy Pixel to Pixel BUT Sgueeze Oversize Characters

"NE'— ! Symbal Size

™| There are 3 Empty Top Rows - Remowve 3

™| There are 0 Ermply Bokbom Rows - Remove 0

{* stretch or Squeeze to fit Mew Size
¥ Interpolate Colors with LowPass Filter
[ Keep Aspect Ratio

I Footprint Before 7224 Bytes - After 6034 Bytes

Press OK:

0020 0021 0022 0023 0024 0025 0026 0022 0022 0022 0024 O02E 0020 0020 002E D02F 0030 0031 0022 0033 0034 0025 0036 0037

" # 5 % & () " + - . a1 23 456 7

:
0032 0022 0034 0028 00ZC 0030 00ZE 003F 0040 0041 0042 0043 0044 0045 0046 0047 0042 0042 0048 0048 004C 0040 O04E O04F

& 9 ; < =>7%@ABCDEFGHI JKLMNO

H
0030 00531 0052 0053 0054 0055 0036 0037 0038 0032 0054 005E 005C 0050 00SE 005F 0080 0061 0062 0083 O0&d4 0065 O08E Q067

PORSTUV WXY Z2[ V] * o abocdoef g

0058 00&3 0054 00SE O05C Q060 OOSE DO&F 0070 0071 0072 0023 0074 0025 Q076 0077 Q0738 0079 0074 0078 Q0FC 0070 00FE
h i jJ kI mnopaqgrn st uvwxuyaz {| } ~

The font is now 20x20.
If the widest characters were squeezed to 20x16 the memory consumption could be reduced by a third.

Mark all characters with Mark All Symbols and remove any white space on the left and right side of the
characters with Fit Symbol to Character:

<la/ Bl
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Press the Resize button:

Input a new size, and choose Copy But Squeeze:

S 5 I o

i~ Copy Pixel to Pixel
{* Copy Pixel to Pixel BUT Sgueeze Oversize Characters

[T There are 2 Empty Top Rows - Remove 2

[™ There are 1 Empty Bottom Rows - Remove 1

"I'ilew Symbal Size

{” Stretch or Squeeze to fit Mew Size
¥ | Interpolate Golors with LowPass Filker
[T keep Aspect Ratio

Press OK:

| 2C2 18R
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N 22 0 by
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pri, |

02 RS O

il

=2 a8 e .

-y

KEOE

K208~

p = g S

The font is now 16x20. The squeezed characters, in this case only W, are marked with yellow.

The characters have some white space in top and bottom that might not be needed, to remove it press

Mark all Symbols:

Move the characters to top with Move Marked Characters:

8]
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aoza IEIEIEI III‘IIIIEE EI#EIEE 0024 0025 0025 IEIIIIE? 002 nogs EI*EIEﬁ O02E 002C 0020 002E O02F 0030 0021 0032 0033 0024 0035 003& 0037

+ , - . /01 2 3 4

H
0032 0022 0034 0038 00ZC 0030 003E 00ZF 0040 0041 0042 0043 0044 0045 0046 0047 0042 0042 0044 004B 004C 0040 004E O04F

;. < = > 7" @A B CDEF

0050 0051 0052 0053 0054 0055 0056 0052 0052 0052 0054 O0SE 00SC 00OS0h 00SE 00SF LJEIEEI o0&l 0062 0063 00&4 0065 O0&E 0063
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ao0sa _EIEIEE' I;IDEﬁ O0&R O0&C 0060 OOSE OO&F 0070 Q071 0072 0023 0074 0075 Q07& 0077 Q072 0079 0074 0078 Q0FC 0070 Q0FE
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Use Get Biggest Character to find out how much can be cut off at the bottom:

5]

Battam 17 in Char 0=007C

aoza IEIEIEI HDEE EI#EIEE 0024 0025 002G IEIEIE? 0022 0022 0024 0028 002C 0020 002E O02F 0030 0031 0032 0033 0024 0035 0036 0032

() F o+ - 0 o1 2 3 4

1
0032 0022 0034 0028 00ZC 0030 00ZE 003F 0040 0041 0042 0043 0044 0045 0046 0047 0042 0042 0048 0048 004C 0040 004E 004F

;. < = > %" @A B CDEF

0050 0051 0052 0053 0054 0055 0056 0052 0052 0052 0054 O0SE 00SC 0050 RDSE oosF L]EIEEI 00&1 0062 0063 0064 0065 0066 0062

T U VvV wXY 2 [ V ] i a b cde f g
Qo0& _EIEIEE' I;IDEﬁ O0&R O0&C D060 OOSE OO&F 0020 0071 0072 0023 0074 0025 Q07s 0077 00738 00739 0074 00FB Q07C 0070 D07E
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The “lowest” character ends at 17 so the font can then safely be reduced to 16x18:

Mew Symbaol Size
x Lo =] v [s =]

* Copy Pixel to Pixel

" Copy Pixel to Pixel BUT Sgueeze Cversize Characters
[ There are 2 Empty Top Rows - Remove IZ_
| There are 1 Empty Bottom Rows - Remove I__

" Stretch or Squeeze to fit Mew Size
v
-

Press OK:

ooz0 a0zl HDEE 0023 0024 0025 0026 IIIIIIIE?| 0ozs ooz E_EIEﬁ Q02 00ZC 0020 OOZE O02F 0030 0031 0032 0033 0034 0035 0036 0037
! # + , - . o1 2z 3 4
0038 00329 0034 0038 O03C 0030 O03E QO3F 0040 0041 0042 0043 0044 0045 0045 0042 0042 0049 0044 0048 004C 0040 QO04E O04F
1 ] < = =
00s0 0051 0052 0053 0054 0055 005 0052 0052 0052 0054 00SE 00SC 00SD 00SE 00SF 0050 0051 0052 00683 0054 0065 005 0062
TuUv wWXY Z2[ v1 % 7 abocde f g
[n[n]] _EIEIES' I_:IDEﬁ 00&E O0GC 0060 OOSE OO&F 0070 0071 0072 0073 0074 0075 0076 0077 0078 0072 0074 0078 Q0F7C 0070 Q07E
i ] Kl mnop qgrn st uv wx vy z { | } ~

After these manipulations the look of the characters should be checked for unwanted side effects such as

misplaced pixels or uneven line thickness. Any character that needs improvement can be edited in
Character Edit mode by a right click on the character:

Before and after improvement:
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When all characters have been updated character spacing should be added after each character.

Change to Font Edit and Mark All Symbols then use Leftset Character to add character spacing:

Your Font is ready for saving....

L]

Press the Save All As... button in the Main tool bar to save the pixel data in the Aa_16x18.c file in the
proper directory. The Sym and Code Point Character List files are saved automatically.
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K: How to Add Characters to a Reshaped Font

Fonts based on an existing Windows font have a large amount of white space above and below the basic
characters to make room for diacritics. Often much of this space is not necessary and the Scroll and
Resize tools are used to squeeze characters in the y direction.

Before new Windows characters can be added to a squeezed font it has to be brought back to the original
height, otherwise the added characters will be too small.

Assume an existing 16x16 font with the characters ABC is already opened:

o041 o4z o043

ABIC

Press the Insert New Characters button:

<b]

Select the new characters with the mouse:

ri 4 -=0 0 AELATNYL T |-
' "ES%& () *+.-./0123456789: : =
ZABE€EDEFGHI JKLMNOPQRSTUVWXYZ][
"abcdefghijkl mnopgrstuvwxyz/{] ~
o000 oDooooDoDoOooDODOoooDOOODOODODODOOOOO

P EEo¥E] §7 ©7 «=- E_3:13'Mf- LT e g

.............

=

l §
H
I

|_|=|

............

Enable the Insert from MasterFont dialog:
¥ Show Insert from MasterFont DislogBox

Press Insert to open the Insert from MasterFont dialog:

Symbol - RightClick on CharacterMap to Select MasterFont - LeftClick on CharacterMap to Select
|
Glyph Height 13 Width 12 Glyph Height 8 Width 7

The Master Font has normal white-space and no seriffs, but the characters are 14 pixels high and with
seriffs, so a proper Windows master font has to be found.

First try the recent fonts:
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—Internal & Recent Windows Fonts

EuttonText_cpp 23 -
Emaji_cpp 32
LatinCyrillic 23
Thai_cpp 32
Thai_txt 23

W Arial

W Calibri

W Consolas

W Courier Mew

W Georgia

W Impact

W Lucida Console
W Palatino Linotype
W Tahoma -~
W Times Mew Roman ;I

b PR . TSRS W 1 HUSPS [FRPPP PRy W [ 8

Pick a Windows Font |

If they are not really enough press the Pick a Windows Font button to open the Windows font selector.

Search for a font with the same look as the original font, in this case Times New Roman seems like the

best fit:

Font: Font style: Size:
[rimes New Roman [Eold 32
Sylfaen +  [Regular -« |8 o
Symbol Italic ?U = |
Tahoma Bod [
Bold alc 1
Tradirional Arabic [ 14
Trebuchet M5 - - 16 =

Sample

AaBbYyZz

Press OK and experiment with the settings for the closest match with the original font. The original font

was probably 24 pixels high. Press the Use TT Height button and choose 24:

Light Relative Edge Pixel Value 100%: Press for 100% | Dark
| _I I

Grey Contrast @ g9g € 25% ( S0% © 75% © 100%

Marrow Relative Width 100%: Press for 100%% | Wide
K| 1 |

(" Regular { SemiBold ™ Bold [ TItalics [ Extra Smooth

The Master Font characters are offset by normal white-space, but otherwise look a lot like the original:
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Symbol - RightClick on CharacterMap to Select MasterFont - LeftClick on CharacterMap to Select

.-
"
Glyph Height 13 width 12 Glyph Height 13 Width 12
Press OK.

o041 oo42 0043 o044 o045 004&

ABCDEF

Choose the new characters with the mouse:

0041 004z 00432 o044 o045 004

ABCDEF

Scroll DEF up to the same position as ABC:

i

o041 o4z 0043 o044 o045 004e

ABCDEF

The original font was 16 pixels high. Press the Resize button and choose Y = 16:

&

"NEW Symbal Size

¥ Copy Pixel to Pixel
" Copy Pixel to Pixel BUT Sgueeze Oversize Characters
[ There are 1 Empty Top Rows - Remowe 1

[ There are 5 Empty Bottom Rows - Remove 9

{” Stretch or Squeeze to fit Mew Size
¥ | Interpolate Golors with LowPass Filker
[T keep Aspect Ratio

Press OK.
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o041 o4z 0043 o044 o045 004e

ABCDEF

The original characters are unchanged and the new characters have the same size and look as the original
ones.
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L: How to Convert any B&W Font to an Outline Font

Press Open File:

=

Open the B&W font Null_3.c:

030 0021 0032 0033

Change temporarily to 2 bit color palette to draw the outline.
Press Modify:

B&H

Font

Symbol Color Defined by Pointer to Palette Color
(" 2 Bit Grey Tone Palette - 4 Grey Tones

" 4Bit Grey Tone Palette - 16 Grey Tones
(" 8 Bit Grey Tone Palette - 256 Grey Tones
{* 2 Eit Color Palette - 4 Colors

(" 4Bit Color Palette - 16 Colors

{8 Bit Color Palette - 258 Colors

Select 2 Bit Color Palette and press OK.

0320 0031 0032 0033

The outline will be placed around the font, so make room for it.

Press Setup Outline Width:
el

Mormal Qutline

1 pix | 2 pix | 3 pix |

Filed Corner Qutline

1 pix | 2 pix | 3 pix |

Cancel |
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Click one.

Press Resize for Outline:

o,
This will change from 27x38 to 29x40 and rearrange the glyphs:

Now there is room for the outline:

0123

Right click Draw Outline to select color:

o

Palette Index 3 RGB 00 FF 00

Cancel

Choose Red.

Left click Draw Outline to draw the outline:

o

0123

Change to Character Edit:

Character Edit |

3

Right click the Flood Fill buttons till you get to Global Flood Fill:

S e o B
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Fill Black with White:

3

Fill Red with Black:

3

Change back to B&W.
Press Modify:
Select 1 Bit Black and White:

Symbol Color Defined by Intensity Level for Color Rendering
{* 1 Bit Black and White - On & Off Intensity - Mo Anti Alias
" 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
" 4Bit Intensity Level - 15 Alpha Levels for Anti Alias
{8 Bit Intensity Level - 256 Alpha Levels for Anti Alias
r

Press OK.
Press OK.

Outline font is ready.

030 0031 0032 0023

L]

Press the Save All As... button in the Main tool bar to save the pixel data in the Null_3_Outline.c file in

the proper directory. The Sym and Code Point Character List files are saved automatically.
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06: How to Use IconEdit Tools and Make Palette Colors

A: How to Change Tool and Palette Colors

This example applies only to the color version of IconEdit.
IconEdit has a palette of various sizes of 2+1, 4, 16 or 256 colors. The palette shows the available drawing

tool colors, and is always visible in Character or Symbol edit mode. In Font or Group mode it can be
turned on or off by the Show Palette button:

=

BN _[mEnE_| | 5= |
Tool color is chosen by left click on one of the color buttons.
Tool color can also be chosen with the color picker:

v

Clicking on a pixel picks a new tool color. If the color is already present in the palette, the new color is
selected. If the color is not in the palette, the already selected tool color is changed to the new color.

Background color can also be picked, right click on the tool color picker to get the background picker:

7| |2

The background for the tool turns white to indicate the background picker. Clicking on a pixel picks a
new background color. The new color can be seen in the status bar.

In Black & White, all the intensity levels, all grey tones and 8-bit RGB color mode the palette contains all
the possible colors for that particular color mode, and can not be changed.

s N

LI TS N
IJ IJJ 1 IJJJ IJJJ IJJJJ A1
JJ d4 J44 J44 JJJJ 41 Jd11]
d J44 J44 Jd41 41 Jd 111 Jd 111
J44 J44 Jdd11 41 Jdd41] A 1881111

In 16 and 24-bit RGB and 8-bit PALETTE color modes there are 2 default palettes.

A default with 32 Gray levels plus a set of 224 evenly distributed Colors:
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J1 I IJ A I J
J1 J J

J1 il J J il

J1 il A A1 il

And an alternative with the 216 RAL Classic (K1, K5, K7) colors in numerical order:

JJJ J
J 11 i

Change between them is done in the Modify dialog-box:

R FAL
E . Press the Modify button on the main toolbar.

Press the Modify Palette button:

J

i
il
il
il

L L L
L L LL
I
L L LL

J A
J N
J N
i A

L L L L

Modify Palette |

Choose between RAL Classic or Default palette:

Load RAL Classic | Reload Default |

press OK and OK.

In 16 and 24-bit RGB, 32-bit ARGB and all PALETTE color modes all the colors can be changed using a
right click on the color button to start the tool color dialog box.

uE | I' B i I!:: 44 Iﬂﬂf
N ] ] ] A 111 A 111
1] _ gl 11 A 111 111
uE | | |J‘ Iﬂ‘: I":: L LR LN R
N i N | 1 Ik FEE:
1] | _ JJ_ N | a ANl o o o ]

Tool Color RGB i x|

— Color of Palette

0483  0wA9 (453
al o] &

e e 04834353
_I Copy I Paste | ¢
*| ~| | Cancel I

Red (Green Blue

oK I
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The control picture shows the new color as an ellipse, and the old color as text and surroundings.

Colors can also be changed by entering a 24-bit hexadecimal value, or by copy and paste a 6 digit
hexadecimal number.

In the 32 bit ARGB color mode, the lower part of the palette button indicates the degree of transparency
of that color by blending it with white and black. The background color may not be among the 256 colors
in the working palette, so it has its own button at the far right:

JJJ JJJ IJJJJ 1 ' b W
JJJ 1] | A8 ¥ d dd
1] J A1 ] | A8 ¥ d dd
JJJ JJJ A4 1] J 141 ] 4 AN o ¥ d

If color blending is activated the pseudo colors for modifying the transparency are shown to the far right
under the background color button:

J1 IJJ IJJJ IJJJJ 3 4994495944
JJJ 4 44 J41 1 AN o ¥ o o

44 J41 Jdd41 1 AN o ¥ d o o
JJJ 44 J41 Jd41 i AN o N

The 32-bit ARGB the tool color dialog box has an additional scrollbar for the alpha value:

Tool Color RGBA . x|

— Color of Palette

0x33 0x67 0:DD  0sD1

= | ek
04398?0001
|
Copy Paste
i A
v| | | «I| Cancel I x

Alpha Red (Green Blue 0K I

The control picture shows the new color as an ellipse, and the old color as text and surroundings. The
upper half of the ellipse shows the basic color, and the lower half shows the basic color on black and
white checkerboard background.

Colors can also be changed by entering a 32-bit hexadecimal value, or by copy and paste an 8 digit
hexadecimal number.

The change transparency pseudo colors is only available when Blend Colors is active:

¢

The change transparency function does not have a basic color, only a change value:
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x
Kl [ D=

Change Tranzparency -52 &

Cancel | k. |

In all palette data format modes, palette sizes depend on the number of bits used by each pixel to index

the palette colors. The palette colors should normally only be changed by accessing the palette directly in

the modify dialog box:
JESE

Madify Palette |

For grey palettes the colors are changed using the scrollbar.

MDdIﬁu’ Grey Palette x|
IHHFHHH Whlte
Palette Index 10 Grey &4 Edit Index 4 Yalue O 44 Copy | Paste I

Al
Cancel | I I

Black

Colors can also be changed by entering an 8-bit hexadecimal value, or by copy and paste a 2 digit
hexadecimal number.

For color palettes colors are changed using a right click on the color to start the tool color dialog box.
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"N

Palette Index 3 RGB 006D 00 Edit Index ICI Value le 000000 Copy I Faste I I e e

Optimize for Photo with Dither | Optimize for Photo | Optimize for Drawing I Move Inspection Window
teft | might| [ up | Down|
Standard for Photo with Dither | Minimize with Original Colors | Standard for Drawing I
First Color | - Interpolate Between First and Second Color Second Color I Frevious I Texk |
Cancel | | OK. | ¥ UseDither [ Show Pixel to Pixel
Tool Color RGB x|

— Color of Palette
0:EB  0OxBA  0x00
al o] &

- 0JEBEADD

Copy | Paste |

+| ~1 ~ Cancel

Red Green Blue

oK |

The control picture shows the new color as an ellipse, and the old color as text and surroundings.

A set of color shades can be created by interpolation between two colors, set first and second color to the
endpoints and pres interpolate.

Modify RGB Palette X
Palette Index: 7 RGEFF FF FF Edit Index |3 Yalue O DDEDDD Copy | Paste I
Cptimize far Photo | Cptimize For Drawing I
Firsk Calar | - Interpolate Between First and Second Color | - Second Color I
Cancel | ik I
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This also works for semi transparent colors in 32 bit ARGB color mode.

Modify RGB Palette x|

|

Palette Index 23 RGE 41 F7 oF Edit Index | 125 Yalue Elxl 4DE00 A6 Copy | Paste I
Cipkirnize I

First Colar | u Interpolate Between First and Second Color | = Second Color I
Cancel | Ok I

Colors can also be changed by entering a 24- or 32-bit hexadecimal value, or by copy and paste a 6 or 8
digit hexadecimal number.

If only a single color should be changed right click on the color button to start the tool color dialog box.
BN _ |mEEN_| | |5/
L I8 I TIC I T T (T

In palette color modes this will generate a warning:

Warning 004: Change all Qcourrences of This Color bo & Mew ¢

If you accept this the Tool Color dialog box will appear, either Tool Color RGB or Tool Color Grey
depending on the color mode:

Tool Color RGB L X|

— Color of Palette

DxA3  0z00  0x00

al o] o

=] 04430000

Copy | Pastel

5
> | - Cancel | %(

Red Green Blue 0K |

163



x
— Grey
33
|
|333333

| Copy | Fazte |

&7 I Cancel |

[arey 0k |

Colors can also be changed by entering a 24-bit hexadecimal value, or by copy and paste a 6 digit
hexadecimal number. If colors are entered or pasted in the Tool Color Grey dialog box they are
automatically converted to grey,

Palette colors are auto-generated every time palette mode is changed, so changing between grey and RGB
or changing the number of bits per pixel generates a new palette.

To make it possible to use the same palette for a number of fonts or groups, existing palettes can be
imported into the symbols:

Cpen Palette File. .. |

If one palette mode is changed to another palette mode either colors or indexes have to be matched:

™ keep Palette Indexes, Change Colars
{*' Fit ko Mearest Color, Change Palstte Indexes

Please note that if the palette is common for a number of fonts or groups, modifying the palette for this
data set will affect all symbols and data sets that share the palette, including unopened data sets, because
they will use the modified palette the next time they are opened.
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B: How to Use the various Flood Fill functions

IconEdit has 4 different flood fill functions for the tool color:

Q|

A surface filler with tool color that can fill large areas and does not leak through one pixel thick
diagonal lines or borders. If it is used for filling thin diagonal lines or curves every line segment has to be
filled separately.

|

A line filler with tool color that can follow a one pixel thick diagonal line around curves and corners. If
used for surfaces it will leak through one pixel thick diagonal border lines or curves to adjacent areas and
fill them too.

b

A local substitute with tool color that changes all occurrences of a color in a single symbol to the tool
color.

A global substitute with tool color that changes all occurrences of a color in all the symbols in a font or
group to the tool color. This filler is primarily intended for changing background colors in whole fonts or
groups.

If you need to remove a figure, pick the background color as tool color before flood filling.

To change between the flood fill functions, right click the flood fill button in the Tool Box:

S

> | Surface filler with tool color change to Line filler:

©

— = ILine filler with tool color change to Local substitute:

Local substitute with tool color change to Global substitute:

A
Global substitute with tool color change back to Surface filler.

The cursor will change to indicate the type of flood filler.

The difference between Surface and Line fillers lies in their ability to follow or be stopped by thin lines.

Using a Surface filler to try to fill the red circle with green and then its center with blue:
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The Surface filler cannot fill the thin line of the circle, but is stopped by it.

Using a Line filler to try to fill the red circle with green and then its center with blue:

The Line filler can fill the thin line of the circle, but is not stopped by it.

In 32-bit ARGB transparency mode the surface and line flood fillers use the basic color regardless of its
degree of transparency, and will therefore overwrite a color with the same basic color but with a different
transparency. They will not normally change a fully transparent area to a new color because the transition
from a visible pixel to a fully transparent pixel is also considered a border even if the basic color is the
same for both pixels. Fully transparent pixels are considered borders for flood filling; this means that
filling a fully transparent background will not affect the visible characters or figures. The substitute fillers
use both basic color and transparency. They will even change a fully transparent area to a new color, and
can also be used to separate a fully transparent background from a glyph of the same basic color.

Example: Six identical zeroes drawn in black with 25% transparency and filled with the surface filler at
an entry point at the blue crosses. The first column is not filled; it only shows the 2 different entry points.
The second is filled with red with 50% transparency and the third is filled with fully opaque green.

Warning: The flood fillers use the basic color as search criterion, so trying to fill an area with the same

basic color as the tool has no effect even though the alpha level may be different. The basic colors have to
be different.
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C: How to use smoothing of the edges of Characters and Lines

This example applies only to the color version of IconEdit.

IconEdit can smooth edges by applying intermediate grey or color tones to mimic partly drawn pixels.
This is only possible in color modes with a sufficiently large number of color shades between the tool
color and the “background” that the tool color should be blended with.

Please note that if the tool or the “background” is a color marked as a single transparency color the
blending will produce fully opaque color shades between the transparent color and the tool color. If the
blended colors should have a varying degree of transparency one of the four transparent data formats are
recommended.

For lines, ellipses, rounded rectangles, triangles, arcs and text, right click on the button in the tool box:

AL ] =] Sl

This gives a white figure indicating that smoothing is active:

Drawing example:

Without smoothing:

With smoothing:

O O
In actual size: Without smoothing: A With smoothing: A

Note: The small arrows on some of the buttons indicate that the tool has extra mouse functions, but these
have nothing to do with the smoothing.
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D: How to Combine Smoothing with Flood Fill

The flood fill functions change pixels with the same color as the start pixel, this means that it is stopped at
the edge of a smoothed line or ellipse because the smoothed edge is not the same color as the “main”
ellipse:

In 32-bit ARGB transparency mode the whole ellipse including the smoothing is the same basic color, so
the flood fillers can change the color of the ellipse but filling the centre is stopped by the smoothed edges.

An alternative method is drawing at oversize and then squeezing, see chapter 04.C.2 A range of faces in
high plane with anti alias by squeezing.
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E: How to Use Frames for making symmetrical figures

IconEdit can operate on parts of one or more characters or symbols by means of a blue frame. The content

of the frame can be copied, moved, scrolled, mirrored and pasted.
This example uses frames at the pixel level in symbol or character edit mode:

This is a capital O as generated in monochrome from Calibri with 24 cell height:

It can be made fully symmetrical by moving and mirroring:

L

-.H.-

Frame the lower left corner, move it to the right, and mirror it.

Then frame the whole bottom, move it to the top and mirror it.
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F: How to Use Frames for making Sub- and Superscripts

IconEdit can operate on parts of one or more characters or symbols by means of a blue frame. The content
of the frame can be copied, moved, scrolled, mirrored and pasted.

This example uses frames at the symbol level in Font or Group edit mode:

These characters are all 7x12 numbers in a 12x15 font. To make them superscripts in a 32x32 symbol
group, copy to Clipboard with Ctrl C.

jDED Dil onzz2 onz3 o024 o025 O02& ooz oozg oozs2

Make a 7x12 frame in one of the target symbols in Symbol or Character edit mode:

-

Change to Group or Font edit mode, select target symbols or characters for the numbers 0...9, and
activate Paste Inside Blue Frame:

B

[aluln] o001 oooz2 ooz ooo4 o005 ooos ooz ooog ooo2

I I i e I e I T A

Paste with Ctrl V, select Copy Pixel to Pixel Inside Frame and Overwrite Frame in Marked Symbols:

[ululu] oooi ulu]ur=s ulnluk; ulnlu aluluis; ulululs ulnluiey ulnluis; oo

o, 1 2 3 4 5 6 7 8 3
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G: How to Use the Text in Frame tool

The tool can be invoked in two different ways one way is activating one of the Write Text Line buttons on
the toolbar:

Ly O [

Change between the 4 types opaque anti-alias, opaque normal, semi transparent anti-alias, and semi
transparent normal with right click.

Activating gives an empty frame with input from the keyboard:

The other way of activating is pasting a text from the clipboard to a symbol or character:

7

Put as Characters in Frame |

This gives a frame with as much of the text there is room for on the symbol or character:

Text Line

In both cases the frame can be moved around with the mouse, and a click outside the frame start a new
writing session at the click point:

The text is treated as a single object, so changing color, smoothing, font or size affects the whole text:

Color:

|
Text Line

Smoothing:

L

Text Lm-a-\

Font is changed with the virtual keyboard:
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F

—Internal & Recent Windows Fonts —

EuttonText_cpp 23 -
Emaji_cpp 32
LatinCyrillic 23
Thai_cpp 32
Thai_txt 23

W Arial

W Calibri

W Consolas
W Courier Mew

W Georgia

W Impact

W Lucida Console
W Palatino Linotype
W Tahoma

Pick a Windows Font

| =T

Change:

—Internal & Recent Windows Fonts —

ButtonText_cpp 23 ;I
Emaji_cpp 32
LatinCyrillic 23
Thai_cpp 32
Thai_twt 23

W Arial

W Calibri

W Consolas

W Courier Mew

W Georgia

W Impact

W Lucida Consaole
W Palatino Linotype
W Tahoma

W Times Mew Roman LI

Pick a Windows Font

TextLine

Height is changed with the virtual keyboard:

F
Frame Height
’VHEight of TrueType Font I 18 +| - |

Text Line

Width is changed with the virtual keyboard:

F

172



Marrow Relative Width 145% Press for 100%: I Wide

~ L

Text Line

The text tool always writes a single line even if there may be <CR> or <LF> control characters in the text
string. If the text should be multi line or have different colors or fonts each separate text object have to be
finished by a mouse click outside the frame before the next is made. Pasting a new text to the text tool
finishes the present text and start a new frame with the pasted text.

The text frame can be moved to a new position with the mouse or with the virtual keyboard.

"Frame Pasition

Semn I pa

The background for the text is normally transparent, but can be any valid color:

When this function is active any color chosen in the palette will be the new Background color, and the
Tool color remains unchanged.

The text tool can be turned off by selecting any of the other mouse based tools.
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H: How to Write Text in Foreign Languages

In this example, the aim is to write characters or text with characters that are not implemented on the
keyboard, and the text is not available elsewhere for copy and paste.

The Master Font Selector can be used as a virtual keyboard for Unicode characters when text input mode
is selected.

Left click the Write Text Line from Keyboard button:

Ly O [

This automatically changes the Master Font Selector to the Virtual Keyboard:

F| &

For charge of smoothing or semi transparency right click the Write Text Line from Keyboard button:

Ly O [

It changes to white yellow or green to indicate anti-aliasing and/or transparency if the color mode supports
this.

Text can now be entered at the keyboard or - if the characters are not available - from the Virtual
Keyboard.

F

This opens the Font Selection dialog box as Virtual Keyboard. Most fonts in Windows support a large
number of different languages as Unicode on the Basic Multilingual Plane. The site www.unicode.org
contains the official information about how and where the characters for a specific script are encoded.

In this example, we will use Cyrillic positioned at 0x0400....0x04FF.
Scroll down to 0x0400 to get the Cyrillic page:

OEGresIi i JBBRKOVIUAEBI JE HAKIMHOI
PCTYSXNUUIUBLBE3KAa 6 Br e 3 HEKIMHO I
PeTy Xy mmebiEYyWADehresiij sehicldFng
O0O0d0O0O0OoooOoO0dOOOOOOooOooDOooOooDoOn
O0000000D000O000O0OIr Fr O0XKx 00Kk Kx OO
OO0Hs OOOOOOOOOOYy ¥x Xx OOOOYW« Lh OOOO
O0O0O0O0O0O0OOO0DOOOOODOODe-, OOODOOO
OO0OO0d0dOes. OODOOOOCOOOOCOOOOCOOOOOOOO

The rectangular characters and characters highlighted in pink are characters not defined in the presently

selected Master Font. In this case, the missing characters are obsolete characters, and not used in modern
“Cyrillic” languages such as Belarusian, Russian or Ukrainian.

174


http://www.unicode.org/

To make the virtual keyboard and the physical keyboard active simultaneously write in the text window.
Please note that the two keyboards compete about placement of the caret:

—Textin Frame

—Frame Position

e S R o

—Frame Height
Height of Windows Font I 18 +| - |
IText

This is DanMagic transliterated to Cyrillic and written with smoothing in 8-bit RGB:

I DaHMariik

The pixels used for smoothing may appear slightly colored when magnified on the PC screen, but this is
invisible both on the target display and on the PC screen in natural size:

Jauahlarmm
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I: How to Make and Save Semi-transparent Colors

This example applies only to the 32 bit ARGB color mode in the color version of IconEdit.

To make shades like this:

Press New Font or Symbol Group:

Or the Create New FONT or SYMBOL with More Options button in the start dialog box:

Create New FONT or SYMBOL with More Options

This opens the create dialog box:

Create New Symbol, Group or Font

Choose how characters or symbols should be organized and shown initially:

" Fontwith CodePage and Characters from MasterFont

Symbal Type
|V ¥ Group of Symbals Filed With Background Caolor

Choose a color format:

Symbol Color Defined by Transparent Pixel Color
’7 ¥ 37 Bit ARGE 8885 - 16777216 Colors 256 Alpha Levels

One symbol:

" I 16 W I 1z Mumber af S';.-'ml:u:ulsl 1

"Symbnl Size

Press OK.
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The background is transparent, to make this more visible press the £ on the Color and Size of
Transparent Background button and change the checkerboard color to black and white with the land
W puttons:

Left click the bright red in the palette window to select it as drawing tool:

Press Solid Rectangle in the tool bar:

-

Draw 2x4 a rectangle

Right click the next button on the Palette get the RGBA tool color dialog box:

Change the color to bright red and Alpha to OXE1
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— Calar af Palette

0=E1  0O«FF 0«00  0x00

_I_

Alpha Hed Green  Blue

In the tool color dialog box the chosen transparency is displayed on checker board background

Press OK,and the palette button shows the degree of transparency on white and black background:

1

Draw the next 2x4 a rectangle.

If the whole process is repeated with green and blue, it will produce this:
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The Palette now contains all the transparent colors:

The appearance of the transparent area can be changed by the Color and Size of Transparent
Background button, + and — change the size and white and black change the colors of the checkerboard:

White + white produces this:

Black + black produces this:

Although the transparent area is shown in different ways, it is still the Transparent Color as reported by
the mouse movement shown here:

A RGB &0 FFOOOO

This value is the value saved in the picture symbol file regardless of how the background is visualized.

L]

Press the Save All As... button in the main tool bar to save the pixel data in the ColorShades.c file in the
proper directory. The Sym and Palette file are saved automatically.
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J: How to Modify the Transparency and Make Shading

This example applies only to the 32 bit ARGB color mode in the color version of IconEdit.

Shading can be made with any of the drawing tools except floodfill, in this example we will write a text
on a semi transparent background:

Activate blending to make shading possible:

[ ¢

This makes the transparency buttons visible to the far right:

IJJ i 4 IJJ IJJJ i o
. J 4 4 44 i r
44 4 - 44 J11 L r
44 J 4 4 J4 J11] i AN o

Right click the Change Alpha Level button and scroll to Change Alpha level 24 Steps:

Al [ Bl

Change Alpha Level 24 Steps

i

S S S
| S S

Press OK.

Activate a drawing tool such as Write Text Line from Keyboard:

[

Write “Txt” and move it in position:

)
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K: How to Add Symbols to a Group

Symbols can be added to a group in any number at any position within the maximum of 65536 symbols.
The symbols are inserted in Group Edit mode at the caret position much like characters are written in a
text editor. As there is no Code Point Character List has to be maintained a new symbol is just inserted at
the caret position, moving the following symbols to higher group index values.

A mouse click anywhere on the Group Edit window puts the caret at the nearest boundary between two
symbols.

L

Insert One Empty Symbol shifts all symbols after the caret position one position up before a symbol with
background color is inserted.

i

Insert Multiple Empty Symbols shows a dialogbox:

Add (17 Emphy Sumbaols at Caret Position
Cancel | s |

Enter a number and press OK. This shifts all symbols after the caret position 17 positions up before 17
symbols with background color are inserted.

Warning: The insert functions changes the symbol number of all symbols after the insert point.
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L: How to Add Characters to a Font

Characters can be added to a font in any number at empty positions within the maximum of 65536
character symbols. The characters are inserted in Font Edit mode either by pasting a text or by specifying
Code Points.

See also chapter 05.D.1 How to Fit New Characters to an Existing Font and 06.0 How to Make
Narrow Characters and Fonts about methods for matching the look of the master font and the target
font.

1: Insert Empty Symbols at Code Points

Insert Anywhere lets you choose Code Points anywhere in the 65535 character space of Unicode plane
zero:

O

Insert Empty Symbols shows a dialog box where already occupied Code Points are marked in grey:

rv“1 [ -=8 78 AR+AINY LT E - -
| treswe ()*+, - JoBRBAEREER: ; <=-7 —
CEEHEDEFGH! JKLMNOPQRSTUVWKY Z[ Y] * _
‘Illdefghijklmnnpqrstuvwxﬁ;z{l}”ﬂ
gopooDoD oDoooOooODODODODODDODODODOOOOCOODODODODODOCOCOO
i CEBY ST @ g BT 4230 0. Ve n R
AARBAAAECEEEETI I TT DNOOOOO=xGUO0UYRER
saafafmcecaaiiiidfoasda+ononngpy 2|

New characters can be marked with the mouse, and are highlighted in orange. Press:

Insert 5 Charackers I

This will add 5 empty characters.

Already existing characters keep their Code Point regardless of how many characters are inserted.

2: Insert From Master Font at Code Points

<b]

Insert New Characters shows a dialog box where already occupied Code Points are marked in grey:
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ri 4| -=0 7B AR+ AT UYL T F=- |

| traswe (y*+, - JoBBBREEEER: ; <=-7
eBBEEBEEEBN J kL MNOPQRSTUVWRYZ[ V] " _
‘Illdefghijklmnupqrstuvwxvz{l}”ﬂ
gopooDoD oDODoODoOoOoODODODODODODODODOOOOCDODODODOOCOCOCOE

i CEEY | ET @2 e BT £ F 0 . s MR

AABRAAECEEEETI I TT PNOOOOO=x@UOO0Y PR
Aaddadamcecegi i iidfAooada+@u000y py - |

New characters can be marked with the mouse, and are highlighted in orange. Press:

Insert 5 Charackers I

This will add 5 characters based on the Master Font.

Already existing characters keep their Code Point regardless of how many characters are inserted.

3: Modify Symbol at Code Point

If you want to insert a new or different character symbol at an existing character position, you have 3
options:

A: Update the character symbol content in Character Edit mode.
B: Paste the character symbol content form another Font or Group in Character Edit mode.

C: Delete the symbol and then insert a new or empty symbol at the same position in Font Edit mode.

4: Paste New Characters from Master Font at Code Points

&

Paste from ClipBoard shows a dialog box with the text and how many of characters already exist in the
target font:

Font

lipboard contains 4 UMICODE characters, 0 of them
atch an existing characker

Press:

Put only Mew as Charackers |

This will add all 4 characters based on the Master Font.

Already existing characters keep their Code Point regardless of how many characters are inserted.
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M: How to Modify Several Characters or Symbols Simultaneously

Selected characters and symbols can be modified together in Font or Group Edit Mode.

If no symbols are selected the modify tools are greyed:

L}
ot s g L

£_¢% ¥ B | B* Bs kf
2 2 55 @ A B B BBl B BrB:?BaB o i

All can be selected with the Mark all Symbols tool:

a b
c

Selection of chosen symbols can be done with the mouse-click, Shift+mouse-click and mouse-swipe
much the same way as is common for text editors. To select several subgroups of symbols use
Ctrl+mouse, this makes the mouse operations act as toggle instead of normal select.

Once some or all symbols are selected the tools that can be used for modification are shown with a green
frame to indicate that they operate on the selected characters or symbols only:

=]l €] £ 54 [ [B¥{8 51
==l €] # 1 4 [ | B [sljel] sljphnsR|-5] o | 5

If the operation is not possible for some of the tools, the tool stays grey.
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N: How to Convert between Proportional and Mono-Spaced Characters

Characters can be mono-spaced or proportional, and proportional characters can be left-set, right-set or fit
to the glyph.

This example will demonstrate how to convert a font to be a mono-spaced or proportional font. Assume
this font example with SPACE, 3 Numbers, 3+3 Latin, 3 Hebrew and 3 Arabic characters:

0020 00320 0031 0032 0041 0042 0043 001 0052 O0S2 0SDO OS0l 0SDE Os2fa 0620 0s34

001 2/AIBCabc X2 <z o

1: Convert to Mono-Space

The mono-space function fills out the symbol with background and moves the glyph to the center of the
symbol, so be sure to make any Resizing first:

ht
S
To make a mono-space font select all characters with the Mark All Symbols button:

a b
c

Then mono-space all characters with the Monospace and Center Character button:

B

o020 00320 0031 0032 0041 0042 0043 001 00s2 0062 0SDO 0S0l 0SDe Oe2fa 0620 0e34

012ABCabcxaixcgzy

The mono-spaced font is ready.

2: Convert to Proportional

To convert a mono-spaced font to proportional the needs of different scripts should be considered.
Numbers should have the same width with a small space between each character, so they must be mono-
spaced separately. Latin is written from left to right with a small space between each character, so there
should be a space on the right side of the glyph. Hebrew is written from right to left with a small space
between each character, so there should be a space on the left side of the glyph. Arabic is written from
right to left with connected characters, so there should be no space on either side of the glyph.

Mark SPACE and the Latin characters with the mouse:

020 0020 0031 00322 0041 0042 0043 0051 0052 0052 0300 0Shl 0Ske 0e2f 0820 0634

012ABCabcxiaiaxcgzy
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Then left-set the characters with the Leftset Character button:

B

0020 00320 0031 00322 0041 0042 0043 0051 00582 0052 0300 0Scl 0Ske 0s2fs 0820 0634

012AB/Cabc X23x<wzy

Mark the Hebrew characters with the mouse:

o020 0030 0031 0032 0041 0042 0043 0061 0062 0063 03RO 0301 0302 062a O062C 0634

01 2ABCa bic X 23czys

Then right-set the characters with the Rightset Character button:

(Bl

0020 0020 0031 00322 0041 0042 0043 0061 00s2 0062 0SDO 0OSD1 0SDE Os2f 020 0e34 .

012AB/Cabc Xaax «zy

Mark the Arabic characters with the mouse:

aoz0 0020 0031 0032 0041 0042 00432 00sl 00s2 0053 0300 0301 03be Oe2fs OS2C 0834

01 2ABCa bicixanx <zy

Then clean the characters with the Fit Symbol to Character button:

B

0020 0020 0031 0032 0041 0042 0043 0061 00s2 0062 0SDO 0S0l 0SDe Os2fs O082C 0634

012AB/Cabc Xa2ax<«z o

To make the Numbers look mono-spaced they should be treated separately as a new font, mark the
Numbers with the mouse:

Q020 Q030 0031 0032 0041 0042 00432 00sl 0os2 00s3 0300 0301 03he Oegf 020 0834

01 2ABCa bic X 2ax gz U

Move the Numbers to the ClipBoard with Cut to ClipBoard:

P

o020 0041 o042 0042 0051 002 0083 O0SDO 05kl 0S0E 0624 052C 0634

ABCa bc X2z U
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Paste the Numbers to a new font with the Fit Symbol to Character button:

Press OK:

012

To make mono-space Numbers first select all characters with the Mark All Symbols button:

Then mono-space all characters with the Monospace and Center Character button:

(NI

Then clean the characters with the Fit Symbol to Character button:

D12

Resize the font with the Resize All Symbols button:

Resize suggests the largest character; add 1 pixel for internal space in the numbers:

Press OK:
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)12

Then mono-space all characters with the Monospace and Center Character button:

Copy all characters to the Clipboard with Copy to ClipBoard and paste back into the original font with
Paste from ClipBoard:

& &

Paste Pixel Ackion

{* Copy Pixel to Pixel
" Fit ClipBoard ko Symbal
¥ | Interpolate Golors with LowPass Filker

Put all as Characters |

0[1[2[ABIClalblc/ix] a3 =iglos

The proportional font is ready.
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O: How to Make Narrow Characters and Fonts

Characters can be made narrower in many different ways; this chapter demonstrates how to make narrow
characters by squeezing one character at a time, by squeezing a whole font, or by generating narrow
characters directly from a Windows Master Font.

1: Squeeze One Character at a Time

The character width can be modified in Character Edit mode with the Squeeze or Stretch function by
mouse click anywhere on the character and movement left or right:

Character Edit

By

Before:

After squeeze:

After stretch:

The character is ready.

2: Squeeze the Whole Font

The character width can be modified in Font Edit mode with the Resize All Symbols. This method is
preferable for making a narrow proportional font from an existing font:

Font Edit
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]

Press the button to get the resize dialog box:

{* Copy Pixel to Pixel
i~ Copy Fixel to Pixel BUT Squeeze Oversize Characters
[ There are 5 Empty Top Rows - Remowve 5

[~ There are 5 Empty Bottom Rows - Remove 5

"NEW Symbaol Size

" Siretch or Sgueeze to fit Mew Size
¥ | Interpolate Colors with LowPass Filer
r Keep Aspect Ratio

Select a new width and Stretch or Squeeze:

" Copy Pixel to Pixel
i~ Copy Fixel to Pixel BUT Squeeze Oversize Characters

"NEW Symbaol Size

[ | There are 5 Empty Top Hows - Bemove 5

[T | There are 5 Emnpty Bobbam Rows - Bemaove 5

{* Siretch or Sgueeze to fit Mew Size
¥ Interpolate Colors with LowPass Filter
| Keep Aspect Ratio

Before squeeze with symbol width 42:

o041 o042 o043 o040 oos?

AB C MW

After squeeze with symbol width 32:

o041 0042 0043 0040 0057

A B CCMW

The font is ready.

3: Squeeze Part of the Font

The character width can be modified in Font Edit mode with the Resize All Symbols. This method is
preferable for making a narrow mono spaced font from an existing font:
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]

Press the button to get the resize dialog box:

{* Copy Pixel to Pixel
i~ Copy Fixel to Pixel BUT Squeeze Oversize Characters
[ There are 5 Empty Top Rows - Remowve 5

[~ There are 5 Empty Bottom Rows - Remove 5

"NEW Symbaol Size

" Siretch or Sgueeze to fit Mew Size
¥ | Interpolate Colors with LowPass Filker
r Feep Aspect Ratio

Select a new width and Copy Pixel to Pixel but Squeeze Oversize:

" Copy Pixel to Pixel
* Copy Fixel to Pixel BUT Squeeze Oversize Characters
[ There are 5 Empty Top Rows - Remowve 5

[~ There are 5 Empty Bottom Rows - Remove 5

"NEW Symbaol Size

" Siretch or Sgueeze to fit Mew Size
¥ | Interpolate Colors with LowPass Filker
r Feep Aspect Ratio

Before squeeze with symbol width 42:

o041 o042 o043 o040 oos?

AB C MW

After squeeze with symbol width 21, the yellow highlight indicates characters where the glyph is
squeezed:

0041 0042 004.3 0040 0037

ABCMW

The font is ready.

4: Generate Narrow or Wide Fonts from a Windows Master Font

This option works best for grey-tone fonts.

The character width can be modified in the Master Font setup with the Relative Width option. This
method is preferable for making a New proportional font:

Press the New button
191



b

Or the Create New FONT or SYMBOL with More Options button in the start dialog box:

Create New FONT or SYMBOL with More Options ‘

Create a Character List for Font Directly |

ritt]l-=-0 Z0 ARL AN LT }=-

P "ES0WE" () F+, -./0123456780: ; ===7
CFABCDEFGHIJELMNOPQRSTUVWXYZ[ V] ~ _
"abcdefghijkl mnopqrstuvwxyz {| }~10
gooon oDoooDooDoDOoDODODODODDDDODDDODODDODODDON

[ ££0X! §T @2 «—~-® °x22 ne-  °n¥ul¥;
AAAASAFCEEEEIIIIPNOOOOO=OUULTYDH
adadadamceééeéiilidnooodd+ennnidyp¥

Insert 5 Characters

Go to MasterFont setup:

Master Font Times Mew Roman 32 Bold

Choose a relative width:

Marrow Relative Width 100%: Press for 100%: I Wide

~ 2

* L

Marrow Relative Width 80%: Press for 100% Wide

2l | na
| |

-

Press OK in Master Font setup.

Press OK in New:

Font Edit
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o041 0042 0043 0040 0057

A B C MW

Remove any unused space with the Resize All Symbols. The best guess is already set:

&

"NEW Symbal Size

¥ Copy Pixel to Pixel

" Copy Pixel to Pixel BUT Sgueeze Oversize Characters
[~ There are 5 Empty Top Rows - Remowe 5

[ There are 5 Empty Bottom Rows - Remove 5

{” Stretch or Squeeze to fit Mew Size

¥ | Interpolate Golors with LowPass Filker
[T keep Aspect Ratio

Select Copy Pixel to Pixel and press OK:

Q041 0042 0043 0040 0032

AB CMW

The font is ready.
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P: How to Add Smileys and Emojis to a Font.

Unicode has a number of emojis placed on Plane 1 at code-points between 1F300 and 1F6FF witch means
that characters need 32 bit addresses. To access the higher planes Unicode has a system of high and low
16 bit surrogate code-points so the characters can be written directly by a 16 bit text with a combination of
the two surrogates.

Notice: The build-in Windows fonts in the different versions of Windows are usually according to the
Unicode standard at the time the Windows version was created. This means that for higher Planes where
the emojis are the support in Windows XP is non existing, Windows 7 have a few ancient scripts but no
emojis, Windows 8.1 has many emojis, and Windows 10 is well supplied with both ancient scripts and
emoyjis.

1: Put Emojis in 16 bit Address Space

The IconEdit 16-bit version automatically puts characters from Plane 1 2 & 3 from the range 10000 to
3FFFF into the Private range E700 to F8FF as long as there is room. For the IconEdit 32-bit version high
plane characters can be moved to and from Plane 0 with a simple command.

The insert process is as follows:

Assume a small font:

0020 0021 0043 0053 0061 0062 0063 0065 O06C D06l D022

" C S a b e i 1 mr

Press Insert New Characters:

L
This opens the Insert Character dialog box, choose Plane 1:

i~ Plane O - Living Languages % Plane 1 - Emojis & Ancient Scripts © Plane 2-CJK " Plane 3 -CIK

Scroll down to page F®6:

CTOe0E 0008800
22000222 TI0BS0EESEEEEE
Bl000&EASESeCESaRIi0000000000000O
OO0000000000000000000000000000000
FriaWaEmes 0 R E] 5 G i T s o T o ) o s o i -0 5 I
mEasw™E HEF OX4RUEa£E 4247 OROOED 2 ¥¥”
wesanfm 0000000000000 0000000O0O0OO0OO
OO0000000000000000000000000000000

S P T 0 10 0 TP i 0 9 £ ) £ 1) (00 (0 0 0 D 0 5 (2 2 () )
—

With left mouse click mark a smiley and with control + left mouse click mark a cable car:
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= = =EEaT =

DT T e Ly L Ll L M - L L L T iy T T L L L L L L Ly T
EE‘E‘CE””‘E’ZE:Q:E%“::“’Z DROBE0eEEnEEEEE
EEEEEE"'A@HQQQ SE000000O00O0O0O0OoOooOoon
000000000000 00000000000000000DOO0O0O
P B (D E R 5 e G T g A0 s v i oo (o i I oo 5 . 553 T
m?aiaﬁﬁMEP[@é@ﬂ@ﬂ@%@éﬁﬁ@ﬁﬂﬂmﬁkfﬁ

w=galf 000 0000000000000 00000O0000O0
000000000000 00000000000000000DOO0O0O

Press Insert 2 Characters:

The characters are placed automatically at E700 and E701 so that all characters in the font have 16 bit
addresses by the 16-bit version.

For the 32 bit version switch to Scripts & Symbols
ZScripts & Eymbols

Press the Move High Plane Symbols.

18bit

The emoji now has a 16-bit address:

0020 0021 0043 0053 0061 0062 0055 0065 O0&C 00&l 002 EX00 EPO1

' C 85 a b e i 1 mr & &

Any characters from higher planes that are moved to the private area in Plane 0 gain status as Combined
Characters witch means that IconEdit knows where the character came from:

EZ00 EZ0O1

[}

FPos Oxle ZEize 18x20 High Flane Charactexr
EMILING FACE WITH OFEH MOUTH moved from CodeFoint Ox1F&03

The new Code Point E700 can now be used instead of the original Unicode Code Point 1F603.

The original 32 bit text and the 16 bit font is combined:

wchar_t * szSmiley={L"Smiley \uE700 !"};
wchar_t * szCable={L"CableCar \uE701"};

This is how it will look at the target display:

Smiley & !
CableCar &

2: Put Emojis in 8 bit ASCII Address Space
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All the characters in the text strings have 16 bit Code Points, but for Latin characters a memory reduction

factor of two can be achieved by converting the strings to UTF-8 format because Code Points 00 to 7F

also called ASCII need only one byte in the UTF-8 format:

wchar_t * szSmiley={L"Smiley \UEE\U9C\u80 !"};
wchar_t * szCable={L"CableCar \UEE\u9C\u81"};

The catch is that all other characters need several bytes, in the case of the emojis 3 bytes each.

The ASCII standard has a range of rarely used modem control characters from 10 to 1F and placing the

emojis there can save 2 bytes every time it is used.

Change to the Code Point Edit window:

Code Points

0020 0021 0043 00532 0061 0052 Q0G5

' C Sl a b e

0053 00&C 0050 002 EZ00 EZ01

i 1] mr & &

Mark the emojis with the mouse

0020 0021 0043 0053 0061 0052 Q0G5

' C Sl a b e

0052 00&C 0050 0072 EZOO E201

i 1] mr & &

Press Move Selected Symbols to open the Move Symbols dialog box:

CAB
-
ABC

The Code Points already occupied by the font are highlighted in grey:

ritt -0 20 ARt AT UG T
Bl #8%& ()*+.-./0123456789: ; <=
GABBDEFGHI JKLMNOPQRETUVWXYZ[ '] " _
" BB cdBfzhflj kI Moopqfstuvwxyz {| }~0I
0000 opoooooooooOoooOoOoOooOoOoOooOOOOd

| CECE] §T @I k@7 EZE pgs L n %
AAAAAAECEEEEIIIIBDNOOOOGOx@UUUUYDRB
Aidadddmcéééeiiiidioodso-onunavhp¥

_}".l

4 .4

Select character 0x0010 with the mouse:

ra i -e@ 20 AxHNTIULTAT R

Bl #85%& () *+,-./0123456789: ;<=>7
GABBDEFGHI JKLMNOPQRETUVWXYZ[ '] " _
" BB cdBfzhflj kI Moopqfstuvwxyz {| }~0I
0oooDD pooooooooooDOoooOoDOoOoDOoDOooOODOOOEOOUO

| PEBE] §r O k"L @TPEEEI ngE L Py

AAAAAAFCEEEEIIII DNOOOOOx@UUUUYPRS
adadadmecéecééeiiiidie

fldodoéd-ouuiaavpy¥
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The future addresses of the symbols highlighted in green in the font window are highlighted in orange.

Press the Move button:

Move 2 Characters To Ox00 10

0010 Q011 Qo020 0021 0043 0053 0051
& & ! C S5 a
0062 0065 0059 Q0&C 00l 0072
bl e i 1 mr

The smileys now have a new address, but the origin is still known:

0010 Q011 Q020 0021 0043 0053 0051 QOs2 Q0&S O0ES ODsC Qs 0072
& & | ) C S a b e i 1 mr

FPos 1x18 3ize 18x20 High Flane Charactexr
EMILING FACE WITH OPEH MOUTH moved from CodePoint Ox1FG&03

The emojis are now represented by whatever glyphs the Windows font designer has placed at the first two
modem control characters:

wchar_t * szSmiley={L"Smiley | !"};
wchar_t * szCable={L"CableCar 4"};

But the output on the target display will still be the same:

Smiley @ !
CableCar &
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Q: How to Use Dither for improved Image Quality.

Dithering is a method for making images look better on low resolution displays, or simply to save
memory space by using a color mode with a smaller memory footprint.

Dithering can be used with 1 Bit Black & White, 4 Bit TRGB, 8 Bit RGB, 2 Bit Color Palette, 4 Bit Color
Palette, and 8 Bit Color Palette.

In this example we will reduce a 24 bpp RGB image to a 2 or 4 bpp Palette image.
Use File -> Open
Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

Open the file falcon-24-bpp-rgb.png:

1: Photo with 4 bit per pixel

Press Modify Symbol:

Select 4 bit Color Palette:

—Symbol Color Defined by Pointer to Palette Color
" 2Bit Grey Tone Palette - 4 Grey Tones

" 4Bit Grey Tone Palette - 16 Grey Tones
" 8Bt Grey Tone Palette - 256 Grey Tones
" 2Bit Color Palette - 4 Colors

% 4Bit Color Palette - 16 Colors

" 8Bt Color Palette - 256 Colors
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Press Modify Palette:

Madify Palette |

The palette modifier opens with the standard 4 bit palette:

- u Bb

Palette Edit Index ID Value le 000000 Copy I Paste | |

Optimize for Photo with Dither | Optimize for Photo I Optimize for Drawing | Mave Inspection Window
teft | mighe|  [p | Bovn|
Standard for Photo with Dither | Minimize with Original Colors I Standard for Drawing |
First Calor | - Interpolate Between First and Second Color Second Color | Brewious | et |
Cancel I QK | [T UseDither [ Show Pixel to Pixel

Press Optimize for Photo with Dither to change the palette:

N e

Palette Edit Index IEI Value ﬂxl 000000 Copy I Paste | e

Optimize for Photo with Dither | Optimize for Photo I Optimize for Drawing | Mave Inspection Window
- . _ vert | mighe]| | s | mewn|
Standard for Photo with Dither | Minimize with Original Colors I Standard for Drawing |
First Color | - Interpolate Between First and Second Color Second Calar | Ereyious | MExt |
Cancel I OK | ¥ Use Dither [~ Show Pixel to Pixel

Press OK to exit the palette optimizer.

Press OK to have an image with a new color mode:
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Image footprint is now reduced by a factor 6 with only a small change in image quality.

2: Photo with 2 bit per pixel

For even smaller footprint where image quality is less important than memory space use 2 Bit Color

Palette:

Press Modify Symbol:

Select 2 bit Color Palette:

—Symbol Color Defined by Pointer to Palette Color
" 2Bit Grey Tone Palette - 4 Grey Tones

" 4Bit Grey Tone Palette - 16 Grey Tones
" 2Eit Grey Tone Palette - 256 Grey Tones
% 2Eit Color Paletts - 4 Colors

" 48t Color Palette - 16 Colors

" 8 Eit Color Palette - 256 Colors

Press Modify Palette:

Modify Palette |

The palette modifier opens with the standard 2 bit palette:
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Palette Index 1 RGE FF 00 00 Edit Index IIZI Value U}cl Q00oo0 Copy | Paste | Wt

Optimize for Photo with Dither Optimize for Photo I Optimize for Drawing | Mave Inspection Windaw
. tert | migie] | 0| [pevn
Minimize with Original Colors |
First Calor | - Interpolate Between First and Second Color Second Color | Prewious | Iext I
Cancel | O | [T UseDither [ Show Pixel to Pixel

Press Optimize for Photo with Dither to change the palette:

Palette Index 2 RGE 246C 44 Edit Index | 0 Yalue le 000000 Copy I Paste | I™ Show Original Image for Comparison
Optimize for Photo with Dither Optimize for Photo | Optimize for Drawing | Mave Inspection Window
teft | migne|  C0p | Down)
Minirize with Original Colors |
First Color | - Interpolate Between First and Second Color Second Color | Preyious | I [=h I
Cancel | OK | ¥ Use Dither [~ Show Pixel to Pixel

Press OK to exit the palette optimizer.

Press OK to have an image with a new color mode:
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R: How to Use the Text and Code Modifier

Open the file TextTest.cpp

=
Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

IconEdit makes a font and shows the strings with the font:

Text Keipevo
Text AAFT
- Text

The text modifier dialog box can be activated in two ways.

Use the Text->Save Modified Text with Autogenerated Presentation Characters as New File...

Or press the Show Exported Modified Text button;

dLF LT
ERht Rt
Text

202



—Portable Unicode or ASCI in Modifisd Text File String Format
{* Both Stringz and Comments are Saved a= Unicods Characters
{~ Strings are Written as 18 Bit Hexadecimal Values and Comments becomes & bit Classic Characters

{~ Strings are Written as 3 Bit UTF-3 Hexadecimal Values and Comments becomes 3 bit Classic Characters

—Mon Pertable 2 bit Clagzic Characterz in Modified Text File Format

{" Both Strings and Comments are Saved as & bit Classic Characters

— Unicode String Hexadecimal Optionz
[T Save Combined, Surrogate and Private Characters az Hexadecimal [ Save az 32 bit Hexadecimal

[T | Use Modern WO Motstion [nstead of Classic o000 Motation

— Set String Type Bi Directicnal Qptimizaticn
[T MWatch Character Type, String Prefix and Hexadecimal notation Mozt of the text i=
% Classic wehar b LText w0006 {¥ Right to Left =uch a= Arabic
" Modern charlB_t uiTexd oo [T Save a=z 32 hbit {~ Left to Right 2uch as Latin
— Hi-light a Character for ldentification —— IMaximum Text VWindow Height
[T Show Blue Marking of Selected Character ’7| 0 Number of Lines - Zero for Default

— Modified Text File Dizplay

[V Show Modified Text File Window ad| | a | tHome| v | » | »»|

[ | Showe Surrogate Bairs s High Plane Characters [T Showe Wiith Simulsted Classic Fant

Output Comment Encading sl 252western I
Save Modified Text File Az .. I
Cancel I Ok I

This opens the modified text display as a normal Unicode editor would show it:

wchar t* Greek={"Text Keipevo"}
wchar t* Marathi={"Text AIa_-T"};
wchar_t* Arabic={"w=s Text"}

For most modern compilers this is OK and the modified text can be saved as is.

If the editor can only show 8-bit ASCII characters use the 16 bit Hexadecimal option:

Portable Unicede or ASCI in Modified Text File String Formiat

{~ Both Strings and Comments are Saved as Unicode Characters
{* Strings are Written as 15 Bit Hexadecimal Values and Comments becomes & bit Classic Characters

{~ GStringz are Written as 8 Bit UTF-8 Hexadecimal Valuss and Comments becomes 8 bit Classic Characters

wchar_t* Greek={"Text \x039A\x03B\x03AF x03BC\x03B5\x03BD\x03BF"};
wchar_t * Marathi={"Text 'x092E\x091C\xET00\x0930"};
wchar_t * Arabic={"\X*FEBA\xFEE7 Text"}

This makes the text displayable in an ASCII editor, but makes no difference to the compiler.

If the compiler can only accept 8-bit ASCII characters use the 8 bit UTF-8 Hexadecimal option:
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Portable Unicede or ASCI in Modified Text File String Formiat

{~ Both Strings and Comments are Saved as Unicode Characters

{~ Strings are Written as 15 Bit Hexadecimal Values and Comments becomes & bit Classic Characters

{+ Strings are Written as 8 Bit UTF-8 Hexadecimal Valuss and Comments becomes 8 bit Classic Characters

This setting changes the string type, so activate type matching depending on the version of ‘C’ you are
using:

— Set String Type
[+ Watch Character Type, String Prefix and Hexadecimal notation
{* Claz=sic char "Text 00"

{~ Modern char3_t u8Text 00" [T Saveas 32 bit

—Set String Type

[¥ Match Character Type, String Prefix and Hexadecimal notation
" Classic char "Text ‘x00”
{* KModern char®_t u8Text \wl0” [T | Save as G2kt

This changes the string definitions according to the string and ‘C’ type:

char * Greek={"Text 'xCE\x9A'xCE\xB5'\xCE\xAF\xCE\xBC\xCE\xB5\xCE\xBD\xCE\xBF"};
char * Marathi={"Text \xE0\x A4\ xAE\xE0\x A4\ x9C\ xEE\x9C\x 80\ xE0\xAd\xBO"};
char * Arabic={"\xEF\xBA\xBA\xEF\xBB\xAT7 Text"}

charf t* Greek={u8"Text \xCE'x9A\xCE\xB3'\xCE\xAF\xCE\xBC\xCE\xB5'\xCE\xBD\xCE\xBF"};
charf t* Marathi={u8"Text \xE0\x AN AE\xE0N x A4\ x9C\xEE\x9C \ x 80\ xE0\x Ad\xB0O"};
charf t* Arabic={u8"\xEF\xBA'xBA\xEF\xBB\x AT Text"}
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S: How to Use the Edge Pixel Value Tool for Improved Quality of Fonts

The edge pixel value tool is primarily for creating small anti-alias fonts and text from Windows fonts. The
thin lines can so thin that they almost disappear and changing the edge value can improve connectivity of
the glyph.

Open the Master Font Selector

F

The relative edge pixel value is 100% meaning no modification:

Light Relative Edge Pixel Value 100%: Press for 100% | Dark

~ [ | |

M

If the thin lines tend to disappear in your fonts or tests darken the edges:

Light Relative Edge Pixel Value 187%: Press for 100% | Dark

< Lo
M

Or trim for a more extreme look, the glyph should still be fully connected:

Light Relative Edge Pixel YValue 46%: Press for 100%: | Dark

e i
M

e
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T: How to Use Extra Smooth Anti Alias for Improved Quality of Fonts

The Extra Smooth Anti Alias is an addition to the normal Windows ClearType Anti Alias. It is primarily
meant for alphabets with a handwritten look such as Arabic, Chinese, and Japanese in combination with 4
bit per pixel Intensity Level.

Symbol Color Defined by Intensity Level for Color Rendering
" 1Bit Black and White - On & Off Intensity - No Anti Alias
{~ 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
¥ 4Bit Intensity Level - 15 Alpha Levels for Anti Alias
~ & Bit Intensity Level - 256 Alpha Levels for Anti Alias

Normal Windows ClearType Anti Alias has problems with almost horizontal diagonal lines.

[~ Extra Smooth Anti Alias

s¢
IR

¥ Extra Smooth Anti Alias
35 A
IOR

Extra Smooth Anti Alias generates a higher number of intermediate grey values, and even though they are
finally reduced to 4 bit per pixel the glyph becomes smoother.
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U: How to Draw Texts with Colored Outlines as Subtitles

Text with only one color on colored images can be difficult to see. If you put a contrast color outline
around it the visibility will be improved:

Choose an unused color as text color:

IJJ I J N I
A J d
Jd1 J J d 4
Jd1] J J J J J

Right click Setup Outline Width to see if the color actually is unused:

s

If it was a wrong choice you get this, and should try another color:

IIIII5 IIIII
J J
J J

LLL [
I
I T
LLL [

i
J
J
J

I
LLL [

Tool Color is Already Used

Do Automatic Search for Another Color for Text

Yes Mo

Else continue.

Right click Write AntiAliased to get Write Normal Text:

Ly [t

Press Write Normal Text to activate the text tool.

[

Click Setup Outline Width to select width of the outline:

Bl
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—Mormal Outline

tpix | 2px | 3pix |
—Filled Corner Qutline
tpix | 2px | 3pix |
Cancel |
Click one.

Right click Draw Outline to select an unused color for the outline:

Bl

Palette

T

Cancel

Left click Draw Edge to draw the edge:

B

Press Virtuel Keyboard to select a Height: and write the text:

—Textin Frame

—Frame Position

X 0 +|—|

(L]

—Frame Height

Height of Master Font

Ll

I Subtitle|

Press OK.
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Press Save As to save the image as Falcon.c in the propped directory.
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07: How to Work with Intensity Level Smoothed Characters

A: How to Draw Intensity Level Smoothed Characters on Symbols

This example applies only to the color version of Icon Edit.

Press New Font or Symbol Group:

b

Or the Create New FONT or SYMBOL with More Options button in the start dialog box:

Create New FONT or SYMBOL with More Options

This opens the create dialog box:

Create New Symbol, Group or Font

Choose how characters or symbols should be organized and shown initially:

¥ Fontwith Characters from MasterFont

Symbaol Type
|V " Group of Symbals Filed With Background Color

Choose a color format:

Symbol Color Defined by Intensity Level for Color Rendering
" 1Bit Black and White - On & Off Intensity - No Anti Alias
{~ 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
¥ 4Bit Intensity Level - 15 Alpha Levels for Anti Alias
™ & Bit Intensity Level - 256 Alpha Levels for Anti Alias

Choose the drawing colors:

Tool Color |- Background Color I

[™ Show Rendering Color Rendering Color I -
One symbol:

Symbal Size
’V s I?III i I?III Murnber of Syml:n:ulsll

Press OK.

The palette shows 16 intensity levels, the first is the tool color marked by being pressed down, and the last
is the background color marked with a circle:
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I T I T T T T

The intensity levels are also called alpha levels when the characters rendered on a background image.
Black corresponds to the alpha value for fully opaque and white to fully transparent

To select a master font press Master Font in the main tool bar:

F

First, select a Windows font either from the Recent list or pick a new Windows font:

—Internal & Recent Windows Fonts —

ASCII 20

Batch 32
ButtonText_cpp 20
Emaji_cpp 32
Thai_cpp 32
Thai_txt 20

W Arial

W Calibri

W Consolas

W Courier Mew

W Georgia

W Impact

W Lucida Consaole
W Palatino Linotype
W Tahoma

Zap Recent Windows Fonts List

Pick @ Windows Font

Import Font from Disk

If the recent fonts are not ideal, pick another Windows font as this example shows:

Pick a Windows Font

This opens the Windows font picker, the appearance of which is depends greatly on the Windows version,
Windows native language, what kind of foreign language support is installed, and any additional non-
Windows fonts added later.

Fill in the 3 top fields to choose for example Times New Roman, Bold Italics and 32. The last field is
height of the whole Character including top and bottom white space. This will be the height of the text
frame in pixels.

Times New Roman Bold Italics 32

Press OK.

This is basically a grey tone vector font, and the conversion to black & white or to intensity level has to be
fine trimmed.
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Adjust the thickness of the edge of the character until the connectivity is OK.

Characters with diagonal lines like / @ A W are usually the most critical.

Light Relative Edge Pixel Value 127%: Press for 100% | Dark

~ [ | |

Press OK

QK Times Mew Roman 32 Bold Italics

Characters can be written as a text in a frame where the whole text frame can be moved around by the
mouse.

To activate smooth characters right click the Write Text Line from Keyboard button:

IE

It turns white to indicate anti alias smoothing:

L

The little arrow indicates that the frame can be moved by the mouse.

The whole text is considered one object, and it is redrawn each time the text is changed by adding or
removing a character. Changing tool color or font affects the whole text next time it is redrawn after a
change of the text, or if the frame is moved.

Write the text “Grey” on the keyboard:

Grey

Choose Draw Pixels or press Write Text Line from Keyboard again to turn off the Write Text Line from
Keyboard tool:

= O
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The intensity level or alpha level formats are semitransparent by nature, and they are meant for rendering
text with a color. Rendering with color on a checker board can be turned on by the Show CheckerBoard
in Transparent Areas and Rendering Color for Characters button:

This changes the palette to show the intensity or alpha levels as the rendering color with transparency
levels at the bottom of each button:

CIC LTI T T (e e Tl Tl [l (e e T (]

The checker board can be changed with the Color and Size of Transparent Background CheckerBoard
button:

The rendering color can be changed by right click on the tool color button.

Warning: Right or left click on any of the other palette buttons changes the intensity or alpha level of the
whole text to the new tool color.

Grey
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B: How to Convert Intensity Level Smoothed Symbols to Semi Transparency

This example uses the symbol and settings from the previous example.

To convert the intensity level anti alias data format to semi transparency there are two possibilities either
turn off rendering with color on a checker board by the Show CheckerBoard in Transparent Areas and
Rendering Color for Characters button to get tool color characters or turn it on to get the rendering color
from the intensity level color format:

Then press the Modify button:

4|

Change color format:

Symbol Color Defined by Transparent Pixel Color
’7 {* 37 Bit ARGE 8835 - 16777216 Colors 256 Blpha Levels

Set tool and background colors to opaque black and transparent white:

Tool Color | -

— Calar af Palette

0=FF 0«00 0«00  0<00

- I - - -

Alpha Hed Green  Blue

Press OK.

Background Calar
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— Calar af Palette

0x00  0O«FF  0O«FF  0OxFF

rFS I FY rF S F

Alpha Hed Green  Blue

Press OK.
Press OK.
The text does not change, but it is now black with a transparent white background.

Use the + on the Color and Size of Transparent Background Checkerboard button to verify the
transparency of the background:

Grey

The color of the characters can now be changed with Floodfill functions.

Qe

The appearance of the transparent area colors and checker size can be changed with the Transparency
Background button:
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C: How to Convert Semi-transparent Symbols to Intensity Level Anti Alias

This example uses the settings and symbol from the previous example.

When colored glyphs are converted to grey tones it is normally done in accordance with to their
luminosity:

But intensity level anti-alias is a transparency data format based on visible figures on a transparent
background. This conversion is achieved by converting the transparency of the 32 bit ARGB symbol
directly to the target intensity level or alpha levels without using the RGB basic color value. Fully opaque
is converted to black and fully transparent is converted to white.

This means that the background for the ARGB figures must be fully transparent with an alpha value of 0
as shown:

1 Sumbols 60 x 32 Chax Ox0Q000 3Iize 60x32 Pos 1,29 A RGEH 00 FFFFFF
A RGB 00 FFFFFF.
If this is not the case the background should be changed to a new fully transparent color:

Right click an unused color button in the palette and make it fully transparent:

— Calar af Palette

0x00  0x91 0z60  0x00

a|l ol _af _a]

Alpha Hed Green  Blue

Press OK.
The lower part of the button shows the degree of transparency by mixing with white and black:

1]

Right click the flood fill button twice to get the Local Substitute and then left click Local Substitute to
activate it:
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S| S B

Substitute the background by clicking anywhere on the background color:

| 1 Sumbols 60 x 32 Char 0x0000 Jize 60x32 Pos 2,28 A RGB 00 216D00

Press Modify Transparent Color:

Select an Intensity Level 2-bit as this resolution is usually enough:

—Symbol Color Defined by Intensity Level for Color Rendering
" 1Bit Black and White - On & Off Intensity - No Anti Alias
¥ 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
" 4Bit Intensity Level - 15 Alpha Levels for Anti Alias
™ & Bit Intensity Level - 256 Alpha Levels for Anti Alias

Press OK.

Grey

The symbol or text is now intensity level or alpha level for anti alias.
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D: How to Convert Color Symbols to High Contrast Intensity Level Anti Alias

This example applies only to the color version of IconEdit.

This example will show how to get a high contrast image from a low contrast original design. This is
obtained through a series of data format conversions that can be done either automatically or single-
stepped for increased control.

Warning: It is important that the original design is either saved uncompressed such as a Name.bmp file or
saved as a lossless compression such as a Name.png file to avoid artefacts such as multicoloured halos
typical of lossy compressions such as Name.jpg:

Lossless compression Name.png, clear edges:

Lossy compression Name.jpg, unsharp edges and wrong colors:

Press the File Open button in the Main tool bar:

=
Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

Open an existing image, for example Logo.png.

Mark the logo with the Edit Indside Blue Frame tool:

L
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Press Crop the Picture to remove the status-bar and turn off the Edit Indside Blue Frame tool:

© 5

Set tool color to the text color with the Pick New Tool Color tool.

v

Right click the Pick New Tool Color tool to change to the Pick New Background Color tool.

7

Set background color to the background color of the symbol with the Pick New Background Color tool.

1: Automatic conversion

Change color mode in the Modify Color Symbol dialog box:

Change to intensity level.

Activate Maximum Contrast:

—Symbol Color Defined by Intensity Level for Color Rendering
™ 1BitBlack and White - On & Off Intensity - Mo Anti Alias
" 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
¥ 4Bit Intensity Level - 16 Alpha Levels for Anti Alias
" 8 Bit Intensity Level - 256 Alpha Levels for Anti Alias
W Maximize Contrast between Tool and Background Colar

Make sure tool and background color are different after conversion to grey:

Colors

Tool Color | - Background Cu:ulu:url

[ Show Rendering Color Rendering Color | -

Press OK.

DanMagic
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Your High Contrast Logo is ready for saving....

Press the Save All As... button in the Main tool bar to save the pixel data in the Logo.c file in the proper
directory.

2: Single step conversion and rendering test

Change color mode in the Modify Color Symbol dialog box:

Change to color palette.

—Symbol Color Defined by Pointer to Palette Color
" 2Eit Grey Tone Palette - 4 Grey Tones
" 4Bit Grey Tone Palette - 16 Grey Tones
" 8Eit Grey Tone Palette - 256 Grey Tones
" 2Bit Color Palette - 4 Colors
" 4Eit Color Palette - 16 Colors
% 3Bit Color Palette - 256 Colors

Change the palette.

Maodify Palette |

The colors for interpolation are already set to Tool Color and Background Color:

First Color | Interpolate Between First and Second Color | Second Colar |

Press Interpolate:

Press Ok for palette.
Press Ok for color mode.

The symbol looks the same but is now an 8 bit color symbol.

221



Change color mode in the Modify Color Palette Symbol dialog box:

Change to grey palette.

—Symbol Color Defined by Pointer to Palette Color
" 2Bit Grey Tone Palette - 4 Grey Tones
" 4Bit Grey Tone Palette - 16 Grey Tones
¥ 2 gt Grey Tone Palette - 256 Grey Tones
" 2 Bit Color Palette - 4 Colors
" 48t Color Palette - 16 Colors
" 8 Bit Color Palette - 256 Colors

Set conversion type to keep indexes.

¥ keep Palette Indexes, Change Colors
" Fit ko Mearest Color, Change Palstte Indexes

This is what generates the high contrast by substituting the green to blue palette with a black to white
palette.

Press Ok for color mode.

The symbol is now high contrast grey palette.

DanMagi
Change color mode in the Modify Grey Palette Symbol dialog box:

Ry

Change to intensity level.
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—Symbol Color Defined by Intensity Level for Color Rendering
" 1Bit Black and White - On & Off Intensity - No Anti Alias
" 2Bit Intensity Level - 4 Alpha Levels for Anti Alias
¥ 4Bit Intensity Level - 15 Alpha Levels for Anti Alias
" 8 Bit Intensity Level - 256 Alpha Levels for Anti Alias
[T Maximize Conirast between Tool and Background Color

Choose a rendering color.

Rendeting Color |

Press Ok for color.
Press Ok for color mode.

The symbol is now high contrast intensity level.

DanMagic

And it can be rendered in any color with the Show CheckerBoard option.

fo
DanMagic

The rendering color can be changed by right click on one of the palette buttons.

(0T T T T Tl (e e e [l e e e e |
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DanMagic
Your High Contrast Logo is ready for saving....

]

Press the Save All As... button in the Main tool bar to save the pixel data in the Logo.c file in the proper
directory.
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E: How to Extract Symbols from an Original Screen Design for Colored
Animation

This example applies in full to the color version of IconEdit, extracting animated icons also applies to the
black & white version.

This example will show how to get high contrast animated icons from a low contrast original design.

Warning: It is important that the original design for the screen has the same size as the target screen.

Press the File Open button in the Main tool bar:

=
Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

Open an existing image, for example Logo.png.

Make it bigger with the Change Zoom button:

+|-2
—/2

Turn on Show Grey Pixel Grid:

1: Symbol with sharp edges and only two colors

Mark the battery symbol with the Edit Indside Blue Frame tool:

[
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Copy to ClipBoard with.

Gl

Press Paste from ClipBoard as New Group.

|

The battery indicator has 7 possible states and only 2 colors, so choose 7 black & white symbols:

—Symbol Size

k3 I 19 i I 11 Mumber of Symbals I 7

—Symbol Color Defined by Intensity Level for Color Rendering ——
¥ 1Bit Black and White - On & Off Intensity - Mo Anti Alias
" 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
™ 4Bit Intensity Level - 16 Alpha Levels for Anti Alias
" 8 Bit Intensity Level - 256 Alpha Levels for Anti Alias

Press OK.

o000 oooi ooos o003 o004 ooos 000&

| ] e i ] g ]

Right click one icon at the time to change the number of charge lines to black with the Surface Flood Fill
tool:

iDDD oooi ooos o003 o004 ooos 000&

o oo e e o o

Please note that even though it is called a black & white the format is actually a 2 color format and can be

rendered on the target display in any color the display is capable of. This means that the deteriorating
charge condition of the battery can be displayed as a series of icons with warning colors:

] e e

Your group is ready for saving....
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Press the Save All As... button in the Main tool bar to save the pixel data in the Battery BW_7.c file in
the proper directory.

2: Symbol with smooth edges and anti aliasing by interpolating between two
colors

Mark the bluetooth symbol with the Edit Indside Blue Frame tool:

L

Copy to ClipBoard with

Gl

Press Paste from ClipBoard as New Group.

&

The bluetooth indicator has 3 possible states and a range of interpolated colors, so choose 3 symbols and
keep the color mode until the next step:

—3ymbol Size

s I 16 i I 11 Murmber of Symbols I 3

—Symbol Color Defined by Pixel Color
" 2Bit Grey Tone - 4 Grey Tones
" 4Bit Grey Tone - 16 Grey Tones
" 2Eit Grey Tone - 256 Grey Tones
" 4Bt TRGE 1111 - 3 Colors + 1 Transparency
{” 8BitRGB 332 - 256 Caolors
" 15 Bit RGE 565 - 65536 Colors
{¥ 24Bit RGE 838 - 16777216 Colors

Press OK.

oooo oool ooog
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Change to Symbol Edit
Zumbol Edit

Set tool color to the brightest color on the symbol with the Pick New Tool Color tool.

i

Right click the Pick New Tool Color tool to change to the Pick New Background Color tool.

2]

Set background color to the background color of the symbol with the Pick New Background Color tool.
Change color mode in the Modify Color Symbol dialog box.

Change to intensity level.

Activate Maximum Contrast

—Symbol Color Defined by Intensity Level for Color Rendering
" 1Bit Black and White - On & Off Intensity - No Anti Alias
" 2Bit Intensity Level - 4 Alpha Levels for Anti Alias
¥ 4Bit Intensity Level - 15 Alpha Levels for Anti Alias
" 8 Bit Intensity Level - 256 Alpha Levels for Anti Alias
¥ Maximize Conirast between Tool and Backaround Color

Press OK.
0000 0001 0002

T |

— — —
Remove the surplus arcs in some of the icons to show different signal strength.

Choose the white tool color button with Alpha 0 and the Solid Rectangle tool to overwrite the surplus
arcs.

_

ulululu] o001 ooz

=y

Ty,
o e

The icons are now high contrast intensity levels and can be rendered in any color with the Show
CheckerBoard option.
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The rendering color can be changed by right click on one of the palette buttons.

=

ulululu] o001 ooz

o

e | W | o

Your group is ready for saving....

]

Press the Save All As... button in the Main tool bar to save the pixel data in the Bluetooth_g4_3.c file in
the proper directory.
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08: How to Draw Symbols
A: How to Draw a Group of Battery Indicator Symbols

This example applies only to the color version of IconEdit.

To make a new group press the New Font or Symbol Group button in the Main Toolbar:

b

Or the Create New FONT or SYMBOL with More Options button in the start dialog box:

Create New FONT or SYMBOL with More Options

This opens the create dialog box:

Create New Symbol, Group or Font

Choose how characters or symbols should be organized and shown initially:

Symbol Type
" Font with Characters from MasterFont
¥ Group of Symbols Filled With Background Colar

Choose a color format:

—Symbol Color Defined by Pointer to Palette Color
" 2Eit Grey Tone Palette - 4 Grey Tones

" 4Bit Grey Tone Palette - 16 Grey Tones
" 8Bt Grey Tone Palette - 256 Grey Tones
" 2Bit Color Palette - 4 Colors

% 4Eit Color Palette - 16 Colors

™ 8 Bit Color Palette - 256 Colors

Choose size and number:

—Symbol Size

k3 I 16 i I 16 Mumber of Symbals I 5

Give it a name:

—File Mames

Mame for C File I Battery.c

" System Palette File Name | Battery.pal

Directary I C:\opp2010Y conEdit\IconEditQuickGuideSa  Browse |

Press OK.
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The group now looks like this:

ulululu] ooo1 ooz 000z ooo4

Right click the first symbol to change to pixel edit mode:

Change to a smaller size with the Change Zoom button:

+|:2
—iz

Choose Hollow Rectangle and draw the battery outline:

o

Choose a grey tone and the Surface Flood Fill tool and fill the battery:

u|

S
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Copy to ClipBoard with

Gl

Change to Group edit with a right click on the battery:

Qoo oo ooz 0003 o0
- =

Mark symbol 0001 to 0004 with a left click on 0001 and Shift-click on 0004:

0oa0 Qo011 ooz ooz 0o

]

Paste symbol 0000 with Paste from ClipBoard:

&

Choose Overwrite Marked Symbols:

Qoo o001 oooz 003 o0
- = - = - = - = - =

Right click on symbol 0000 to change to pixel edit mode:

Choose a green color and fill the center of the battery:

L
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Click on symbol 0001 to change to the next battery.

Choose Solid Rectangle and draw 80% green:

-

Click on symbol 0002 to change to the next battery.

Draw 60% green:

Click on symbol 0003 to change to the next battery.

Choose a yellow color and draw 40% yellow:

|
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Click on symbol 0004 to change to the next battery.

Choose a red color and draw 20% red

m

The battery indicators now look like this:

ulululu] o001 ooz 0003 Qo0

00000

Your group is ready for saving....

]

Press the Save All As... button in the Main tool bar to save the pixel data in the Battery.c file in the

proper directory.
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1: How to Hide Unused Space with Single Color On Off Transparency

This example is a continuation and uses the group and settings of the previous example.

If the battery indicators should be displayed on a background image, the unused white space around the
battery symbols should be transparent.

Press the Modify Symbol button:
Activate single color on off transparency, and choose white as the transparent color:

Tool Color | Background Color I

¥ Use On Off Transparent Color Transparent Color I

Press OK.

There is no apparent change, but activating Show CheckerBoard in Transparent Areas will reveal the
change:

ulululu] o001 ooz 000z o004

00000

The palette also shows that the background is now transparent. The lower half of the transparent color’s
palette buttons is displayed mixed with white and black. In this case it is the white background:

HN |NEEN. | |[O§§ |

Your group is ready for saving....

L]

Press the Save All As... button in the Main tool bar to save the pixel data in the Battery.c file in the
proper directory.
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B: How to Use On Off Transparency to Draw Buttons with Round Corners

This example applies only to the color version of IconEdit.

On off transparency is a method for drawing symbols of any shape without having to use the 32 bit per
pixel semitransparent data format. One of the possible colors in the data format is marked as fully
transparent, and can be used to mark the unused pixels around the symbol to make them invisible. It
works with all non transparent data formats from 24 bit RGB color to 2 bit palette and can reduce memory
consumption scientifically.

The use of on off transparency in combination with tools with anti aliasing or smoothing should be done
with care. Smoothing emulates partly drawn pixels by mixing the tool color with the previous color for
each partly drawn pixel, if the pixel already has the transparent color this is the color the tool color is
mixed with thereby creating a pixel with a fully opaque intermediate color.

Smoothed edges of the symbol will appear correct if the target system has only one background color and
the transparent color is chosen as a color close to that of the target background. If the symbol has to be
used on several different backgrounds or on background pictures the smoothing will only appear correct

on those areas where the background color is close to the transparent color. Therefore smoothing of
symbol edges is only recommended if the target system has a single background color.

In this example we will make 3 buttons, OK for use with several backgrounds, Go and No for use on a
light grey toolbar.

To make a new symbol press the New Font or Symbol Group button in the Main Toolbar:

Or the Create New FONT or SYMBOL with More Options button in the start dialog box:

Create New FONT or SYMBOL with More Options

This opens the create dialog box:

Create New Symbol, Gre

Choose how characters or symbols should be organized and shown initially:

™ Fontwith Characters from MasterFont

Symbaol Type
|V ¥ Group of Symbals Filed With Background Color

Choose a color format:
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—Symbol Color Defined by Pixel Color
" 2Bit Grey Tone - 4 Grey Tones

" 4Bit Grey Tone - 16 Grey Tones

" BBt Grey Tone - 256 Grey Tones

" 4BitTRGB 1111 - 8 Colors + 1 Transparency
{” 8BitRGB 332 - 256 Caolors

" 15 Bit RGE 565 - 65536 Colors

{¥ 24Bit RGE 838 - 16777216 Colors

Choose size and number:

" I 36 ¥ I 3z Mumber of Svmbols I 3

"Syml:u:ul Size

Set background and transparent color to match the target system, here light grey with the value OxAb:

Press Background Color.

Backaround Calar |

— Calor of Palette

025  Oe45  Owdh

Hed [Green  Blue

Press OK.

Background Calar |

Transmparent Colar |

Use on off transparency:
V¥ Use on OFf Transparent Color
Press Transparent Color.

Transparent Color |

Press OK.

This automatically sets the transparent color to the background color.

237



Background Calar | -
Transparent Color | -

This is not a permanent link, both background and transparent can be changed individually afterwards.

Give the buttons a name:

—File Mames

Mame for C File I CK_Button.c

[~ System Palette File Mame I OFK_Button.pal

Directory IC:‘l,q:lpzﬂmumnEdit‘gImnEdiUQuids;GuideSa Bmwsel

Press OK.

The group now looks like this:

Change to Symbol Edit:

Use Show CheckerBoard to confirm that the whole symbol is transparent:

Set Line Width to 2:

"New Line Width

1| 2| s3] #+f 5|

Press 2.

Choose Hollow Round Rectangle:
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Start from top left, move to bottom right, hold left button and press right button too, move back towards

top left until the button corners have the right size:

Right click a palette button and set the color to grey 0xB6:

|

— Calar of Palette
0:EE 0=E6 0O=EE
«| _a] _«]

I I I

~| =1 -1
Hed [Green  Blue

Press OK.

The palette button is now grey, and it is the chosen tool color:

-

Choose Surface Flood Fill, and fill the centre of the rounded button:

Click on Symbol 0001 to move it to the symbol edit window.

o001
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Smoothing has to be done on the right background for the Go button, so draw the centre first:

Choose bright green and Solid Round Rectangle and draw the centre:

Choose a darker green for frame and activate Hollow Round Rectangle with smoothing by a right click
for the smoothing:

]
(=8

Draw the frame:

Click on Symbol 0002 to move it to the symbol edit window.
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Smoothing has to be done on the right background for the No button, so draw the centre first:

Choose bright red and left click Solid Ellipse then draw the centre:

Choose a darker red for frame and activate Hollow Ellipse with smoothing by a right click for smoothing:

=S

Draw the frame:

In MasterFont choose Times New Roman, 24 high, Neutral Darkness and Bold:

F
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—Internal & Recent Windows Fonts —

ASCII 20

Batch 32
ButtonText_cpp 32
Emaji_cpp 32
LatinCyrillic 23
Thai_cpp 32
Thai_txt 32

W J':'.Fial

W Calibri

W Consolas

W Courier Mew

W Georgia

W Impact

W Lucida Consale
W Palatino Linotype
W Tahoma

Zap Recent Windows Fonts List

Pick a Windows Font

Impart Font from Disk

Light Relative Edge Pixel Value 100%: Press for 100% | Dark

| = |

Grey Contrast @ 0%  25% © S0% ¢ 75% { 100%

Marrow Relative Width 100%: Press for 100%:

Wide
| | il

" Regular  SemiBold ©* Bold [ Itglics [ Extra Smooth

Press OK.

Choose white and right click Write Text Line in frame to activate smoothing or semi transparency:

-

Ly O [

Then activate the function by a left click.

This automatically changes the Master Font Selector to the Virtual Keyboard:

F| &

Write No and move it in place with the mouse:
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Click on Symbol 0001 to move it to the symbol edit window.

Choose dark green:

Write Go and move it in place with the mouse:

Click on Symbol 0000 to move it to the symbol edit window.

Choose black:

Write OK and move it in place with the mouse:
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The whole group now looks like this:

oaoo ool ooz

(RIED

Your group is ready for saving....

]

Press the Save All As... button in the Main tool bar to save the pixel data in the Ok_button.c file in the
proper directory.
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1: How to Reduce On Off Transparency Memory Consumption

This example is a continuation and uses the group and settings of the previous example.

The button symbols do not really need 24 bit RGB, this example will show how to convert the symbols to
8 or 4 bit palette.

First stop the Write Text Line function by selecting Draw Pixels function:

0 =]

Reduction to 8 bit palette:

Press Modify Color Symbol:

Choose 8 Bit Color Palette:

—Symbol Color Defined by Pointer to Palette Color
" 2Bit Grey Tone Paletie - 4 Grey Tones

" 4Bit Grey Tone Palette - 16 Grey Tones
" 8Bt Grey Tone Palette - 256 Grey Tones
" 2Bit Color Palette - 4 Colors

" 4Eit Color Palette - 16 Colors

¥ 3 Bit Color Palette - 256 Colors

Press Modify Palette:

Maodify Palette |

Press Optimize:

Opkimize I

The optimizer reduces all colors to 5+5+5 bit resolution, and selects the most important colors, if there are
only few important colors, the rest of the palette is filled with grey:
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Press OK:

Press OK:

The symbols are now reduced from 16777216 possible colors to 256 possible colors.

It can easily happen that the On Off Transparency color and some nearby colors now are represented by
the same color in the Palette. In this case 2 of the smoothing pixels on the Ok button are now transparent.

To remove the unwanted transparency, choose a color close to the On Off Transparency color, and use the
Draw Pixels function to remove them:

Reduction to 4 bit palette:

Press Modify Color Symbol:

E

Choose 4 Bit Color Palette:
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—Symbol Color Defined by Pointer to Palette Color
" 2Bit Grey Tone Palette - 4 Grey Tones

" 4Bit Grey Tone Palette - 16 Grey Tones
" 2Eit Grey Tone Palette - 256 Grey Tones
" 2 Bit Color Palette - 4 Colors

{¥ 4Bit Color Palette - 16 Colors

" 8 Bit Color Palette - 256 Colors

Press Modify Palette:

Madify Palette |

Press Optimize:

Cptimize Far Drawing |

The optimizer reduces all colors to 2+2+2 bit resolution, and selects the most important colors, if there are
only few important colors, the rest of the palette is filled with grey:

" “we By

The On Off Transparency color is not represented in the palette, so enter ASA5AS5 for index 15:

Edit Index I 15 Yalue Elxl ASASAS

" Suw N

Press OK.

Press OK:

oaoo oooi ooz

OK)Go)

The symbols are now reduced from 16777216 possible colors to 16 possible colors.
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It can easily happen that the On Off Transparency color and some nearby colors now are represented by
the same color. In this case many of the smoothing pixels on the Ok button are now transparent.

To remove the unwanted transparency, choose a color close to the On Off Transparency color:
The transparent pixels tend to lie on a line, so use the Line Flood Fill function to remove them:

Right click Surface Flood Fill to get Line Flood Fill activate it with a left click and fill the transparent
lines:

Q/®

oooo oooi oooz

(OK)Go)

Comparison to full 32 bit ARGB transparency:

24 bit RGB 75% of 32 bit ARGB:

oaoo oooi ooz

OK)Go)

8 bit Palette 25% of 32 bit ARGB:

o001 oooz

@R[ED

4 hit Palette 13% of 32 bit ARGB:

oooo oooi oooz

(OK)Go)
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C: How to Add one Symbol on top of another using Semi-Transparency

This example applies only to the color version of IconEdit.

In this example, the aim is to add arrows and text to a set of shaded buttons while keeping the shading.
Drawing the buttons is done with 32 bit ARGB transparency, but the final result can be saved as normal
RGB or as Palette files. If the final result is to be saved in palette data format, palette optimization would
be appropriate.

Assume that the buttons already exist as ShadedButtons.c.

Press File Open

=]

Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

And select ShadedButtons.c. They will look like this:

ulululu] o001
d .
- ]

oooz ooz
d =
n ]

o004 o003
| ] u
-

If the buttons are not already transparent select File -> Modify Existing Font or Symbol Group... to get
the Modify Existing Data Set dialog box, and select 32 Bit ARGB:

Symbol Color Defined by Transparent Pixel Color
’7 ¢ 37 Bit ARGE 8885 - 16777216 Colors 256 Alpha Levels

Press OK.

The symbol is now fully opaque with alpha at maximum value FF.
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To get a working area for making an arrow use insert at the caret:

Place the caret near the end of the last button with the mouse and press Insert Empty Symbol at Caret to
make symbol 0006:

L

Change to Symbol edit mode by right clicking on symbol 0006.

To avoid conflict with the basic color of the background later, right click a color that is not going to be
used for the buttons and make it fully transparent:

|

— Calar af Palette

0x00  0O«FF 0«86  0Ox00

Alpha Hed Green  Blue

Press OK:

[a

Select Surface Flood Fill:

<

Click anywhere on the symbol to fill it with the new fully transparent color. Mouse help will show Alpha
= 0 for fully transparent:

[Pos 0,0 A RGB 00 FFB6OO]

1: Add an arrow

Click on Blend or Overwrite Colors to activate the overwrite function to make it possible to draw without
mixing tool and background color.

¢

To make a semi transparent black arrow right click the black palette button, and set the rightmost (alpha)
scrollbar to about 80 for half transparency:
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— Calar af Palette

0x50 0«00 0«00  0<00

2| af o] o]

|

- I - - -

Alpha Hed Green  Blue

Press OK.
The palette button and the drawing tools are now semi transparent black on white background:

In the tool bar select Rectangle

-

Draw a 5 x 5 rectangle.

Select draw smooth line by right click on draw Triangle:

L

White indicates that the tool will use anti-aliasing for smoothing.

Draw the right side of the arrowhead as 7x7 with the triangle function starting from the right angle:

Then draw the left side as a 6x6 triangle:

Select Edit Inside Blue Frame
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And make a frame with the size 13x13 around the arrow

Copy to Clipboard with Ctrl + C and select symbol 0001.

Click on Blend or Overwrite Colors to activate the blend function to make it possible to mix tools and
background colors.

¢

Insert the arrow with Ctrl + V:

—Paste Pixel Action
¥ Copy Pixel to Pixel Inside Frame
™ Fit ClipBoard ta Frame
" Fit ClipBoard to Frame KeepAspeck Ratio
™ Fit Frame ko ClipBoard
¥ | Irterpalate Colors with LowPass Fiker
¥ Blend ClipBoard with Symbol

Press OK.

I

The picture is placed in a blue frame, and can be moved around with the mouse. The ‘Four Arrow’ cursor
inside the frame indicates that the frame can be moved by holding the left mouse button down and moving
the mouse, while the ‘Cross’ cursor outside the frame is for making a new frame thereby turning off the
paste and move function.

Move the arrow to the middle with the mouse.
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To make a green left arrow button change to symbol 0006 again, and make a semi transparent green color:

1]

The floodfill function turns the start pixel into the new basic color and transparency. Connected pixels
with the same basic color are changed too, but the transparency is scaled according to the new pixel’s
transparency.

To keep the semi transparency around 0x80 start the floodfill on the center of the arrow.

Put the frame around the arrow again, and turn the arrow left with the Turn 90 CW button. The button has
a blue frame to indicate that it only turns inside the frame.

B

Copy the arrow to the Clipboard, select symbol 0000, paste it in frame, and move again.

Symbols 0000 and 0001 now look like this:

o001

2: Add a text

To select a master font press Master Font in the main tool bar:

F

First select a Windows font:
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—Internal & Recent Windows Fonts —

ASCII 20

Batch 32
ButtonText_cpp 32
Emaji_cpp 32
LatinCyrillic 23
Thai_cpp 32
Thai_txt 32

W J':'.Fial

W Calibri

W Consolas

W Courier Mew

W Georgia

W Impact

W Lucida Consale
W Palatino Linotype
W Tahoma

Zap Recent Windows Fonts List

Pick a Windows Font

Impart Font from Disk

This is basically a grey tone vector font, and the conversion to black & white or to grey level has to be
fine trimmed.

Adjust the darkness of the character until the connectivity is OK.

Characters with diagonal lines like / @ A W are usually the most critical.

Light Relative Edge Pixel Value 100%: Press for 100%: | Dark

| = |

Grey Contrast @ 0%  25% © S0% ¢ 75% { 100%

Marrow Relative Width 100%: Press for 100%G Wide

| = |

" Regular  SemiBold ©* Bold [ Itglics [ Extra Smooth

Press OK

QK Times Mew Roman 21 Bold

Make a semi transparent red:

Change to symbol 0003.
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For smoothing and/or semi transparency right click the Draw Text from Keyboard button:

Ly O [

Click until it turns white to indicate anti-aliasing, then left click to activate.

This automatically changes the Master Font Selector to the Virtual Keyboard:

F| &

Check that Blend or Overwrite Colors is on to enable blending of the text with the background:

[ ¢

Write “Text” on the keyboard and move the frame around the text with the mouse to get this:

Switch to symbol 0002, make a semitransparent green, press the Draw Text from Keyboard button and
write “Text” again:

o003

3: Import alogo

Assume that the logo already exist as Pegasus.c.

Press File Open

&

And select Pegasus.c. It will look like this:
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Copy Pegasus to the clipboard with Copy to ClipBoard:

&

Switch back to ShadedButtons and select symbol 0006, clear the symbol with Cut to ClipBoard.

fad

Click on Blend or Overwrite Colors to activate the overwrite function to make it possible to draw without
mixing tool and background color.

Lol

Select Edit Inside Blue Frame

L]

And make a frame with the size 13x13

Paste Pegasus to symbol 0006 with Paste from ClipBoard:

=

—Paste Pixel Ackion

™ Copy Pixel to Pixel Inside Frame

{* Fit ClipBoard to Frame

" Fit ClipBoard to Frame Keepaspeck Ratio
€ Fit Frame bo CipBoard

™ Interpolate Colors with LowPass Filker
™ Elend dlipBoard with Symbol

It now looks like this:
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Select a fully transparent color

[«

Select Surface Flood Fill:

<

Click on the grey parts of the symbol to fill it with the new fully transparent color.

The logo should be blended with the shading of the button. Click on Blend or Overwrite Colors to
activate the blend function and then right click the Change Alpha Level button and set it to -127

[ ¢

K H
Change Alpha Lewvel -127 Stepz
In the tool bar select Rectangle

-

Draw a 13 x 13 rectangle over Pegasus to make it semi transparent and select the frame again.

Pegasus is now semi transparent and can be blended with the background, copy it to the clipboard with
Copy to ClipBoard
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Switch to symbol 0004:

Paste with Paste from ClipBoard

=

—Paste Pixel Ackion

" Copy Pixel to Pixel Inside Frame

¥ Fit ClipBoard ta Frame

" Fit ClipBoard to Frame KeepAspeck Ratio
™ Fit Frame ko ClipBoard

[ Interpolate Colors with LowPass Filker
¥ Blend ClipBoard with Symbol

Move Pegasus in place with the mouse.

To remove the temporary symbols switch to Group, mark symbol 0006 with the mouse and delete with
Delete.

To save the symbols:

]

Press the Save All As... button in the main tool bar to save the pixel data in the ShadedButtonsWithText.c
file in the proper directory.
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D: How to Draw a 5 Arm Anti-Aliased Star by Adding Transparent Layers

This example applies only to the color version of IconEdit.

In this example, the aim is to turn one arm into 5 arms while keeping the shading.

Drawing is done with 32 bit ARGB transparency, but the final result can be saved as normal B&W,
Alpha, Grey, RGB or Palette based files. If you have a B&W license you can use IconEdit in color demo

mode in a separate directory for the first transparent part of the drawing process and then copy to the
B&W version of IconEdit for saving.

To make a new symbol press the New Font or Symbol Group button in the Main Toolbar:

b

Or the Create New FONT or SYMBOL with More Options button in the start dialog box:

Create New FONT or SYMBOL with More Options

This opens the create dialog box:

Create New Symbol, Group or Font

Choose how characters or symbols should be organized and shown initially:

™ Fontwith Characters from MasterFont

Symbal Type
|V ¥ Group of Symbals Filed With Background Caolor

Choose a color format:

Symbol Color Defined by Transparent Pixel Color
’7 ¥ 32 Bit ARGE 3338 - 16777216 Colors 256 Alpha Levels

Choose size and number:

¥ I 32 ¥ I 32 Mumber of Symbols I 3

"5yml:u:|| Size

Set tool and background to the same color but different transparencies:
Press Tool Color.

Tool Color |

Set Alpha to maximum:
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O=FF  0x00 0«00  0OxFF

Alpha Fed Green  Elue
Press OK.
Press Background Color.

Backaround Color |

Set Alpha to minimum:

0x00 0«00 0«00  0Ox<FF

- - - - I

Alpha Hed Green  Blue

Press OK.

Tool Color | - Background Culurl 1

Tool and background are now the same color, but the tool is fully opaque, and the background is fully
transparent as indicated by the transparency indicator at the bottom of the color field.

Press OK to get the 3 symbols:

julululu] o001 oooz

Right-click the first to edit and set a center point at 16,16:
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Select Solid Triangle with smoothing by right-click, the button changes color to indicate smoothing:

|

Draw 2 halves of the first arm as 6x15 triangles both starting at 16,15:

Copy to ClipBoard with

Gl

Switch to Group Edit:

ulululu] o001 ooz

Mark the other 2 symbols with the mouse:

oooo ool ooz

Paste with Paste from Clipboard.

&

Choose Pixel to Pixel and Overwrite Marked Symbols:

{* Copy Pixel to Pixel
™ Fit ClipBoard to Symbal

Cwverwrite Marked Symbaols

ulululu] o001 ooz

A

Right-click symbol 0001 and choose Turn 360 Degrees with ScrollBar:
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Left-click the center pixel 16,16 and scroll down to 72 degrees:

CCv

.

Press OK.

Left-click symbol 0002.

Left-click the center pixel 16.16 and scroll down to 144 degrees:

Press OK.

Choose Blend Colors:
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Choose Edit Inside Blue Frame because blending ONLY works within a frame:

Right click the button for a frame the full size of the symbol with the mouse:

L.

Copy to ClipBoard with

Gl

Choose symbol 0000 and Paste from Clipboard with

=

Choose Pixel to Pixel and Blend:

{* Copy Pixel to Pixel Inside Frame

™ Fit ClipBoard to Frame

™ Fit ClipBoard to Frame KeepAspect Ratio
= Fit Frame to ClipEoard

¥ Interpolate Colors with LowPass Filker
v EBlend ClipBoard with Symbal

Press OK.

Choose symbol 0001, Copy to ClipBoard with

Gl
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Choose symbol 0000 and Paste from Clipboard with

k)

Choose Pixel to Pixel and Blend:

¥ Copy Pixel to Pixel Inside Frame

™ Fit ClipBoard to Frame

™ Fit ClipBoard to Frame KeepAspect Ratio
= Fit Frame to ClipEoard

¥ Interpolate Colors with LowPass Filker
v EBlend ClipBoard with Symbaol

Press OK.

Turn off the blue frame and start on a new with 2 clicks on Edit Inside Blue Frame:

Ly L

Make the new frame as just under half size and move it to the left:

Use Mirror Vertical to make the rest of the star:

il
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Remove the frame by click on Edit Inside Blue Frame or a mouse-tool such as Draw Pixels, the whole
group now looks like this:

ulululu] o001 ooz

v 4

To remove the temporary symbols switch to Group Edit, mark symbol 0001 and 0002 with the mouse and
Delete with

julululu]

In natural size:

*

To save the symbol:

]

Press the Save All As... button in the main tool bar to save the pixel data in the Star_5.c file in the proper
directory.

1: Save only the Alpha Channel with Reduced Memory Footprint

The symbol in Star_5.c has 32 bit per pixel, but all the relevant information is in the alpha channel with 8
bit per pixel.

In most cases even the 8 bit is overkill, below is shown resolutions of 8, 4, 2 and 1 bit per pixel:

* X k X

In this case 4 bit seems reasonable so press Modify Transparent Color:
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Choose 4 bit as this is usually enough:

—Symbol Color Defined by Intensity Level for Color Rendering
" 1Bit Black and White - On & Off Intensity - No Anti Alias
" 2Bit Intensity Level - 4 Alpha Levels for Anti Alias
¥ 4Bit Intensity Level - 15 Alpha Levels for Anti Alias
~ & Bit Intensity Level - 256 Alpha Levels for Anti Alias

™ | Maximize Contrast bebween Tool and EBackaround Color

Press OK:

[n]ulu]

The symbol is ready for use, and can later be displayed in any color:

* * K

The star is ready, press Save Dataset As to save as Star_5.c:

L

Finished in color mode.

2: Save from IconEdit with a Black & White license
Copy to ClipBoard with

Gl

Start IconEdit B&W.

Paste from Clipboard as New

&
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—Symbaol Size

A |32 L Mumber of Symbals I 1

—File Mames

Mame for C File I new_g.c

—Save options
[ save BW Data Inverted

Directory
I Cihopp 20108 conEdit\IOTesth, Browse |
Cancel | Ok
Press OK.

Conversion of Clipboard Symbaols to Black and White,

Choose a Threshold between Black and White:
Dark  Offset-21 Press for Neutral | Light

il r r

Choose Offset for best look and press OK:

ulululu]

Save As normally.

L
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E: How to Draw a Speedometer by Adding Transparent Layers

Drawing is done with 32 bit ARGB transparency, but the final result can be saved as normal B&W,
Alpha, Grey, RGB or Palette based files. If you have a B&W license you can use IconEdit in color demo
mode in a separate directory for the first transparent part of the drawing process and then copy to the
B&W version of IconEdit for saving.

To make a new symbol press the New Font or Symbol Group button in the Main Toolbar:

b

Or the Create New FONT or SYMBOL with More Options button in the start dialog box:

Create New FONT or SYMBOL with More Options

This opens the create dialog box:

Create New Symbol, Group or Font

Choose how characters or symbols should be organized and shown initially:

™ Fontwith Characters from MasterFont

Symbaol Type
|V ¥ Group of Symbals Filed With Background Caolor

Choose a color format:

Symbol Color Defined by Transparent Pixel Color
’7 ¥ 32 Bit ARGE 3338 - 16777216 Colors 256 Alpha Levels

Choose size and number:

"5yml:u:|| Size

X | 201 ¥ | 201 Number DfSymI:n:uIsIS

Check that the Tool is Black and the Background is fully transparent White:

Colors

Tool Color | - Background Cu:ulu:url )

™| Use ©n Gff Transparency Transparent Colar |

Pres OK.
Change to Symbol Edit:
Eymbol Edit

Make the symbol bigger with Change Zoom to 3:
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Activate the grid with Show Grey Pixel Grid:

Mark the center at 100,100 and draw a 5x20 rectangle at 98,3
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Copy to ClipBoard with

=

Change to Group Edit

Mark symbols 1, 2, 3 with the mouse:

Paste from Clipboard with
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~ Interpolate Colors with LowPass FHiter

Press Overwrite Marked Symbols:

Right click symbol 1 to change to symbol edit:
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Right click Turn 360 Degrees with ScrollBar to activate smoothing:

i =

Click the Center and turn 15 degrees:
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Press OK:
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Change to symbol 2 and 3 with Tab and repeat the turning with 30 and 45 degrees:

Change back symbol 1 with Shift Tab and Copy to ClipBoard. with

5

Change back symbol 0 with Shift Tab.

Activate Overwrite Colors to Blend Colors:
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Activate Edit Inside Blue Frame:
Mark the whole symbol (blending only works inside the frame):

Right click the button for a frame the full size of the symbol with the mouse:

Paste from Clipboard with

B
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Choose Blend ClipBoard with Symbol and press OK:
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Repeat with symbol 2:
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Copy to ClipBoard with

=

Change to symbol 4 and Paste from ClipBoard with

B

Turn 90 degrees CW:
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Copy to ClipBoard. With

=

Mirror Horizontal:
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Paste from Clipboard:

Y
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Copy to ClipBoard. With

=

Change to symbol 0 and Paste from Clipboard:

B
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Change to symbol 3 and Copy to ClipBoard with

=

Charge back to symbol 0 and Paste from Clipboard:

B
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Copy to ClipBoard.

=

Mirror Vertical and Paste from Clipboard:

il
B
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To delete the temporary symbols mark symbol 1 to 4

o0 @t  g&  gw@ o
vy !
\\ ,l / /
~ - -
y .l -
- ~ -
- ~ ~

Press Delete
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The basic speedometer scale is ready, press Save Dataset As to save as Speedometer.c:

|

1: Add Numbers to the speedometer

To add anti-aliased numbers click Write AntiAliased Text:

L

To add normal B&W numbers right click Write AntiAliased Text and the click Write Normal Text:

R

In both cases this creates an empty blue frame where you can write the numbers and move them in
position with the mouse, and automatically changes the Master Font Selector to the Virtual Keyboard:

F| &

Press Virtual Keyboard to set a font height:

F

—Textin Frame

—Frame Position
X 0 +|| *r|n +||
—Frame Height
Height of Windows Font 20 +| - |

Press OK.
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After each number is in place click the Text button twice to start a new frame:

In normal size:

Vg

\\ﬁﬂ 80 101],/

~
~ 40 120 -
w21} ' 14() m
- Ny
I'I] lﬁﬂh

2: Save only the Alpha Channel with Reduced Memory Footprint
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32 bits per pixel is overkill for this symbol, 4 bits is usually enough.

Click the Modify button:

E

Choose 4 bit:

—Symbol Color Defined by Intensity Level for Color Rendering
" 1Bit Black and White - On & Off Intensity - No Anti Alias
" 2Bit Intensity Level - 4 Alpha Levels for Anti Alias

¥ 4Bit Intensity Level - 15 Alpha Levels for Anti Alias

~ & Bit Intensity Level - 256 Alpha Levels for Anti Alias

™ | Maximize Contrast bebween Tool and EBackaround Color

Press OK:

vy

\\'ﬁl] 80 mu’/

~

- 20 120°_
—2) + 140
- ~
PR 160

Change is not really visible, but memory footprint is reduced by a factor 8.

Finally switch to white on black background with Invert Black & White:

The speedometer is ready, press Save Dataset As to save as Speedometer_160.c:

|

Finished in color mode.

3: Save from IconEdit with a Black & White license
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Copy to ClipBoard with

']

Start IconEdit B&W.

Paste from Clipboard as New

&

—Symbaol Size

¥ | 201 ¥l 201 Mumber of Symbols I 1

—File Mames

Mame for C File I new_5.c

—Save options
[ Save BW Data Inverted

Directaory
I-C: cpp 2010 conEaQit\IOTest Bn:uwsel
Cancel | Ok
Press OK

Conversion of Clipboard Symbols to Black and White.

Choose a Threshold between Black and White:
Dark Offset 74 Press for Meutral | Light

A R _ B

Choose Offset for best look and press OK.
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Save As normally.

L
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F: How to Design a Screen Preview with Library Fonts

In this example we will make a small speedometer screen with a look like this:

Vertical Speed

0.82 m/s

For that we will use the two library fonts T_16x16 b g2 and T_32x32_b g2, use the normal open

function to load the two fonts:

=

Or the Open Font, Symbol, Text, or Image button in the start dialog box for the first file:

Open Font, Symbal, Text, or Image File

To make a new symbol press the New Font or Symbol Group button in the Main Toolbar:

b

This opens the create dialog box:

Create New Symbol, Group or Font

Choose how characters or symbols should be organized and shown initially:

™ Fontwith Characters from MasterFont

Symbal Type
|V ¥ Group of Symbals Filed With Background Caolor

Choose the color format of the target display:

Symbol Color Defined by Intensity Level for Color Rendering
" 1Bit Black and White - On & Off Intensity - No Anti Alias
" 2Bit Intensity Level - 4 Alpha Levels for Anti Alias
¥ 4Bit Intensity Level - 15 Alpha Levels for Anti Alias
~ & Bit Intensity Level - 256 Alpha Levels for Anti Alias

Choose the size of the display:

X | 100 ¥ |50 Number of Symbols [ 1

"5ymtu:|| Size

Press OK to get an empty screen:
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Click the Text in Frame button

This automatically changes the Master Font Selector to the Virtual Keyboard:

Open the Virtual Keyboard:

Choose the 16x16 font for the top line:

W
W
W
W
W
W
W
W
W
W
W
W

—Internal & Recent Windows Fonts —

T 16x16 b g2 16
T 32x32_b g2 32

Arial

Batang
BatangChe

Calibri

Consolas

Courier Mew
DotumChe
Gungsuh
Microsoft JhengHei
Segoe UL

Tahoma

Tirmes Mew Roman

Zap Recent Windows Fonts List

Pick @ Windows Font

Write or paste the top line text:
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—Textin Frame

—Frame Position
0 +| —| ¥ II:I +| —|

—Frame Height

Height of Windows Fonk I 24 + | - |

I Yertical Speed

Move the text to the center:

—Textin Frame

—Frame Position
X 3 +[ -] o +]-]

—Frame Height

Height of YWindows Fonb I 24 + | - |

I Yertical Speed

Press OK:

Click the Text in Frame button to finish the first line, and again to start the next line:

L

Open the Virtual Keyboard:

F

Choose the 32x32 font for the bottom line:
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—Internal & Recent Windows Fonts —

|T 16x15 b El 16

W Arial

W Batang

W BatangChe

W Calibri

W Consolas

W Courier Mew

W DotumChe

W Gungsuh

W Microsoft JhengHei
W Segoe UI

W Tahoma

W Times Mew Roman
Zap Recent Windows Fonts List

Pick @ Windows Font

Write or paste the bottom line text:

—Textin Frame

—Frame Position

o 5 Y o

—Frame Height
Height of Windaws Font I 24 + | - |
[0.82mjs

Move the bottom line in place:

—Textin Frame

—Frame Position

7 sl v[s sl

—Frame Height
Height of YWindaws Font I 24 +| - |
[0.82m/s

Click the Text in Frame button to finish the second line:
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Your screen preview is finished, and can be saved as an image ScreenPreview.png with Image->Save
Character or Symbol in Edit Window as PNG File
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09: How to Import and Convert Images

A: How to Convert Several Images to a Single Symbol File

This example applies fully to the color version of IconEdit, but only the parts about opening, adding and
resizing applies to the black and white version.

The conversion of digital pictures to RAMTEX sym format can be done in many different ways; this
method is primarily for changing a group of different bitmaps with the same aspect ratio into RAMTEX
color or black and white images of the same size and with a common color resolution.

First open the Bitmap Violet.omp.

Press the File Open button in the Main tool bar:

=

Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

Find the file, and press open. This generates a group of one symbol:

Subsequently added bitmaps will have the same size and color resolution as the first. To avoid losing
information during the import of these bitmaps, change the color resolution of the first bitmap to the
maximum resolution for bitmaps.

In the color version of IconEdit open the Modify Existing Data Set dialog box and select 24 bit RGB:

=
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—Symbol Color Defined by Pixel Color
" 2Bit Grey Tone - 4 Grey Tones
" 4Bit Grey Tone - 16 Grey Tones
" BBt Grey Tone - 256 Grey Tones
" 4BitTRGB 1111 - 8 Colors + 1 Transparency
{” 8BitRGB 332 - 256 Caolors
" 15 Bit RGE 565 - 65536 Colors
{¥ 24Bit RGE 838 - 16777216 Colors

Press OK.
Then import the other bitmaps Red, White and Yellow, to this group using:

Image -> Import and Add Image to Symbol Group

The bitmaps now look like this:

The images now all have the same size and color resolution, but they will take up almost a whole Mega
byte of memory. This can be reduced by a third by changing to 8 bit color RGB organized as 3,3,2.

1: Reduce Memory Consumption to 8 bit per Pixel - RGB

Press the Modify Existing Data Set button in the Main tool bar to get the dialog box.
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Select 8-bit RGB:

—Symbol Color Defined by Pixel Color
" 2Bit Grey Tone - 4 Grey Tones
" 4Bit Grey Tone - 16 Grey Tones
" BBt Grey Tone - 256 Grey Tones
" 4Bt TRGE 1111 - 3 Colors + 1 Transparency
{¥ 8BitRGE 332 - 256 Colors
" 15 Bit RGE 565 - 65536 Colors
{" 24Bit RGE 838 - 16777216 Colors

Press OK.

ooog o001

This reduces the number of possible colors to 256 fixed colors, they are fixed because there are only these
256 colors in the 3,3,2 RGB format.

2: Reduce Memory Consumption to 8 bit per Pixel — Optimized Palette
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A better color approximation to the original can be achieved by making an optimized palette for this
group of images. The palette will need less than one kilo byte of memory for 256 colors that are optimized
for this group of images:

=)

Press UnDo and open the Modify Existing Data Set dialog box again:

Select 8 bit color palette:

—Symbol Color Defined by Pointer to Palette Color
" 2Bit Grey Tone Palette - 4 Grey Tones
" 4Bit Grey Tone Palette - 16 Grey Tones
" 2Eit Grey Tone Palette - 256 Grey Tones
" 2 Bit Color Palette - 4 Colors
" 4Bit Color Palette - 16 Colors
¥ 3 Eit Color Palette - 256 Colors

To optimize the palette press:

Madify Palette |

This gives the same 256 default colors as the 8 bit RGB:

Press:

Ciptimize for Photo |

This generates a much larger palette internally in the program, converts all pixels to indexes in this
palette, sorts all pixel indexes according to frequency, and picks the most common. Then there is a check
for “lost” color areas in the palette, and important but rare colors that lie far from all the others are added:

SR
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Press OK.
Press OK.

This is lossy compression. It sacrifices color precision but, unlike the normally used JPEG, this method
does not create a halo around sharp edges or loose small details.

The colors and the pointers to the colors for each pixel are stored in the data format, so they do not need
to be unpacked by the CPU before use thereby making the rendering on the target display simpler and
faster:

3: Reduce Memory Consumption to 4 bit per Pixel — Optimized Palette with Dither

A half as big memory footprint can be achieved by a smaller palette with dither:

=)

Press UnDo and open the Modify Existing Data Set dialog box again:

=
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Select 4 bit color palette and activate dither:

—Symbol Color Defined by Pointer to Palette Color
" 2Bit Grey Tone Palette - 4 Grey Tones

" 4Bit Grey Tone Palette - 16 Grey Tones
" 2Eit Grey Tone Palette - 256 Grey Tones
" 2 Bit Color Palette - 4 Colors

% 45t Color Palette - 16 Colors

" 8 Bit Color Palette - 256 Colors

¥ Usze Dithering to Reduce Aliases when Converting Color Resolution
To optimize the palette press:

Madify Palette |

This gives 16 default colors:

"

Optimize for Photo with Dither |

Press:

This generates a much larger palette internally in the program, converts all pixels to indexes in this
palette, sorts all pixel indexes according to frequency, and picks the most common:

i as

Press OK.
Press OK.
This is lossy compression with diffused colors. It sacrifices color precision and makes a slightly grainy

image, but, unlike the normally used JPEG, this method does not create a halo around sharp edges or
loose small details.
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The colors and the pointers to the colors for each pixel are stored in the data format, so they do not need
to be unpacked by the CPU before use thereby making the rendering on the target display simpler and
faster:

0000 )

aooe 0003
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B: How to Import a Large Picture for Reduction from the ClipBoard

This example applies to both the black & white and the color version of IconEdit.
Start Paint, and open the Decoration.jpg picture by pressing Open in the File menu.

In Windows 7 8 8.1 & 10 Paint is called mspaint.exe and situated in Windows\System32 or
Windows\SyswOW64.

In Windows 11 press Start and write “paint”

Select all with Ctrl+A and put the picture on the Clipboard with Ctrl+C:

Wait for Paint to finish.
Assume IconEdit is already running.

Press Paste from ClipBoard as New Font or Group:

|

This opens a create dialog box:

Create New Symbol, Group or Font

Reduce it in size to 307x230:
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% | 307 | 230 Murnbet of Swrbals | 1

"Syml:u:ul Size

Press OK.

Your Picture is ready for saving....

L]

Press the Save All As... button in the Main tool bar to save the pixel data in the Decoration.c file in the
proper directory.
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C: How to Import and Reduce a QR Code Image

This example applies to both the black & white and the color version of IconEdit.

QR Codes are two dimensional barcodes developed by Denso Wave. There are many on-line QR Code
generators that can make and save QR Code as a PNG image. This example assumes you already have
done that and will show you how to turn it into a symbol file.

Press the File Open button in the Main tool bar:

=

Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

Find the file grcode.png, and press open. This generates a group of one symbol:

In this case each dot is 6x6 pixels; on a display that by itself have large pixels this is not necessary, 1x1
should be enough even on a normal PC screen.

The symbol is 200x200 which is not dividable with 6
Press Resize All to reduce the symbol 198x198:
il

"
"NEW Symbaol Size

x|193 +|| ~r|193 +||

¥ Copy Fixel to Pixel

Press OK. Mark the symbol and use the Rotate buttons to move the QR Code 1 pixel left and up to make
the frame symmetrical:

= &
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Press Resize All to reduce the symbol 33x33:

=

"I'*lew Symbaol Size

" Copy Pixel to Pixel
i~ Copy Fixel to Pixel BUT Squeeze Oversize Characters

™| There are 12 Empty Top Hows - Remove 12

™| There are 12 Emnpby Botbom Rows - Remove 12

{* Siretch or Sgueeze to fit Mew Size
[ Interpolate Colors with LowPass Filter
v Keep Aspect Ratio

Press OK.

u[n]uln]
Mg

ot
The PNG format support full 32 bit color, but QR Codes should be black & white with 1 bit per pixel.

Press Modify Color and change to Black and White:

=

—Symbol Color Defined by Intensity Level for Color Rendering
¥ 1Eit Black and White - On & Off Intensity - No Anti Alias
" 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
"~ 4Bit Intensity Level - 16 Alpha Levels for Anti Alias

" 8 Bit Intensity Level - 256 Alpha Levels for Anti Alias
™ | Maximize Contrast between Tool and Background Color

Press OK and choose Neutral:

Choose a Threshold between Elack and White:
Dark Meutral I Light
A _ *
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Press OK.

o0
B
e

Your QR Code is ready for saving....

L]

Press the Save All As... button in the Main tool bar to save the pixel data in the grcode.c file in the proper
directory.
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10: How to Display Asian Languages on Small Embedded Systems

This chapter demonstrates problems with and solutions for writing Asiatic texts on simple displays and it
applies to both the black & white and the color version of IconEdit.

A large number of alphabets are defined in Unicode as basic characters and diacritics that have to be
combined by the rendering engine at the time of displaying the text. This requires many very special and
language specific runtime rendering and layering rules such as multi-symbol overlaying, special symbol
specific X,y positions offset adjustments, etc, etc. In addition to that neighbouring characters with or
without diacritics may form ligatures, or the characters may change form according to their position in a
word.

On relatively powerful computer systems, personal computers and smart phones, this is not a significant
challenge for the (usually multi core) processor, but on small embedded systems the amount of memory
necessary to hold the rendering code and the processing time for the rendering would be prohibitive.

This chapter will describe different methods of circumventing this problem by using Windows build-in
rendering engine for Windows fonts and storing the rendered characters or texts as symbols.

Limitation for Practical Use: The use of Auto-generated Character symbols instead of the original
combination of a basic character and one or more diacritics is only practical on embedded systems that
do not have a keyboard for text input, but only predefined and static texts compiled into the embedded
program.

Limitation in Windows: The support for different languages in Windows is under constant development
and some of the methods described in this chapter only works on relatively new versions of Windows.

If the amount of text is small each whole text could be stored as an image in each their symbol. This
method would be fast to implement at the price of high memory consumption.

An alternative method for larger amounts of text is to build the necessary combined characters into a font
in the Code Point range reserved by Unicode for private use or special characters and modify the text to
use the combined characters. This should be done for the first time when the text strings are finished and
the font is designed, and then the text modification must be repeated every time the original text is
changed or updated.

The text modification can be done and saved directly as a Unicode text in IconEdit with the Text -> Save
Modified Text command.

The issues that IconEdit can help solve:

How to display Right to Left scripts:

Texts in Unicode are always stored in writing order from Left to Right and most basic display systems
displays the characters in a text Left to Right. This means that for Left to Right scripts such as Latin,
Greek or Cyrillic the text characters can be displayed one by one without problems, but for Right to Left
scripts such as Arabic, Syrian or Hebrew there has to be a pre-processing text modifier that reorders the
characters from writing order to display order, in the simplest cases just a mirroring.

An example in Hebrew:
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Text is displayed like this in an editor:
VERNIKTUOK

but it is stored in writing order in the text file like this:
NOURKIRDY

so it has to be mirrored:

VTN INTUOR

before it can be displayed correctly on a simple display.

How to display Arabic scripts:

Texts in Arabic are written with connected characters that change their form according to their position in
a word, therefore Unicode defines up to 5 different looks (code-points) of each Arabic character, a
Generic form that is stored in the text string when the text is written and up to 4 presentation forms:
Initial, Medial, Final and Isolated to be used for the display. So before the texts can be displayed there has
to be a pre-processor that converts the generic code-points to presentation code-points.

An example in Arabic:

Text is displayed like this in an editor:

E.ﬂ_jk.m.d'l

but it is stored in writing order in the text file as generic characters like this:

g5t

so it has to be mirrored:

35 slacmd)

and then changed to presentation forms:

Eq—ﬂ'lj'l—-‘h-u"l

before it can be displayed correctly on a simple display.

How to display Vietnamese:

Texts in Vietnamese are written as Latin characters with tonal marks, and Unicode has a special group of
code-points that define the look of these combinations. Unfortunately this means that in some instances
the texts are stored as basic characters followed by tonal marks, and in other instances the texts are stored
as the special Vietnamese characters. So before the texts can be displayed there has to be a pre-processor
that identifies eventual tonal marks after basic characters and converts them to the special Vietnamese
characters.
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An example in Vietnamese:

Text is displayed like this in an editor:

nghécua

but it might be stored as in keyboard sequence in the text file with separate diacritics like this:
nghé cu'a

so it has to be combined:

nghécua

before it can be displayed correctly on a simple display.

How to display Southern Asiatic scripts:

Texts in most Southern Asiatic languages are written and stored as basic characters followed by a number
of diacritics or tonal marks; before the text can be displayed these have to be combined to form actual
characters or ligatures. Unicode only defines the generic look of all these code-points and leaves the, often
very complex, combination of these to the rendering engine. One way around this problem for small
systems is to have a pre-processor that identifies the code-point combinations that lead to these actual
characters or ligatures, create them on the development system, usually Windows, store them at new code-
points, and change the texts to use the new code-points.

An example in Devanagari:
Text is displayed like this in an editor:

fafendifsar

but is stored as a keyboard sequence with diacritics in the text file like this:

CRIE IR ERE

so it has to be combined and rearranged:

IELE 2 RER

before it can be displayed correctly on a simple display.

The method IconEdit can offer:

When a master text or ‘C’ code file is read into IconEdit it creates or updates a font to fit the text or the
text strings in the ‘C’ code in the master. As part of this process the master is modified with the above
mentioned pre-processors to make it displayable by simple Left to Right display systems, and it is the
characters needed for the display that is added to the font. The modified master can then be saved under a
separate name and used by the display system to show the text or text strings in the master.
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Warning: This process creates a linked set of 5 files: Master.h that is read into IconEdit to create
Font.sym, Font.cp and Font.c and the modified version of the master Modified.h, so it is very important
that these 5 files are considered an undividable unit and are stored and backed up together.
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A: How to make an Image of a Text

In this example we will use the Devanagari text “T3iTel 2T « (“astronomy”) to build an image of that
text.

To make a new symbol press the New Font or Symbol Group button in the Main Toolbar:

T e

Or the Create New FONT or SYMBOL with More Options button in the start dialog box:

Create New FONT or SYMBOL with More Options

This opens the create dialog box:

Create New Symbol, Group or Font

Choose how characters or symbols should be organized and shown initially:

™ Fontwith Characters from MasterFont

Symbaol Type
|V ¥ Group of Symbals Filed With Background Caolor

Choose a color format, here Black & White. The other options are only available in the color version of
IconEdit:

Symbol Color Defined by Intensity Level for Color Rendering
¥ 1Bit Black and White - On & Off Intensity - No Anti Alias
{~ 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
" 4Bit Intensity Level - 15 Alpha Levels for Anti Alias
™ & Bit Intensity Level - 256 Alpha Levels for Anti Alias

The master font is already a Windows Unicode font, but we should change that later.

Master Font Times Mew Baman 32 Bald |

The size has to fit the text, x size is a guess that can be changed later:

"Syml:u:ul Size

% | 300 ¥ |32 Mumber of 5~,.em|:a|s|1

Press OK and turn pixel grid off for clarity:

B

Copy the text T3TTel TEA to the clipboard and paste it in IconEdit with Paste from ClipBoard:
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The text is shown in the paste dialog box:

A =

Put as Characters in Frame

el 9TH

This automatically changes the Master Font Selector to the Virtual Keyboard:

F| &

Maybe change the look of the text with the Virtual Keyboard button:

F

Pick a master font look:

—Internal & Recent Windows Fonts —

Arial_36x50_g2 50
Emaiji_cpp 40
EmaojiForGif 64
printf_cpp 40

W J':'.Fial

W Calibri

W Consolas

W Courier Mew

W Georgia

W Impact

W Lucida Console

W Microsoft JhengHei
W Palatino Linotype
W Tahoma

Pick @ Windows Font

Change size and position or edit the text:

—Textin Frame

—Frame Position

S5 P o

—Frame Height
Height of Windows Font

ﬂ__l

|mﬂﬁ:ﬂﬁ

Press OK when finished.
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Maybe also change the text writing modes anti-alias, normal, semi transparent anti-alias, semi
transparent normal with right click on the already pressed write text button:

Ly g [

The frame is 84 x 32 pixels, to reduce the size of the symbol change to Group Edit:

Group Edit

Press the Resize All Symbols button:

]

Set size and copy option:

"NEW Symbaol Size

{* Copy Pixel to Pixel

i~ Copy Fixel to Pixel BUT Squeeze Oversize Characters
[ There are 18 Empty Top Rows - Remowve 13
[T Thereare s Empty Bottomn Rows - Remove =]

" Siretch or Sgueeze to fit New Size
¥ | Interpolate Colors with LowPass Filer
r Keep Aspect Ratio

Press OK:

[a]uln]

mH

Symbol 0000 is ready to save

]

Press the Save All As... button in the Main tool bar to save the data as Astronomylmage.c in the proper

directory.
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B: How to Combine Characters and Diacritics or Surrogates as New
Symbols

IconEdit can identify combined characters in a text file for a large number of scripts and build a set of
symbols representing the combined character and then put the Auto-generated Presentation Character as a
new symbol at a Code Point in the private area Unicode range.

Warning: Emojis and other surrogate characters are only supported on Windows version 8 and newer.

1: Plain Text with Auto-generated Composed Characters

In this example we will use a long Devanagari text about astronomy (“@3Trel 2 «) to build a small font
for the text.

Press the File Open button in the Main tool bar:

=
Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

Open the Unicode text Astronomy.txt:

AT (Him :Astronony) TO9E & W90 90T &34
TFE MY 7 TE ST M W I AT w UEE

Td B TR 71 £ TEE TS § g A Ay F

TEUT & qOigEE o @ M I B

Choose size and color mode:

—Font Size and Mame for C File

Height I 32 I Astronomy_txt.c

—Symbol Color Defined by Intensity Level for Color Rendering
™ 1BitBlack and White - On & Off Intensity - Mo Anti Alias
¥ 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
™ 4Bit Intensity Level - 16 Alpha Levels for Anti Alias
" 8 Bit Intensity Level - 256 Alpha Levels for Anti Alias

Press OK.

The text file is analyzed for possible Auto-generated Characters, and displayed if any are found:
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Fesult of Text File Analpziz

Found 36 Combined Characters for Astronomy_bst svm

ORI i O O - L = A - e - B
RehdawadTRRgdgadas

Font Lze

The Autagenerated Combined Characters are placed in the
[Inicode Private Area and should be uzed with thiz input test anly,

To write text with thiz new font the original kext zhould be modified
to uze the Autogenerated Combined Characters.

Ilze the Show Exported Modified Test Button to create and zave
the modified test.

The Input Test, Thiz Mew Font and The Modified Test are a

b atched Set and should be kept together.

|f wour change the text read it inta the font b0 add missing
characters and generate a new modified text.

OE.

Press OK.

The combined Auto-generated Presentation Character symbols are placed as Code Points at unused
positions in the 0XEOOO to 0XF8FO private range, in this case from 0xE700 to OXE723:

Qoog 0000 0020 0022 0023 0034 0041 00sDh OOsE OOsF 0072 0023 0074 008 0303 0208 0903 02023 020F 03135

) ;0 Aimn/ ol r s t vV & am§ 3 ¢

L
0216 0917 0914 091C 091E 0922 0524 0325 0928 0927 0922 0924 0320 092E 032F 0930 0932 0335 0938 0337

| @ 9 A A & d A & G &G u H#H A T I A g A K
0938 03359 0984 EFO00 E201 EPO2 EX03 EZ04 EPOS EXO0& EXO? EFPOS EXDS EXO0A EFOR EXOC EXOD EFOE EXOF EFLO

C5 1A B ) (e (R ) (e | B T R | (R S | IR [ =< 1 g 5 B [ 1 |

E-11 EF12 EF13 EF14 EF1S EP1le ES1F EFIS EF1S EF1A EFIR EFIC EFPID EFIE EFIF EXP20 EFR1 EFe2 EA23

A am fy oer R e own i A fa Rayg ot g an ol wa &

The text is displayed automatically with the new font and blue marks to identify the characters
individually:

gaterara (3sm AStronomy) R & it arar w3a
UFA MHYU H e &3 T HHA 39m A & Uals 3

ﬁﬂ%ﬁﬂlmﬁﬂmﬁmmﬁmﬂaﬂmrﬁ
%Hﬁqﬁawﬁmﬁﬂﬁra{mﬂﬁﬁl

The Font is ready to save

|

Press the Save Dataset As... button in the Main tool bar to save the font as Astronomy_txt.c in the proper
directory, the modified text should be saved separately, see below. The Sym and Code Point Character
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List files and the Auto-generated Character Alias list in the Code Point Character List files saved
automatically.

If Save Modified Text Automatically when the Font is Saved is activated you can also save the modified
text as Astronomy_Modified_txt.txt or any other name.

After the font has been created the text can be viewed and modified to use the Auto-generated
Presentation Characters instead of the original combination of a basic character and one or more
diacritics.

The text view can be turned off and on by pressing the Show Imported Text for Check of Font Look
button:

dLFulLF
EGhtGH

Text

waireramre (s AStronomy) fera & i e w3
TUFA MBI I A¢ & HT HIHA 39 Al & Uals 3T

ﬁﬂ‘t‘rﬁmm—tﬁ?raﬁ{ﬁmmmmﬂaﬂmrﬁ
@quﬂi—rﬁmmﬁmrﬁramﬁﬁﬁl

If not already saved, the input file can be saved as a new modified file with the menu command:

Text ->Save Modified Text with Autogenerated Presentation Characters as New Text File...

Save the new file as Astronomy_Modified_txt.txt. The file can be read by most text editors and compilers,
but the text strings will only be displayed correctly when the font Astronomy _txt.c is used for the display.

On normal text editors the Auto-generated Presentation Characters will be shown as blocks because they
are not according to the Unicode standard:

allalll] (DDD:Astrunumy) U0z [0 <[ 00 sl
ol snlly [ D% alll sn sulla U0 sl = uﬂé 3
(el Dai 0= e 0 wll = & of] sn sl [
0 = 0000= <00 0 0 sll== OO,

2: “C” Text Catalogue with Auto-generated Composed Characters

In this example we will use a small text catalogue with Arabic and Thai text strings about astronomy to
build a small font for the text catalogue.

Press the File Open button in the Main tool bar:
=
Or the Open Font, Symbol, Text, or Image button in the start dialog box:
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Open Font, Symbal, Text, or Image File

Open the Unicode text Astronomy.cpp:

/[l Disclaimer: These texts are only for demonstration of the principle
[l and may not make any sense to someone familiar with the language
#ifdef ARABIC

wchar_t szAstronomy_00[={L"alab dsaali i 1"}

wchar_t szAstronomy_01[={L" </ 5005 cagdll JFa"};

#elif THAI

wchar_t szAstronomy_00[J={L" ar=1#sas aaiminan"};

wchar_t szAstronomy_01[]={L" 3% armane areasi=d’'};

#endif

Choose size and color mode:

—Font Size and Mame for C File

Height I 32 I Astronomy _cpp.c

—Symbol Color Defined by Intensity Level for Color Rendering
™ 1BitBlack and White - On & Off Intensity - Mo Anti Alias
¥ 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
™ 4Bit Intensity Level - 16 Alpha Levels for Anti Alias
" 8 Bit Intensity Level - 256 Alpha Levels for Anti Alias

Press OK.

The text catalogue file is analyzed for Combined Characters, Presentation Characters and Mirrored
Characters inside the ‘C’ strings while the surrounding code and comments are ignored.

If any Combined Characters or Mirrored Characters are found they are displayed:

Result of Text File Analpziz

Found & Combined Characters for Astronomy_cpp.sym

] - -

- EREE

Font Uze

The Autogenerated Combined Characters are placed in the
[Inicode Private Area and should be uged with thiz input test anly,
To write text with thiz new font the original kext zhould be modified
to uze the Autogenerated Combined Characters.

I1ze the Show Exported Modified Test Button to create and zave
the modified tewt.

The Input Test, Thiz Mew Fant and The Modified Test are a

b atched Set and hould be kept together.

|f your change the text read it inta the font b0 add missing
characters and generate a new modified text.

OE.
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Press OK.

The combined Auto-generated Presentation Character symbols are placed as Code Points at unused
positions in the OXE700 to OXF8FO private range, in this case from 0xE700 to 0xE705. The Unicode
Presentation Characters, if any, already have Unicode values in the range OXFEQO to OXFEFF:

ooz0  0s0c EISEE 0527 0628 0522 062B 052C 062F 0631 0633 0632 0643 0644 0545 0546 0542 Ood4d OEOL OEO4 OEOQA OE14

R S d E B RN S S I R I I )

OE1S OE1” OE22 0OEE3 OE24 O0QE2? 0QEE2Z2 OE2® OEEA OE2R OEESD OEZ0 OE3EZ2 OE40 E?I:II:I E?01 EFD2 EFO3 E7I:I4 E?DS FES2 FE94

ﬁlﬂﬂ‘ﬁﬂ?ﬁﬁ'ﬁﬁﬂwﬁL‘ﬁﬂ‘)ﬂEﬁf"-

FESC FEAO FEA& FERE FEBZ FECC FEDE FEDC FEDE FEDF FEED FEE1 FEEZ FEE4 FEES® FEEE FEF4 FEFE
¥

Saa g wa S8 g0 e D g

The texts in the strings are displayed automatically with the new font and a blue mark to identify the
characters individually:

o bl datal) 4 ju
S| 5 g gl Joa

ANIFIRAT ADIVIINYN
271 AN AVAATITH

The Font is ready to save

L]

Press the Save Dataset As... button in the Main tool bar to save the font as Astronomy_cpp.c in the proper
directory, the modified text should be saved separately, see below. The Sym and Code Point Character
List files and the Auto-generated Presentation Character Alias list is saved in the Code Point Character
List file automatically.

If Save Modified Text Automatically when the Font is Saved is activated you can also save the modified
text as Astronomy_Modified_cpp.cpp or any other name.

After the font has been created the text catalogue can be viewed and modified to use the Auto-generated
Presentation Characters instead of the original combination of a basic character and one or more
diacritics.

The text string viewed can be turned on and off by pressing the Show Imported Text for Check of Font
Look button:

JLFuILT
ERFERE
Text

The view has light-grey code and black strings enclosed by yellow double quotes:
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AARAST ADTVIVINDANRAS 7
271 AN AUNATIZUANT

If any characters, presentation characters or diacritics are missing in the font they are shown by the chosen
Windows font with pink background. Please note that diacritics always appear after the main character in
a text string even if they are supposed to be placed in front of the main character:

ASFFAT ARV VINBARAST T
219 ANHNEF ANUAZUANEY

Characters can be identified by blue marks, right click Show Imported Text and Choose Highlight

—Hi-light a Character for Identification
¥ Show Blue Marking of Selected Character

Press OK, and click a character.

OED1 OEDA OE14 OE1S OE1Z OEZ2 OE23 OEZ4 OE2F OE22 OE22

N Baa N 3670 6

ANIFRRS A oIV INENFFRS 7
211 AN ANLATITHANET

If not already saved, the input file can be saved as a new modified file with the menu command:

Text ->Export Modified Text with Autogenerated Presentation Characters as New Text File...
This opens a new window with the modified text and the string format and save dialog box:

#ifdef ARABIC

wchar t szAstronomy 00[]={L"a a3 dzalad) 4l jali"ys
wchar t szAstronomy 01[]={L" «S)s8d) 3 cagaddl Jiac"};

Normally 16-bit Unicode is fine, but for very old compilers you may need one of the other formats:

Portable Unicode or ASCIT in Qutput Compiler File String Format
{* Both Strings and Comments are Saved as Unicode Characters

™ strings are Written a5 16 Bit Hexadecimal Values and Comments becomes 8 bit Classic Characters

™ Sirings are Written as & Bit UTF-8 Hexadedimal Values and Comments becomes 8 bit Classic Characters

Choose a portable format and press Save Modified Text File As....
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Save Modified Text File As... |

Save the new file as Astronomy_Modified_cpp.cpp. The file can be read by most text editors and
compilers, but the text strings will only be displayed correctly when the font Astronomy_cpp.c is used for
the display.

A list of comma separated values that contain the Auto-generated Presentation Characters and the
hexadecimal Code Point of the corresponding symbols as ‘C’ strings can be saved for documentation.

Text -> Export Autogenerated Presentation Character Alias List as CSV File...

Save file as Astronomy_cpp.csv. The file has this form and can be read by most text editors and
spreadsheets:

"Combined Character™;"Hexadecimal Replacement"”

T aam

mgm My XET00

T

AN LNy ETOL
-

LR P LR vl
175w KE

.

IO

rlﬁrl; "."-.Ki. 70

mIaamn

M Y BT 04

e Lo

rll:l'_'rl; nhwETO5
n .Ij'rl pm YHETOE"
rlﬁrl PR ETOT

mThan

AT e 0y T TS
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C: How to Use Arabic Presentation Characters

In this example we assume a font with Arabic characters already exists and that it is opened. Such fonts
can be found included European Fonts library.

Open the text file Astronomy.cs with Text —> Import Text or Text Catalogue to Mark or Create
Characters:

Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File |

The characters found in the texts will be highlighted in green in the font:

K Kl Himl Yiyl ¥y Ufa hih &0 O

Had b Al Mk Eem S laan e AT
lgn".l[.‘ﬂlﬂ[h‘“gﬂ.ﬂ[.mm

LR b RO b goted i CR 2R~ 50
vm b e m bem (A mobem mdm oY E [ b m #

.;][HIH--T“IEI—JI-HE]
gt e m A ferm Sl m O R D

4 A G.a b AR S) DB SR Rend o
[H-mlﬂ-m'ﬂﬁmiq“-

e @ bidl pem L Iﬂ“"’“[ﬂ"'-'
L_lﬂln'il-'“'z“'gii"“‘m

y molAam frmlem [(rEetm <R bRtem O
m-[“.HLg-n[mEi[ﬂ[ml!l

4 B NA RCd (rAetm R rReTR O
I P .H Lq _Lv [_m-_"]['ﬂ Y

O F 8 bAL A lfe 08 C BunE

-:-miqlmn-gm-nﬂ-

[}

'ﬂ.m‘ilmn-ﬁ-n-mmm
[}

'"l!l'[ﬂ[._“lﬂrﬂﬁjm
-"|!|'rr:n[.“—mrnmm

[ﬂltﬂi‘lﬂﬂm-"rﬂlmm

The text is now run through both pre-processors and shown as most basic display systems that displays
the characters in a text Left to Right would show it:

The text is shown automatically with the font. Press Show Imported Text for Check of Font Look to
hide or show the text:

dLFuILF
Text
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J'..EJEJKA'LJAJ?_'L“ JAUMJ

L]Mjn&'qﬁdjngﬂ]_gﬂja{a_gﬂ
TP V2 YT A1V ¥

|7 - 071- 1 201

The pre-processed text can be saved with the command Text -> Export Modified Text with
Autogenerated Presentation Characters as New Text File...

This opens the string format dialog box:

Portable Unicode or ASCII in Output Compiler File String Format
{* Both Strings and Comments are Saved as Unicode Characters
" Strings are Written as 16 Bit Hexadedmal Values and Comments becomes 8 bit Classic Characters

™ Strings are Written as 8 Bit UTF-2 Hexadecimal Values and Comments becomes & bit Classic Characters

Choose a portable format and press OK.
Save a new code file as Astronomy_Modified_cs.cs
Complication: If the pre-processed text in Astronomy_cs.cs is read into a text editor it will trigger the text

editors own pre-processors and the text will be garbled, therefore Astronomy_cs.cs should only be used
for compilation and the original Astronomy.cs should be kept and used for future modifications to the text.
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D: How to Maintain Linked Texts and Fonts

In this example we assume the linked set of 5 files Master.h, Font.sym, Font.cp and Font.c and the
modified version of the master Modified.h, already exists.

If the pre-processed text in Modified.h is read into a text editor it will trigger the text editors own pre-
processors and the text may be garbled or un-displayable, therefore any changes to the texts should be
done in the Master.h file.

An example of how a modified text can appear in a normal text editor:

Master text file in normal text editor:

L"geaninmusn"
L”-a_"'n_jl_pl...-u.””
L'"nghécna"
" ¥rrarsr

L”'EI"I"!!]'FIH-I"H
Modified text is garbled or un-displayable in normal text editor:

L"woumpinny"
LHI-""‘-"-"'LJ:.';'”
L'"nghécna"
LUawJer]"

L”'EI"I"!!]'FI: 1

The Hebrew text is mirrored.

The Arabic text is mirrored and alternative presentation characters are use.

The Vietnamese text appears unchanged, but is now stored as pre-composed characters.

The Devanagari and Thai texts consists partly of composed characters placed in the Unicode private area
and can only be displayed correctly with the linked font. The text editor will display the correct Code
Points, but the looks of these are not defined by Unicode, so the default symbol for undefined characters
is displayed for each private character instead.

Updating the font:
When the Master.h file is updated start IconEdit and open Font.c with File -> Open...

Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

Then open the text file Master.h with Text —> Import Text or Text Catalogue to Mark or Create
Characters...

If there are new additional characters in Master.h the Choose Autogenerated Characters dialogbox may
pop up, choose Combine Characters:
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Fant Genaratian

[T Make Diacritics az Separate Characters

¥ Combine Characters & Diaciitics az Presentation Characters

When and if the question Insert New Additional Characters pops up answer Yes and save the modified
font with File -> Save in C format.

The new pre-processed text can then be saved with the command Text -> Export Modified Text with
Autogenerated Presentation Characters as New Text File... as a new code file Modified.h.
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E: How to Make and Synchronize Extra Linked Fonts

In this example we assume the linked set of 5 files Master.h, Font.sym, Font.cp and Font.c and the
modified version of the master Modified.h, already exists.

If you want to use several fonts with the same modified text all characters including presentation
characters, pre-composed characters and combined characters have to be in prefect synchronism. These

extra fonts are not exact copies of each other, but their Code Point Character Lists have to be identical; for
lack of a better word let’s call them siblings.

1: How to Create an Extra Font with an Alternate Look or Size for a Linked Set

However different a new additional font should look it has to have the same Code Point as the other fonts
in the linked set, so we start with that.

Open the Code Point file Font.cp with File —=>Import Code Point Character List to Create a Text
Optimized Font...

Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

Choose Size and Name:

Font Size and Mame faor C File
( Height | 32 | Font2.c

Choose a color format:

Symbaol Color Defined by Intensity Level for Color Rendering
" 1Bit Black and White - On & Off Intensity - No Anti Alias
{¥ 2 Bit Intensity Level - 4 Alpha Levels for Anti Alias
"~ 4Bit Intensity Level - 16 Alpha Levels for Anti Alias
" 8 Bit Intensity Level - 256 Alpha Levels for Anti Alias

And maybe another master font:

Master Font Times Mew Foman 32

Press OK.

Save the new extra font as Font2.c with File -> Save in C format.

2: How to Update Extra Fonts to Keep Synchronism between the Fonts

When the Font.c file is updated start IconEdit and open Font2.c with File -> Open...
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Then open the Code Point Character List file Font.cp with File —>Import Code Point Character List to
Mark or Create Characters...

Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

When and if the question Insert New Additional Characters pops up answer Yes and save the modified
font as Font2.c with File -> Save in C format.
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F: How to Include Non-Unicode Characters in Texts

Unicode characters cover almost all living languages in the world, but you may need some that are not
defined by Unicode. In this hypothetical example we assume that you need an inverted u in the text
“Empty Your Cup”.

Unicode provides a large area for Private Characters starting at Code Point EOQO, and that is where we
will put u.

Change the original string in the file Cup.h:

wchar t Cup[]={“Empty Your Cup”};

to:

wchar _t Cup[]={“Empty Your C\xE000p”};

and import Cup.h as font:

=]

Or the Open Font, Symbol, Text, or Image button in the start dialog box:

Open Font, Symbal, Text, or Image File

To get this font:

0020 0043 0045 0052 0060 O0&F 0070 0072 0074 0073 008 EnO0

CE Ymo pr t uy _
And this text:
Empty Your Cap

Right click u to edit the character and place a base line for later use:

A,

Copy med Copy to ClipBoard

327



Gl

Change to the Private Character E000 and paste with Paste from ClipBoard

B

Mirror and Rotate to the base line:

= ¥
"

To get this text:

|

Save the font as Cup_h.c.

EmptyﬂYourﬂCnp
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11: How to Use the Backward Compatibility Tools

This example applies to both the black & white and the color version of IconEdit.

The old programs Lcdlcon, LcdColor and FontEdit had a number of black & white formats where the Bit
orientation and the Byte succession could be chosen at any possible value. These formats are all supported
in the IconEdit program, but in a slightly different way.

The Name.h and Name.bin files are opened normally in the menu File -> Open... but now they are
converted to the standard internal group format also used by the Name.sym files, and the menu File ->
Save in C Format and File -> Save in C Format As... will now save the data as Name.sym and Name.c
group files in the standard RAMTEX format.

The advantage of this change to the standard internal group format is that now the group can be converted
to a font and the Code Point Character List information for the font can be included in the new extended
Name.h and Name.bin formats. The original formats were meant for virtual buttons and classic 8-Bit fonts
with 256 characters, and these do not require a Code Point Character List. The new extended formats are
meant for 16-Bit Unicode fonts where only the necessary characters for the texts are present, and therefore
require a Code Point Character List.

Data can be saved in the old formats by saving a Group with the File-> Save Black&White As H File...
and File -> Save Black&White As BIN File...

This opens an Export Format dialog box:

[aka Crganisation

Bvbe Succession Least Significant Bit
" Vertical " Top % Right
%' Horizantal " Botm Left

Choose a Byte and Bit option and press OK.

Data can be saved in the new extended formats by saving a Font in a similar way the only difference is
that now the Code Point Character List information is included in the file. In the Name.h file the Code
Point is added to each symbol header. In the Name.bin file all the Code Points are added to the end of the
file.
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12: How to Use the Batch Commands

This chapter applies to both the black & white and the color version of IconEdit and demonstrates various

typical scenarios.

The IconEdit batch system can generate text optimized fonts, convert output text strings to UTF-8, 16, or

32, and bulk convert a whole directory of images, symbols, or fonts to symbol format.
Parameter overview:

StartFile can be of the types .c .sym .bdf .h .cbn .bin .ief, or *.*

:Height for new files, can be almost any value, but heights under 12 are not recommended

:A (Master Font) add missing characters in Input Font, Master Font is optional

:B ext bulk convert to symbol format ext can be bmp, png, jpg, jpeg, bdf, ief, sym, .bin

:C value character width of added characters 50% t0150%

:D monospace font

:E d/i/k/w+value encoding of classic 8-bit texts in InputText and OutputText

:F OutputFont is always optimized C-source code symbol format of type .c or .sym

:G value edge pixel value of added characters 13% to 187% for greytone and 58% to 148% for b&w
H y/n yes or no to private characters in output text string as Hexadecimal, else as normal Characters
:J OutputText text fitting OutputFont, should be same type as InputText

:K keep width of InputFont in OutputFont by squeezing any larger new added characters

:M y/n yes or no to Match output text string character type, string prefix, and hexadecimal notation
N y/n yes or no to add U to unsigned values

:O InputText optimize font for text, InputText can be of the types .txt .c .h .cpp .cs .cp

:P InputText expand font for text, InputText can be of the types .txt .c .h .cpp .cs .cp

:Q quiet, error messages only in $ERRORLEVEL% and the file BatchErrorLog.txt so no pop-ups
:R InputFilter is remove characters from font, InputFilter can be of the types .txt .c .h .cpp .cs .cp
:S save Unicode output text as UTF-8 file format

: T FontName:value choice of TrueType or OpenType font already installed in Windows

U u/8/1/3 output text string type Unicode, UTF-8, UTF-16, UTF-32

:V r/l output text string converter for mostly RightToLeft or LeftToRight text

:W n/s/b weight of added characters Normal, SemiBold Bold

: X u/x output text string hexadecimal notation for UTF \u0000 or \x0000

'Y y/n italics Yes or No

:Z 1/2/4/8/A/BIC/D 1,2,4,8 bit per pixel grey and 4,8,16,24 bit per pixel color

For a detailed description of all batch options and commands see IconEditManual.pdf Appendix 10.

A: Text optimized font from a text catalogue:
1: New font with or without anti alias

Minimum command look for text optimizd new font based on a text or text catalogue:

C:\iconedit\IconEdit.exe :24 :0C:\texts\Text.cpp
:FC:\fonts\OptimizedFont.c :Z22 :A

The text is assumed to be Unicode and the optimized font will be a Unicode font as C-source code.
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2: Font based on existing Master Font

Minimum command look for text optimizing a font based on a text:

C:\iconedit\IconEdit.exe C:\fonts\MasterFont.c :0C:\texts\Text.cpp
:FC:\fonts\OptimizedFont.c

The master font and text is assumed to be Unicode and the optimized font will be a Unicode font as C-
source code regardless of the master font type such as ief or bdf.

If the text is a classic 8-bit font encoding add the : E code-page type parameter so IconEdit can convert it
to Unicode.

In this case the text catalogue is in Windows CodePage 1250 Latin Central European, but the master font
still has to be Unicode:

C:\iconedit\IconEdit.exe C:\fonts\MasterFont.c :0C:\texts\Text.cpp
:FC:\fonts\OptimizedFont.c :Ewl250

IconEdit will convert the text strings in the catalogue as Windows Latin Central European to Unicode and

make a Unicode font accordingly. The converted text can be written as a new Unicode text catalogue by
adding the :J output text command:

C:\iconedit\IconEdit.exe C:\fonts\MasterFont.c :0C:\texts\Text.cpp
:FC:\fonts\OptimizedFont.c :Ewl250 :JC:\texts\UnicodeText.cpp

This will make the optimized font and the Unicode text catalogue a matched pair.

B: New copy of a font with the same characters but different look:

Minimum command look for font copy with new look with serifs and 2 bit per pixel anti alias:

C:\iconedit\IconEdit.exe :24 :0C:\fonts\OldFont.cp
:FC:\fonts\NewFont.c :A :TTimes New Roman:18 :Z2

The old font is assumed to be Unicode. The new font can now be used for the same texts as the old font.

C: Text optimized font for several plain texts or text catalogues:

Minimum command look for text optimizing a font based on a text catalogue:

C:\iconedit\IconEdit.exe C:\fonts\MasterFont.c :0C:\texts\Text 1.cpp
:FC:\fonts\OptimizedFont.c

The master font and text strings are assumed to be Unicode and the optimized font will be a Unicode font
as C-source code regardless of the master font type such as ief or bdf.

The optimized font for the first text catalogue can subsequently be expanded with any number of texts or
text catalogues one at the time from the original master font:
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C:\iconedit\IconEdit.exe C:\fonts\OptimizedFont.c
:PC:\texts\Text 2.cpp :FC:\fonts\OptimizedFont.c
:AC:\fonts\MasterFont.c

The optimized font can now be used for both Text_1 and Text_2

D: Text optimized font for modified C-source code text strings:

Minimum command look for text optimizing a font based on a collection of text strings:

C:\iconedit\IconEdit.exe C:\fonts\MasterFont.c :0C:\texts\Text.cpp
:FC:\fonts\OptimizedFont.c

The master font and text strings are assumed to be Unicode and the optimized font will be a Unicode font
as C-source code regardless of the master font type such as ief or bdf.

If characters from the text strings are missing in the master font you get a warning and should add the : A
add missing characters command

C:\iconedit\IconEdit.exe C:\fonts\MasterFont.c :0C:\texts\Text.cpp
:FC:\fonts\OptimizedFont.c :A

This adds the characters with default Windows font settings for the Arial TrueType font. For more control
start IconEdit with your master font and open the compare dialog box:

C

Find the Windows font and the settings that give the best match:

—Internal & Recent Windows Fonts —

CableCar_cpp 24 -
M32_36x3%_twb_g2 3%
M40_43%50_twh_g2 50
printf_cpp 23

5 32x32.r g2 32

W Arial

W Calibri

W Consolas

W Courier Mew

W Georgia

W Impact

W Lucida Console

W Palatino Linotype
W Tahoma

Pick @ Windows Font

Use the additional settings:

Light Relative Edge Pixel Value 140%: Press for 100% | Dark

Al 1
Marrow Relative Width 101%: Press for 100%: I Wide
2l | 2
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To get the closest match:

Symbol - RightClick on CharacterMap to Select MasterFont - LeftClick on CharacterMap to Select
Glyph Height 18 Width 13 Glyph Height 18 Width 13
Press OK.

Open the normal Master Font dialog box:

F

And copy the Windows font name for the batch command:

Windows Font Mame for Batch
’VI Times_Mew_Roman:18

Add the font settings: : T for Windows font name : G for edge pixel value : C for character width : W for
bold and :Y for italics:

C:\iconedit\IconEdit.exe C:\fonts\MasterFont.c :0C:\texts\Text.cpp
:FC:\fonts\OptimizedFont.c :A :TTimes_New Roman:18 :G140 :C100 :Wb :Y¥Yn

If the font width is critical to your application also add the :K keep original font width command
C:\iconedit\IconEdit.exe C:\fonts\MasterFont.c :0C:\texts\Text.cpp

:FC:\fonts\OptimizedFont.c :A :TTimes_New Roman:18 :G140 :C100 :Wb :¥Yn
:K

A converted text can, or in some cases must, be written as a new Unicode text by adding the :J output text
command, here are some typical cases:

1: European Languages

For European languages based on the Latina alphabet the UTF-8 string compression can give great
memory footprint savings, for all other alphabets it often makes it worse.

Memory consumption for different string formats:
UTF-16 hexadecimal and pure Unicode characters always uses 2.0 byte per character ROM space.

UTF-8 hexadecimal characters take up different amounts of ROM space per character depending on
language and alphabet.
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1.0 byte per character: American English.

1.1 - 1.3 byte per character: Other languages written with the Latin alphabet.

2.0 - 2.2 byte per character: Other European and Middle Eastern languages except Arabic.
2.6 - 2.9 byte per character: Arabic and South Asiatic languages.

3.0 byte per character: Chinese, Japanese, and Korean.

If you want to convert the input text to a new UTF-8 Unicode text add the :J output text command and
the :U utf command

C:\iconedit\IconEdit.exe C:\fonts\MasterFont.c :0C:\texts\Text.cpp
:FC:\fonts\OptimizedFont.c :JC:\texts\OutputText.cpp :U8

The output text is as a classic 8-bit file, but the text strings are still Unicode to the compiler. By changing
the strings from normal 16-bit Unicode to 8-bit utf the string type is changed from wchar_t to char, or
from char16 _tto char8 t.

By adding the :M match output text string character type, string prefix, and hexadecimal notation
command IconEdit will change the code to match the string content

C:\iconedit\IconEdit.exe C:\fonts\MasterFont.c :0C:\texts\Text.cpp
:FC:\fonts\OptimizedFont.c :JC:\texts\OutputText.cpp :U8 :My

Comments in the text string file are also converted to classic 8-bit so if your comments are not in English
add the :E code-page type parameter so IconEdit can convert Unicode comments to classic 8-bit.

In this case Windows CodePage 1253 Latin & Greek is used for comments, see the IconEditManual.pdf
Appendix 10 for other classic CodePages

C:\iconedit\IconEdit.exe C:\fonts\MasterFont.c :0C:\texts\Text.cpp
:FC:\fonts\OptimizedFont.c :JC:\texts\OutputText.cpp :U8 :My :Ewl253

The output text strings will be full of hexadecimal numbers, and the comments will only be readable on
an editor with the right Windows CodePage.

2: Middle Eastern Languages

Middle eastern alphabets are stored in strings from left to right, but should be shown on the display from
right to left, and basic Arabic characters should be substituted with presentation characters, see Chapter
10 for detailed explanation.

IconEdit can automatically detect and convert middle eastern texts in strings, so all you have to do is add
the :J output text command and the :U string type command for normal Unicode:

C:\iconedit\IconEdit.exe C:\fonts\MasterFont.c :0C:\texts\Text.cpp
:FC:\fonts\OptimizedFont.c :JC:\texts\ModifiedText.cpp :Uu

The modified text will look all wrong in a normal editor, but correct on an embedded display.

3: South Asian Languages
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The glyphs of South Asian alphabets are not fully defined in Unicode, only basic characters and diacritics
and they have to be combined at display-time, see Chapter 10 for detailed explanation.

This means that you can not make a general font for a South Asian language, but must build a font for
your particular set of text strings with the : A add characters command and its minimum sub commands : T
Windows font name :W normal or bold and :Y italics, and generate a modified text to fit the font with the
:J output text command and its minimum sub command : U for string type Unicode:
C:\iconedit\IconEdit.exe C:\fonts\MasterFont.c :0C:\texts\Text.cpp
:FC:\fonts\OptimizedFont.c :A :TTimes New Roman :Wb :Y¥Yn

:JC: \texts\ModifiedText.cpp :Uu

This will make the optimized font and the modified text a matched pair. The modified text will look all
wrong in a normal editor, but correct on an embedded display with this special font.

E: Bulk conversion of Images to C-source code:

Minimum command look for convert all PNG images in a directory to C-source code:
C:\iconedit\IconEdit.exe C:\images\*.* :Bpng
The new C-source will have the same names as the NAME.png just another type NAME.c.

The converted image will normally match the color mode of the of the original image, but can be
converted to other color modes with the :Z parameter.

This converts the image to 2 bit grey with dither:

C:\iconedit\IconEdit.exe C:\images\*.* :Bpng :Z2d

This converts only the specified image to 8 bit color with dither:
C:\iconedit\IconEdit.exe C:\images\ Sgpapaggje.png :Bpng :ZBd

See the IconEditManual.pdf for details.
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Appendix A: Key terms and concepts as used in the IconEdit program

Symbol: A single picture that can be edited either separately or as part of a group. Each symbol has a
number that will be its index in the saved file. The insertion and deletion of symbols will change the
index of all the higher numbered symbols. The term symbol is also used for the symbol file containing
the pixel information of a group or font. A symbol file can contain from 1 to 65536 separate symbols.

Group: A collection of symbols edited and saved as a whole. Typically a group contains symbols
representing virtual buttons, arrows and logos.

Character: The combination of a picture or glyph that defines what the character looks like and a
Code Point that is a reference to the symbol representing the picture or glyph. The Code Point is the
number that represents the character in a text. The character can be edited either separately or as part of
a font. The insertion and deletion of characters will NOT change the Code Point pointer to the symbol.
The Code Point Character List system will link the numerical index assigned to each character symbol
in a font with the Code Point pointer to the character. The resulting lookup table is saved with the font
in a separate Code Point Character List file.

Symbol Number & Code Point: A collection of symbols be that characters, buttons, arrows,
emoji or logos have a symbol number from 0 to nSymbols-1. Characters and symbols defined in the
Unicode Standard have Code Points from 0x000000 to Ox10FFFF. Any character in a font designed in
IconEdit has a Code Point that is stored in the Code Point Character List file. Normally IconEdit
generates fonts where the Code Point for a character is identical to the Unicode Code Point, but there
are exceptions such as Unicode characters moved to the Private Area in Unicode, or fonts that are
converted to classical 8 bit standards.

Presentation Characters: In some scripts a character can have several different shapes
depending on position in a word or sentence or the character can have indicators for stress or
intonation. For scripts written from right to left there is also a small group of mirrored mathematical
symbols. The Unicode plane 0 that defines about 50000 characters for living languages has support for
only a few scripts that need presentation characters, the rest are supposed to be generated by the display
system at time of rendering. This is not a problem for powerful systems such as PCs or mobile phones,
but on small embedded systems the overhead is prohibitive. One possible solution is to auto-generate
the necessary characters at the time the font is made.

Auto-generated Presentation Characters: Is a combination of one or more Unicode
character code-point into a new symbol or glyph that defines what the presentation character looks like.
The presentation character can either be made from a basic character from a script followed by one or
more diacritics that change the meaning and look of the character, it can be a mirrored symbol, or it can
be made from a surrogate pair that points to Code Points outside the 16 bit address room of Unicode
plane 0 that defines the first 65536 Code Points in Unicode. In all cases a new Code Point is created in
the private area in Unicode and the glyph can be addressed by a 16 bit address in the Unicode plane O -
thereby making 32 bit addressing unnecessary. The modified Code Points are handled by the Code
Point Character List file system, and the combination of Unicode Code Point that the new Code Point
represent is saved within the Code Point Character List file.

Font: A collection of characters edited and saved as a whole. Traditionally a font contains 256
characters with an eight bit Code Point from 0x00 to OxFF, where the characters from 0x20 to OX7E
are the American ASCII signs, numbers and letters, while so-called international letters are located at
0xCO0 to OxFF. There are many conflicting standards for the international letters such as DOS Code
Points, Windows Code Points, ISO-8859 and KOI8. An attempt to make only one standard is the 16 bit
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Unicode Plane 0 which contains 65536 characters from 0x0000 to OxFFFF. lconEdit is designed to use
both the old 8 bit standards and 16 bit Unicode. A font symbol file can contain from 1 to 65536
characters.

Proportional and Mono-Spaced Fonts: A proportional font is a font where the pixel width
of the individual character symbols varies so it follows the visual width of the glyphs. A mono-spaced
is a font where all character symbols has the same width so each character takes up the same amount of
pixel space. Fonts can be either pure mono-spaced or proportional fonts, or some characters such as
numbers or arrows in a proportional font can be converted to mono-space.

Classic CodePage Fonts with Name and Number: A classic 8 bit font containing 256
characters with Code Points 0x00 to OxFF. Classic 8 bit fonts can only cover a limited number of
languages. Just for the Europe you need between 6 and 11 different CodePages depending on the
standard you use. To distinguish between the many CodePages they usually have a name and number
such as 1SO8859-4 or Windows 1252,

Code Point Character List: A file with a group of Unicode pointer ranges in a look-up table that
describes which symbol index in a symbol file is used to represent each character. This makes it
possible to save only the characters needed for a particular task in a symbol file without losing the
character pointer. A Code Point Character List has the same name as the file with the symbols, just
with the extension .cp. A classic 8 bit font containing 256 characters with Code Points 0x00 to OxFF
does not need a Code Point Character List as all necessary information is already in the .sym file.

Default Character: A special Code Point stored in the Code Point Character List file. This character
is displayed when an attempt is made to write a character that is not present in the font. The default
character can be any value from the font (typically SPACE ‘ * or QUESTIONMARK ¢?°), but if an
application is sure to never need the default character the value can be left as a normally used
character. If the value is outside the font when the Code Point Character List file is saved, the default
character is set to the first character in the font.

Palette: A file with 4, 16 or 256 colors or grey-tones. The color or grey-tone of a pixel in a symbol can
either be stored in the symbol file directly, or the symbol file may just contain an index into the palette
for each pixel. If the number of different colors in a symbol is low, this latter method can result in great
savings in memory consumption.

System Palette: A Palette file used for more than one symbol file. There are several reasons for
using a system palette common to all the symbols in a project. Some display controllers can only work
with palette based symbols, and changing the palette dynamically is either not possible or will result in
color flicker with each change. The use of a common palette for all symbols means less memory
consumption, as there is only one palette in total instead of one for each symbol. Using one common
system palette makes it easier to make and maintain symbols such as virtual buttons with a common
look and color scheme. If the color scheme for the whole design has to be changed, you need only open
one of the symbol files, change the colors to the new style, and save the symbol and system palette.
Because the system palette is common to all the symbols in the project, they now all have the new
colors.

DataSet: All the information belonging to a font or group, such as file names, pixel and tool colors,
palette size and colors, number of symbols, color mode and number of possible colors, Code Points for
symbols, and display and undo information. Undo and Redo operate on the whole data set, and not just
the pictures. Save and read files normally only operate the information necessary for recreating the font
or group.
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Data Set File Name: The data set file name and the name of the symbol or font in the sym file is
the same. The *.sym file is a standard “C” file, and the name must be in accordance with the ‘C’
standard for names. Only ASCII letters, numbers and underscore_ are permitted, and names must not
start with a number.

File Mode and Project Mode: IconEdit can operate and save data in two modes that are not
mutually exclusive. In file mode IconEdit saves each DataSet in a separate sym format file and files
can be reloaded automatically next time the program is started. In project mode IconEdit saves all
DataSets in one project file and the current project can be reloaded automatically next time the
program is started. Please note that the sym files and the project files are independent storage units for
data and can be used for storing alternative versions of the same DataSet.

SYM Format: Standard internal and external data format for IconEdit. All data formats read from a
file or pasted from the clipboard are converted to sym format, and if nothing else is specified data is
written to disk as two or more of the four files in the sym format: Name.c is a header for the other files,
Name.sym is the pixel information for characters or symbols, Name.cp is the Code Points for fonts and
Name.pal is pixel and/or tool colors.

IEF and IEP Format: IEF is a compressed input/output disk file format for temporary storage of
symbol data. It contains the same information as the normal c-sym-cp-pal file quad of the sym data
format, but in a much smaller proprietary format. IEP is a container for all the DataSets in a project, it
has general header for the project followed by a number of DataSets in IEF format, all in one format
for easy exchange of data with other members of a project group or for working on several projects
simultaneously.

Save, Open, Import and Export: All these operations have to do with reading and writing disk
files. Import and export imply a data transformation with loss and/or modification of information. One
example of this is reading a text or ‘C’ file, finding all the different characters in the text, ordering the
characters alphabetically and drawing the characters in accordance with the Master Font. The text is
“lost” but a font with all the characters in the text is gained. Open and save operations may be in
different file formats, but with the same information as in the standard sym format. One example is
saving a font as a bdf file. The white space around the characters is removed, and the Code Point
Character List information is stored with each character in the bdf file instead of storing it as a separate
Code Point Character List file, but no information about the font is lost, and it can still be read back in
IconEdit as a sym DataSet.

Master Font: A combination of TrueType and OpenType vector fonts installed in Windows and any
font opened in IconEdit. The master font is for drawing new fonts or text on symbols based on existing
fonts in Windows or fonts stored in *.sym or *.bdf disk files.

TrueType & OpenType, ClearType, XP Standard and Smoothing: TrueType and
OpenType vector fonts are the most used font file standards in all Windows versions from XP to 10.
TrueType & OpenType are vector formats, and before the characters can be displayed on the screen
the vectors have to be rendered to pixels to make the characters visible. Windows have 3 different font
and character rendering modes, ClearType does smoothing of all characters regardless of size or
shape, XP Standard does smoothing of small and large characters but renders intermediate size
characters as black & white, finally all smoothing can be turned Off to render all size characters as
black & white.

Glyph: In printing technology, a glyph (from a Greek word meaning carving) is a graphic symbol that
provides the appearance or form for a character. A glyph can be an alphabetic or numeric figure or
some other symbol that pictures an encoded character.
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ASCII Standard: Standard Latin 7-bit characters designed for use in the USA. Only characters 0x20
... 0X7E are assigned symbols to make them visible. The rest are modem control codes, most of witch
are now obsolete.

Unicode Standard: Standard for assigning symbols to 8-bit, 16-bit or 32-bit characters world wide.
The standard pages and planes, there are 256 characters in each page, and 256 pages in each plane, and
there are a total of 17 planes. The very first page (Ne 0) on the first plane contains Northern American
and Western European characters, and can be addressed by 8-bit Code Points. The first plane (Ne 0)
contains almost all living languages, and can be addressed by 16-bit Code Points. The higher planes
(Ne 1 to 17) are normally addressed by 32-bit Code Points though only 21 bit is necessary. The second
plane (Ne 1) primarily contains historic scripts, and the third plane (Ne 2) primarily contains rare
Chinese, Japanese and Korean Ideograms. All of these are supported in various degrees by Windows,
the higher the Windows version number, the better the support. For information about the present stage
of Unicode implementation see: www.unicode.org.

Unicode Diacritic or Accent: In printing technology, a diacritic or accent is a graphic symbol
that is added to a basic letter to change the sound-values of the letters to which they are added. The
Unicode Standard defines about 700 diacritics or accents.

Unicode Pre-composed Character: In printing technology, a pre-composed character is a
glyph consisting of both a basic letter and a diacritic or accent so the combination can be treated as one
unit. The Unicode Standard defines about 500 pre-composed Latin characters.

Unicode Presentation Character: In printing technology, a presentation character is an
alternate glyph for a basic letter. Presentation characters are used in connection with Arabic scripts
where the shape of a letter depends on its position in a word. The Unicode Standard defines about 700
Arabic presentation characters.

Unicode Combined Character or Ligature: In printing technology, a combined character or
a ligature is a glyph consisting of both one or more basic letter and one or more diacritic or accent so
the combination can be treated as one unit. The Unicode Standard defines a few ligatures for Latin and
Arabic. Southern Asiatic scripts have a very large number of ligatures, Unicode does not define them
directly as glyphs, but IconEdit can use Windows rendering engine for TrueType and OpenType fonts
to generate over 4000 of them to fit a given text.

Unicode Scripts & Symbols: A set of built-in predefined CodePoints for creating fonts with
single or multiple Unicode ranges directly from the names of the ranges. There are 2 groups of ranges.
The first group is plane 0 ranges, which can be addressed by 16-bit Code Points; these are written as
“Name”. The ranges are ordered alphabetically and have names in accordance with the Unicode
standard for the Basic Multilingual Plane as described at www.Unicode.org. The second group is plane
1 ranges, which can be addressed by either one 32-bit or two consecutivel6-bit Code Points; these are
written as “NAME”.

Language & Region Filters: A set of built-in predefined Code Points for creating single or
multiple language Unicode fonts directly from the names of the languages. The language and region
filters fall in 3 groups. The first group usually contains more than just the characters to write a
language. Numbers, common signs, characters from other languages or alphabets and currency symbols
are also included. The second group is coverage of regions as defined by the 1SO-8859 standard; these
are marked by “ISO”. The third group is minimum requirement for a particular language; these are
marked by “Basic”. Languages that are commonly written with more than one alphabet have filters for
each alphabet. Extra user filters can be created by opening font files, Code Point files or text files.
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Alpha Blending, Anti-Aliasing and Smoothing: The mixing of foreground and
background colors of a pixel to make contours appear smoother. The pixel is given a color somewhere
between the foreground and the background color to make it appear that the foreground figure does not
fully cover the pixel, and the background therefore is partly visible. The alpha value is the weight of
each foreground pixel’s RGB value when it blended with the background.

On Off Transparency: Single color on off transparency is a method for drawing symbols of any
shape without having to use the 32bit per pixel semitransparent data format. One of the possible colors
in the data format is marked as fully transparent, and can be used to mark the unused pixels around the
main part of the symbol to make them invisible. It is referred to in this manual as the transparent
color. For a pixel to be considered transparent, the pixel color and the transparent color needs an exact
color match, any other pixel color however much it resembles the transparent color will still make the
pixel fully opaque. Single color on off transparency works with all non transparent data formats from
24 bit RGB color to 2 bit palette can make it possible to reduce memory consumption significantly.

Basic Color: A basic color is the color you normally see when you watch an object. But imagine a
stained glass window or a pair of sunglasses; they have a color, but also a degree of transparency. In
computer graphics a semi transparent pixel has 4 values: Alpha, Red, Green and Blue. The A value is
the opacity (max value = fully opaque, zero = fully transparent), and the R,G,B values are the color
you see, and it is referred to in this manual as the basic color.

Grey Tone: A grey tone is not a color in the normal meaning of the word. It is a degree of lightness as
seen on a black and white photograph or TV. This degree of lightness is referred to in this manual as a
grey tone. The grey tone and the grey tone palette data formats are for drawing black and white
symbols and characters. The grey tone data format has fixed grey values and is primary for use on
screens that has build-in gamma correction, and therefore has a linear relation between input values
and lightness of the display. The grey tone palette data format has an additional palette where the grey
values can be adjusted to compensate for un-linear relation between input values and lightness on
screens that does not have build-in gamma correction.

Intensity Level: An intensity level does not have a color at all. It is a degree of opacity applied to a
basic tool color (the rendering color) when it should be drawn on a background. This degree of opacity
is referred to in this manual as an intensity level. Typical uses for intensity level are anti aliased
characters or figures where smoothness of the edges is simulated by mixing the tool color with the
background color to make it appear that the figure only covers part of the pixel. Other uses are
watermarks and semi transparent copyright notes on color photographs. The intensity level data format
can be edited in 2 different ways, as a grey symbol or character where black is full opacity and white is
full transparency, or as a semi transparent format with a chosen rendering color. The saved data format
is independent the editing method, it is the same in both cases.

Dither: Dithering is used to create the illusion of color depth in images on displays with a limited color
resolution or a small palette. In a dithered image, colors that are not available on the display or in the
palette are approximated by a diffusion of colored pixels from within the available colors.
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Technical Support

You do not have to wait until you find an error to contact us. If you think something is missing, or just
impractical, please feel free to send an email to:

DanMagic

Bregnergdvej 61

DK 3460 Birkergd

Denmark

Email John@DanMagic.dk
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