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Introduction

The year 2005 marked an unusual anniversary: 30 years of digital font
technology. In 1975, at the ATypl conference in Warsaw, Peter Karow from
the Hamburg-based company URW introduced Ikarus, the world’s first
digital type design system that worked with outline fonts. Ten years later,
Adobe created PostScript and the Type 1 font format, which both became
standards in publishing. In the early 1990s, Apple introduced the TrueType
font format and the Unicode Consortium published the Unicode Standard.
Both initiatives laid the foundations for multilingual text processing and
were subsequently implemented in Microsoft Windows and Mac OS. The
turn of the millennium brought about OpenType, a significant initiative
that unified PostScript, TrueType and Unicode, and added a sophisticated
system of advanced typographic features.

The development of the digital font technology makes it easier for end-
users to do text processing, typesetting and layout without sacrificing the
typographic quality and logical correctness of the text. But nothing gets lost
in Nature: using fonts is getting easier but developing them is more
complex. Apart from just drawing letters, a type designer needs to know
about encoding, hinting, layout features and various parameters that need
to be set inside of a font.

FontLab Studio 5 is the next-generation a digital font editor from
Fontlab Ltd. that allows the designer to create professional-level fonts from
start to end.
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FontLab Studio 5 is a versatile font editor for all sorts of users. The
majority of the large font foundries and many smaller font houses use
FontLab for designing new typefaces, creating the final font products, or
both. Linguists, historians, publishers, librarians, scholars, educators,
software companies, graphic designers and even Greek Orthodox
monasteries use FontLab to create new typefaces and to extend, convert,
re-encode and otherwise modify existing fonts. If FontLab Studio is “too
much” for you, Fontlab Ltd. has simpler and more affordable products
such as the basic font editor TypeTool, the beloved classic DTP font editor
Fontographer or the universal font converter TransType.



Major new features of FontLab Studio 5

o Better glyph design: true tangent points, in-context glyph design with
Neighbors and Shape groups, color-customized and streamlined glyph
window

¢ Revolutionary new metrics and kerning editing: multiline preview,
better class kerning, smart autogeneration of classes

¢ Better bitmap and pixel font support: import BDF files and make pixel
fonts, built-in autotracing

¢ Unicode 4.1 support: SMP codepoints, auto-generate over 2,500
accented characters from built-in definitions, new Unicode glyph
template images (from Monotype Imaging)

¢ Improved OpenType support with better VOLT integration, roundtrip
editing of complex-script fonts, font merging, glyph suffix renaming

¢ Better font proofing with five new printing modes and the Quick Test
feature that tests fonts with system rendering

¢ Open and save enhancements: open installed fonts, preview fonts
before opening, generate multiple fonts in one step, opens Mac fonts on
Windows (Mac Type 1, TrueType GX/AAT) and Tkarus® files

¢ Redesigned preferences; save, open and exchange preference profiles
and UI workspaces

e Better autohinting with Flex Type 1 hints
e Improved Python scripting, Python 2.4 support

19



Other key features of FontLab Studio

¢ Outline editor with more than 20 tools and 200-level undo/redo

e Open, edit and generate OpenType PS, TrueType / OpenType TT and
PostScript Type 1 formats with up to 6,400 characters

e Open, edit and generate Multiple Master fonts
¢ Import and export of individual glyphs in EPS format

e Class-based Multiple Master-compatible metric and kerning editing
with autospacing and autokerning

e OpenType feature editing and testing

¢ Import, edit and generate OpenType Layout features

e Import and export font metrics in PFM and AFM format

¢ Professional-level manual and automatic Type 1 and TrueType hinting
e Automatic transformation of glyphs with more than 25 filters

e Library of predefined Smart Shapes

e Automatic testing of glyph outlines with our unique FontAudit
technology

¢ Integrated Python scripting language

¢ Unique Sketch mode with easy drawing tools

e VectorPaint tools

o Support of 4 encoding modes and an unlimited number of encodings
¢ Easy-to-use completely customisable drag/drop-based user interface
e Popup menus and property panels everywhere

e Sample printing of fonts, sample strings and individual glyphs

e Automatic Multiple Master-compatible font blending

e Smooth outline preview



About this Manual

This manual covers the Windows version of FontLab Studio 5.0.

The following chapters describe all of Studio's features in full detail. They
are organized to cover all the functions in their usual sequence.

FontLab Studio User Interface

This chapter covers the basic definitions of the FontLab Studio user
interface and its customization and gives a short description of all the
Studio editing windows and panels. All FontLab Studio options are
discussed here as well.

Editing Fonts

This chapter explains how to modify fonts, copy characters, change
encoding tables, select characters for editing, and edit font info fields.

The Font Header

This chapter provides a detailed description of the Font Header data and
the FontLab Studio tools intended to manage it.

Printing And Proofing Fonts

This chapter provides a detailed description of how to print from the Font,
Glyph and Metrics windows. Other font proofing methods are also
described in this chapter.

Generating Fonts

This chapter explains how to export fonts in different formats, what export
options must be set.

The Glyph Window

FontLab Studio includes powerful outline-editing tools that are described
in this chapter.
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Editing Metrics

If you want to create a professional-looking font you have to edit the font’s
metric data. The glyphs’ widths, sidebearings, and kerning can be edited in
FontLab Studio automatically or manually. This chapter shows you how.

Actions

From scale to drop shadow, from autohinting to autospacing - more than
25 transformation filters can help you instantly expand your font
collection. This chapter gives detailed descriptions of all the actions and
their usage in FontLab Studio.

Hinting

To make your Type 1 or TrueType fonts look great everywhere you have to
set hints. FontLab Studio includes hinting tools that were previously

available only in high-end proprietary font editing systems. Hinting can be
a complicated process, so read this chapter carefully to get the best results.

Multiple Master Fonts

Opening, editing and exporting Multiple Master fonts; adding and
removing design axes; editing the Design Map Graph — everything you ever
wanted to know about multiple master fonts is in this chapter.

OpenType Fonts

This chapter covers FontLab Studio tools, panels and features that deal
with creation and editing of OpenType font features: ligatures, small caps,
fractions, alternative glyphs, etc.

Macro Programming

This chapter includes a short description and demonstration of the Python
programming language and its integration into the FontLab Studio user
interface. Python can be used to create custom tools and operations within
FontLab Studio. A brief description of the FontLab Studio classes exported
to Python is provided.



System Requirements

The Windows version of FontLab Studio requires one of the following
hardware and software configurations:

A PC computer capable of running one of the following versions of
Windows: Windows 98, Windows ME, Windows NT 4.0, Windows 2000 or
Windows XP with one of these operating systems installed.

At least 10Mb of free space on the hard disk drive and at least 64 MB RAM.
FontLab Studio will start on 32 MB RAM but you will need more RAM to
open bigger fonts.

23






FontLab Studio
User Interface

Before we start talking about fonts and the FontLab Studio font-editing
features let’s spend some time learning the FontLab Studio user interface.
For the most part it is a standard Windows interface so if you know how to
navigate in Windows or in Microsoft Office you will feel comfortable with
FontLab Studio. In other parts it is unique and that is where we will focus.

Most of the interface elements in FontLab Studio 5 are completely
customizable and from this chapter you will learn how to change the
FontLab Studio interface so it will best fit your needs.

Please note that further in the book we will refer to menu commands,
toolbar buttons and keyboard shortcuts as they appear in the default
FontLab Studio environment, prior to any modifications you may make.
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Basic Terms

We cannot go any further without defining a few terms that are critical to
understanding FontLab Studio and fonts in general.

Character

The minimal unit of the written language — a part of the alphabet, a
symbol.

Any picture that can be recognized as having the same meaning represents
the same character:

AA G AR
All the pictures above mean the character ‘A’

Please note that sometimes pictures that look the same represent different
characters:

A Latin ‘A’
A Cyrillic ‘A’
A Greek ‘Alpha’

Characters have codes that are used to store text data on a computer.

Glyph

The basic element of the font, literally — an image that is printed. All glyphs
are unique, even if they represent the same character.

Glyphs are used to represent characters. Please note that many different
glyphs may be used to represent the same character, even in the same font:

ttt™



Font

An organized collection of glyphs and font header information. Usually
glyphs that are united in a font have some similarities in design and other
properties.

In the past, a “font” was defined as a single size of the characters of a
particular typeface. Now, since fonts are scalable, the term “font” covers all
possible sizes of the same typeface design.

Encoding

When text is printed an important process takes place: character to glyph
mapping. The source text (in computer form) is a list of codes that
represents a list of characters. A font (see above) is a collection of glyphs.
So there must be some way to relate characters to glyphs so that when the
computer’s operating system encounters a certain character it knows which
glyph to print. This “mapping” (or “vector”) is called the encoding.
Sometimes the encoding information resides within the font itself as part
of the header and other times it is in a separate file.

Font Family

It is important to know the difference between a font and a font family. A
font family is a set of fonts that represents some design idea. “Times” is a
font family (sometimes called typeface). “Times Bold Italic” is a font.

A font family may include from one to a few dozen fonts.
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Glyph name

The only identification of a glyph (other than its visual appearance) is its
name. A Western glyph name consists of Latin characters, digits and
punctuation. It is highly recommended you name glyphs in accordance
with the following rules:

1. No spaces.
2. No digits at the beginning.

3. Only‘’ And °_’ punctuation marks are allowed in the name.

Menu

When we refer to menu items in the main FontLab Studio menu, we will
use the following notation:

[top menu item] > [sub-item]

For example:

Edit > Copy means: click the word Edit on the menu bar and select the
Copy command from the menu:

Edit
¥ Undo Alk+Bksp

uk Sh+Delete
Copy Chel+C
Paske Chrl+y
Delete
Duplicate Chel+Dr
Select all Chrl4,
Deselect Chel+L
Invert Selection Chrl+I
Properties... Alt-+HEnter




Folders and Paths

Recent applications from Fontlab Ltd. use a new folder structure for
storing their data files such as encoding or codepage definitions, glyph
generation recipes, text samples for metrics and kerning, mapping tables,
Python macros etc. FontLab Studio 5 looks for data files in four different
folders.

Shared default data folder
typically, C:\Program Files\Common Files\FontLab

This folder holds files that are commonly used by all recent Fontlab Ltd.
applications: FontLab Studio 5, TransType SE/Pro, FogLamp, SigMaker 2,
with more to come. In each respective subfolder, codepage definitions,
encoding definitions, glyph-to-Unicode mapping files and some special
data files are stored. Only Fontlab Ltd. applications and applications from
registered Fontlab Ltd. developer partners should place their files there.
This is to rule out conflicts between the user’s customized files and default
files.

Shared user data folder

typically
C:\Documents and Settings\Your Username\My Documents\FontLab\Shared

This folder has exactly the same structure as the folder discussed above
and can store any files customized by the user. Any file placed in the
respective location within that folder will override the corresponding file
placed in the shared Fontlab Ltd. Please put your customized files in this
folder. The location of the folder can be modified in Tools > Options >
General Options > Folders and paths:

Files used by all FontLab products:
CDacurments and Sektingsialex\My DocumentsiFonkLabiShared),

Application default data folder

typically C:\Program Files\FontLab\Studio5

29
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This folder holds files that are only used by FontLab Studio 5. In each
respective subfolder, metrics, kerning and other text strings, additional
encodings, Python macros and modules as well as samples are stored. Only
Fontlab Ltd. applications and applications from registered Fontlab Ltd.
developer partners should place their files there. This is to rule out
conflicts between the user’s customized files and default files.

Application user data folder

typically
C:\Documents and Settings\Your Username\My Documents\FontLab\Studio5

This folder has exactly the same structure as the folder discussed above
and can store any files customized by the user. Any file placed in the
respective location within that folder will override the corresponding file
placed in the shared Fontlab Ltd. Please put your customized files in this
folder. The location of the folder can be modified in Tools > Options >
General Options > Folders and paths:

FontLab Studio 5 Files:
C:\Documents and Settings)alex\My Documents!FonkLab' StudioS!,

Restart program to apply changes to location of the FontLab Files

Please refer to the "Macro Programming" chapter for information about
placing macros and modules in the appropriate folders.

When we refer to one of the folders, we will use the following syntax:
[main folder]/[subfolder name]

Where [main folder] can be one of the following: [Shared default data folder],
[Shared user data folder], [Application default data folder], [Application user
data folder], and [subfolder name] is the name of the particular subfolder
within that folder.

For reasons of brevity, we will sometimes write:

[Shared] which will mean either [Shared default data folder] or [Shared user
data folder]

[Application] which will mean either [Application default data folder] or
[Application user data folder]



This means that a particular file can be stored in either of the two locations
(default or user). Remember that user locations always override default
locations.

Mouse

Click the mouse on some Position the mouse cursor on the object and click the
object left mouse button

Right-click some object  Position the cursor on the object and click the right
mouse button

Ctrl-click something Position the cursor over “something”, hold down the
CtRL key on the keyboard and click the left mouse
button.

Drag some object Position the cursor on the object, press the left mouse

button and move the mouse to move the object.
Release the mouse button when you’re done.

Context Menu
Most windows and panels in FontLab Studio have attached context menus.

To open the context menu, right-click an empty area in the window or
panel.

31



32

Getting Started

When you run FontLab Studio 5 for the first time (to run FontLab Studio

double-click on its icon ﬁ) you will see a welcome screen for a few
seconds and then the FontLab Studio window:

S FontLab Studio ‘Z"E".Zl

Ble Edt Yew Contou Gyph Took Window tep |
IR T
R = e T I |

Fontlab Studio 5
Python is installed

Fontlab on the 'weh

er:
Center of selection

3| || 2| Apply

Like almost all Windows programs FontLab Studio has a menu, a few
toolbars and a status bar at the bottom.

There is nothing special about the FontLab Studio menu except that you
can position it any place on the screen. The usual location is at the top of
the screen, but if you want to put it somewhere else, just drag it there:

Menu Bar
File Edit ‘iew Contour  Glyph  Tools  Window  Help

The same thing can be done with any toolbar — you can leave them at the
top or drag them anywhere.



You can easily choose which toolbars you want to see: use the Toolbars
command in the View menu or simply click the right mouse button on a
menu, toolbar, or toolbar docking panel and you’ll get exactly the same
menu:

Skatus Bar
Standard

Panels

v | Tools
Paint

Conkour

m  Macro

Auko hide

Cuskomize. ..

Following is a list of common toolbars with a few comments about each:

Status Bar Status bar at the bottom of the window

Standard Contains basic commands like file open and save, copy/paste, print
and help

Panels Controls the appearance of FontLab Studio panels — shared

windows used to control most professional FontLab Studio features

Show Layers Controls the appearance of basic Editing layers

Tools Probably the most important toolbar — gives access to editing tools
that you will use to work on glyph shapes

Macro Opens the Macro panel which gives quick access to pre-written
macro programs that can automate various font-editing tasks.

You may notice a few italic terms. We will describe them later. Specifically,
panels and Glyph window will be described in a few pages; Editing layers
in the “Glyph Window” chapter; and macro programs in “Macro
Programming” chapter.

OK, we are almost ready to open a sample font, but before we do let’s talk
about customization of the FontLab Studio user interface.
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Customizing FontLab Studio’s
User Interface

As you may infer from the title of this section most of the FontLab Studio
user interface (which means menus, toolbars and keyboard shortcuts) is
customizable. We believe our default interface is the easiest to use, but if
for some reason you don’t like it, you are free to make any changes you
want. If you don’t want to change anything in the FontLab Studio user
interface, you can fast forward to the next section.

The general idea of customization is simple: there is a long list of
commands that you can use and three kinds of controls: menus, toolbars
and keyboard shortcuts. Through customization you can assign any
command to a menu item, button on a toolbar or combination of keys
pressed on a keyboard. In addition you can organize commands in popup
menus or toolbars.

Most of the customization commands are concentrated in the Customize
panel that you can open with the Customize command from the Tools
menu or the same command located in the context menu which appears if
you right-click on a menu, toolbar or toolbar dock area:

Customize. ..

The Customize dialog box consists of several pages:

Commands  List of all the available commands grouped into several categories

Toolbars Customization of toolbars. There is an option to create new toolbars.

Tools On this page you can “connect” an external program to a menu item
in FontLab Studio’s Tools menu

Keyboard Customization of keyboard shortcuts

Menu Customization of menus

While the Customize dialog box is open all interface elements are in
“editable” mode, so you can simply drag-drop buttons and menu items
between different toolbars. You can also customize the appearance of menu
items and toolbar buttons.



Customizing Toolbars

To move a button within a toolbar just press the left mouse button on
it; drag it to the new location and drop it. If you drag the button slightly
further to the right, a separator bar will be added between it and the
previous button:

Standard

O &

W

To move a button to another toolbar, just drag-drop it there. To copy
a button, hold the CtrL key while you drag the button.

To remove a button from a toolbar, drag it out of the toolbar:

Standard
O =

In FontLab Studio there is very little difference between a menu and a
toolbar, so you can re-arrange, copy or remove menu items just like
you did with toolbar buttons:
Wigw
Show Layers ¥

Lock Layers r

I Snap to Lavers "l

Toolbars L

| ks | Rulers ﬁlﬂ

Zoarm *

Zoam In

Zoom Ok

You can also drag a menu item onto a toolbar to add a toolbar button.
Hold the CtrL key to copy the item.
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To get access to all the FontLab Studio commands, open the
Commands page in the Customize dialog box:

Customize rg|
Cammands ITDDIbaré Tl:n:uls-;f Kevboard ,;-Menu -, Dptions |

Categories; Commands:

F: Py T ~
Edit = —1 A =
Wi |D Open...

Eilr;ﬁur Open Installed... ]
T anks Search...

firndo
Help Close
Mew Menu i !

i acro Prograns H D
Editing Toolz Save fa...

Hirting Toals
Glyph Window v |G savesl v

Drescription; E'Dpens exizting font

Cloze

In the list select a group of commands and use the list of commands in the
right list as a source of menu items and toolbar buttons: just drag the
commands from there.




Customizing Menus

If you want to create a new popup menu, just select the New Menu
group in the left menu and drag it onto the main menu bar or any of the
toolbars. A new menu appears and you can start adding commands to it
using the drag-drop technique described above.

With the Customize dialog not only can you customize the main menu, but
also most of the context menus which appear when you right-click FontLab
Studio windows. Open the Menu page in the Customize dialog box and
choose a context menu in the right combo box:

Select contest menu:

Bruzh Size
Bruzh Strokes
Companent T ool
Edit Tool

Fant window
Givph wWindow
K.erning Editor
teter Tool

t etrics E ditar
Preview Windaw
Fuler

Toolbarz

A menu appears on screen and you can customize it by dragging
commands from the toolbar, other menus or the list of the commands on
the Commands page.

To reset changes you’ve made in menus, use the Reset buttons on
the Menu page of the Customize dialog box. Use the left Reset command
to reset changes in the main menu and the right Reset button to
reset changes in the context menus.
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Customizing Individual Items

You can customize the appearance of any menu item or toolbar button. The
following appearances are available for most items:

Image O
Text Mew Font
Image and Text [] Mew Font

To change the appearance of the menu item or toolbar button
position the mouse cursor on the button and click the right mouse button.
Select the new appearance method in the context menu:

Reset to Default
Copy Bukkon Image
Delete

Button Appearance. ..
v Image

Text

Image and Text

Stark Group

Most commands in FontLab Studio have pre-designed images, but you can
easily create your own images for any toolbar button or menu command.
To do so, select the Button Appearance command in the button’s context
menu:

Button Appearance. ..



You will see a dialog box where you can choose the appearance method
and, if it includes an image, choose the picture that appears on the button
or at the left of the menu item:

Button Appearance

X

() Image: only () Use Default Image: 153
() Text only () Select User-defined Image:
() Image and test IR R . e e
Description: OO /m & 8
4 92 ® @& H N
|
Buttan text: ! | ’ (] 4 ] l Cancel ]

Choose a User-defined image; click New to create a new image; or Edit

to edit one of the User images. If you decide to change the picture, use
the included image editor to change it:

Edit Button Image

Ficturs:

Prewiaw:

Use one of the Tools to edit the enlarged image and choose a color in
the Colors area. Click the OK button when you are ready.
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Converting a Menu to a Toolbar

In FontLab Studio some menus can be converted to toolbars. If you open a
popup menu and can see a tiny caption in the top area of it, you can drag it
to any place on screen and it becomes a toolbar:

i Yiew

Grid Chrl+sh+a
Guidelines Chrl+Sh+L
Hints Chrl+5h+H Tookbars L4

Snap ko Lavers ¥ Snap to Layers  #

Show Layers

Toolbars 4

| v | Rulers | v | Rulers
— Glyph Metrics s
Zoom zm Wertical Metrics Zoom L
Zoom In E Nodes Chrl+Sh+ Zaom In
Zoom Out 7 Control Veckors Chrl-Shew Zoom Qut
¥”  Cannections Chrl+Sh+C
5 Preview Made Sh+é&

Not all menus have this feature, but you may find it really useful.

OK, that’s almost all about customizing toolbars and menus. Just a couple
more things:



To reset changes you’ve made in toolbars, use the Reset All button
on the Toolbars page in the Customize dialog box:

Customize

Commands | Toobars | Kephaard || Merw | Options |

Toolbars:

[wltdenu Bar

Heset

[w]Standard [

e Resst Al |
ool

[C] Show test labels

o)

Use the New command on the same page to create a new toolbar. After

doing this, add commands to it by the drag-drop method described earlier
in this section.
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Customization of the Keyboard

Open the Keyboard page of the Customize dialog box:

Customize rg|

| Commands ,,-Toolbars- Tl:n:uls-l Keyboard !_Menu-: Optionz |

Categony:
| File v

Commands: Current Keys:

FilelmportEPS... | Ctrl+&lt+G
Filelmporthdetrics. ..

Font Infa...
Generate Al

| Generate Font...
tac Faont File... b
Mew

Open Installed...

[ 3

Fress Hew Shortout Key:
Dezcription: |

EIL": enerates TrueTupe, Tupe
1 or OpenType font

Cloze

In the left area of the page you can select the command, which you want to
customize. Choose the commands category in the top list and the
command itself in the list below.

On the right part of the page you will see the list of keyboard shortcuts
currently defined for that command:

Current Keys:

Chrl+C

The Remove command at the right of the list allows removal of one of the
existing shortcuts.



To define a new keyboard shortcut, select a command and position
the cursor on the editing field below the Press New Shortcut Key: label:

Prezs Mew Shartout Feyw:

When the caret is in position just press the combination of keys that you
want to assign. A description of that combination will appear in the editing
field and you can click the Assign button to assign that combination to
the currently selected command.

Press the Reset All button to reset all changes back to FontLab
Studio defaults.

There is a Keyboard shortcuts command in the Help menu. Use it after
you finish customizing the user interface to see or print a list of all the
shortcuts:

Eil Help Keyhoard @

Categony: | Fils | Show Accelerator for | Default Sl
Command Feys Drescription |
FileCloze Cloges current font

FileE wit Quits the application

FileE xpartB ackaroun. . Saves bitmap backaround inta an image file

FileE xpartEPS. .. Saves current glyph in EPS [Adobe [lustratar]...

FileE wporttetrics... Saves the current metrics information in AFM ...
Fil=Fontinfo... Chil+al+F Edits font header fields

Fil=Generatesll...

FileGenerateFont... Chrl+al+G Generates TrueType, Type 1 or OpenType font
FilelmportB ackgroun. . Openg bitmap background from an image file
FilelmportBitmapFont. .. Impaort bitmap font file

FilelmportEPS .. Opens EFS [Adobe Hlustrator) file

Filelmparttd acFantFil...

Filelmporthetrics. .. Opens a metrics file

FileM e Chrl+M Creates a new font

FileOpen... Chrl+0 Opens existing font |
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Links to External Programs

Use the Tools page of the Customize dialog box to assign Windows
programs to menu items in FontLab Studio’s Tools menu:

Customize r§|

:Menu contents:

Command: | |

Arguments; | |

Iritial directony: | |

Cloze

There is a list of the assigned programs in the middle of the page and it is
empty by default. Click this button: Bl to add a link.

Enter the name of the program as it will appear in the menu:

Then use the ... button at the right of the Command: editing field to
locate the program to run:

]

Editing fields at the bottom of the Command field allow you to define
arguments for the program you want to run from FontLab Studio’s
menu.



Use the # button at the top of the Tools list to remove the reference to
the program and the ¥ and ¥ buttons to change the order of the
commands.

You may use special parameters to run external programs with the
currently opened font as an argument. When FontLab Studio recognizes
this argument, it will replace it with the file name of the currently active
font or with some other parameters.

Suppose that current font was last saved into file named
“c:/fonts/sample.vfb”.

Special arguments are:

%p  Full file name of the current font [c:/fonts/sample.vfb]
%f Name of the file with extension [sample.vfb]

%n  File name only [sample]

%x  File name extension [vfb]

%d Path where file was saved [c:/fonts/]

%a Path to FontLab Studio installation [usually it is “/program
files/FontLab/Studio5”]

Now you know everything about the customization of menus, toolbars and
the keyboard, so you can click the Close button at the bottom of the
Customize dialog box to exit the customization mode.

# Important note: in the following manual we will describe all commands,
buttons and keyboard shortcuts as they come with FontLab Studio,
without any customizations. If you changed the interface but want to
follow the manual, reset all changes with the Reset buttons on the
Toolbars, Keyboard and Menu pages of the Customize dialog box.

Faster Method to Customize Commands

You can customize toolbars and menus without opening the
Customize dialog box by pressing and holding the ALt key on the
keyboard and dragging buttons between toolbars or toolbars and menu.
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FontLab Studio Windows

There are only three types of Windows in FontLab Studio:

Font Window Represents one of the opened fonts

Glyph Window Used to edit glyphs

Metrics Window Used to edit glyph metrics and kerning.

In this chapter we will provide only very basic information about the main
windows. Please refer to the “Editing Fonts”, “Glyph Window” and “Editing
Metrics” chapters to get detailed information about the windows and their
features.



Font Window

As an exercise let's create a font in order to demonstrate the FontLab
Studio Windows. Use the New command in the File menu or click this

button [ on the Standard toolbar.

You will see the Font window:

I3 Font - Untitled |Z|E|E|
52| F Mame v_i i£' | Default Encading v_I|E| il |- B
— [fractien] A il @
Ll f e
Lzlazh Izlazh | Zearan | acaron | space | exclam |quatedbl{numbersid dellar | percent |ampersandquotesing parenleft | parenrigh
Elr|2]z NERERE: &' ¢
agkerisk | plus comma | hyphen | period zlazh aero on bwo three Faur five sin seven
S O IR RS e ) TR e e S B
wight ning colon  |semicolo less equal | greater | question at & E 5 ] E
S| 9 s« | = > |7 | oepmB|C|(D|E
F G H | J k L i M u] P =] 3] 3
0 (I T 5 I G [ O O =2 -
T u W W * 3G Z bracketlefibackslazh|bracketrigasciicircununderscon  grave k)
0 2 O s 0 S -

As you can see, this window has a caption with a few buttons and options
and a big table of cells that represent characters and glyphs. Each cell has a
caption that contains glyph identification information: name, Unicode
index or some other data:

ak

@

Cells can also contain little icons that show properties of glyphs, but more
about that later.
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There are no glyphs in the font that we just created, but the Font window
nevertheless shows some pictures in the glyph cells. These are template
images that show which character should be placed in the cell. FontLab
Studio has templates for thousands of characters, so you will usually know
where to place new characters.

We'll discuss navigation in the Font window later, in the “Editing Fonts”
chapter, so let’s talk about the Font window command bar, which is located
either at the bottom or at the top of the window:

|_:j l:a. tion - | Narr;es ml:u:le. - |.Default iEnlzl:u:Iinq- . -

| 7'|Mame | iE'|Default Encoding |ﬁ|£ = [
You can switch between the top and the bottom location of the command
bar by clicking on this button B in the top-right corner of the Font
Window.

When the command bar is in the top position, it can be detached and you
can drag it to the bottom area or just leave it floating around:

Font Window

v | iE' DefaukEncoding v || 1| TR FF [EQ

On the command bar you can easily find a button ] on the left, which is a
duplicate of the File > Font Info command, which is described later in this
manual.

Right of the buttons there is a combo box, which allows you to change the
information that appears in the character cell’s captions:

o ]

w
[Name ]

Next is a combo box that allows you to change the encoding table of the
current font:

==
(2 |Imparted j [Cimpaorted xJ

We will talk about encodings later, but you could choose a couple different
ones from the combo box and see how the Font window changes.



At the right of the encoding list there are four buttons that allow a choice of
encoding modes. Again, a detailed description of this follows. Just a few
words here: any glyph in the font may be identified by a name, Unicode
index or just its order in the glyph table.

Four buttons in the command bar in the top position allow you to choose
one of four modes: Names, Unicode Ranges, Codepages or Index.

. a==
e C121 £52 (FE

In the bottom position, there is a combo box that you can use to choose the
mode:

Unicode Ranges

Codepages
Glyph Index

The last button in the top position controls the saving of custom encoding
file and can be also reached via Glyph > Glyph Names > Save Encoding.

That’s all about the Font window for now so let’s open the Glyph window.
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Glyph Window

To open a Glyph window for editing individual glyphs you need to
create one. Remember, we started with a new font that doesn’t have any
glyphs. To create a glyph, double-click on any cell in the Font window.
You will see that the gray cell (which means there is no glyph defined) is
replaced by a white one, which represents a glyph that is defined, but
contains no image. When you draw or paste something into it, the white
cell will show a small picture of the glyph.

After the glyph cell is created we are ready to open the Glyph window.
Select the glyph cell (just click on it with the left button) and double-click it
to open the Glyph window. It will immediately appear on screen:

Glyph - [65] A from FreeFontPro

@ 100% |»| | & &
[ T -a00 200 00 400 w00 00 100 =00
III‘I'II|IIII|IHI‘IIII|IIII|H‘Ivg1III|III\l\III|IIII|I\H|I§‘I|IIII|HI'|IIII|IIII‘I'II|IIII|IHI
bF
=
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A
s00)
S0
R R
“ |
wad
= |
E
3 |
oy —— — —
i
-2
B t .................................................................
-0
[

Instead of double-clicking, you can also use several other methods to
open the Glyph window:

1. Right-click the glyph cell and select the Edit command in the context
menu.

2. Select the glyph and choose New Edit window in the Window menu.
3. Select the glyph and press %] on the Panels toolbar

4, And finally, select the glyph cell and just press the ENTER key on the
keyboard.



If you have more than one glyph in your font (which is normal when you
open an existing font) and have a glyph window already open when you
double-click another glyph in the Font window (or use any other method of
opening a glyph window except the New Edit window command or a
button on the toolbar) a new glyph will appear in the original glyph
window. If you need to open many glyph windows simultaneously just hold
down the CtrL key when you double-click the new glyph cell or otherwise
open a new Glyph window.

You may have as many open glyph windows as you want, just close those
you don’t need so as not have all your workspace covered with glyph
windows.

Glyph Window Contents

All windows in FontLab Studio have a similar layout: control panel on the
top and main area covering most of the window. The glyph window is no
exception: the top-docked control area (which, of course, can be docked to
the bottom location also) contains zoom, selection tools, a combo box, and
a few toolbar buttons:

Q10x | @ a

Actually there are two toolbars here: the left one is used only to select the
zoom mode of the Glyph window and to choose the Zoom in and Zoom out
commands. The second toolbar is there to select the properties of the
editing tool:

P ANE R IR

To get more screen space for the editing field you may hide the zoom
toolbar if you click on this button in the top-right area of the glyph
window:

]

Ll

)

The main area of the window has scroll bars to change the view of the
glyph, and vertical and horizontal ruler bars.
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You can switch the ruler bars on and off with the Rulers option in the View
menu. A quicker way is to right-click the ruler and choose the option in the
context menu:

| o [ Rulers

Zoarmn Bar

Remove Hinks ¥

Remove Guidelines »
++ Add Mew Haorizonkal Link, [
++ Add Mew Nertical Link ]

At the very bottom-right corner of the Glyph window you will find a little
expand button that, when clicked on, opens the Glyphs bar:

(]

greaker | question at E c u] B F G H

> 1?7 @ n BIC|/DE|F|G|H
] [H]

This is nothing more than a slice of the Font window, making it easier to

access cells in the font window while the glyph window is maximized for
precise editing work.

At the bottom-left corner of the windows you will find two more buttons,
Lock and Meter:

The Lock button controls quick access to the font glyph — when it is in the
“unlocked” state (5] you can use the keyboard to directly access the glyphs.
L.e. when you press a key the corresponding glyph will automatically open
in the glyph window.



The Meter button =) controls the appearance of the Meter panel, which
usually sits at the right end of the glyph window toolbar and shows the
current coordinates and other parameters of the cursor:

k51451 R 40363 k557355 PEEDS & 325

To the right of the meter button you will find a zoom selection menu:

If you click on it you will get the zoom menu that has same options that you
may find in the zoom toolbar. This menu is useful if zoom toolbar is not
visible.

We will return to a more detailed description of the glyph window
properties in the “Glyph Window” chapter.

Finally, let’s quickly preview the last window in FontLab Studio: the
Metrics window.
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Metrics Window

The Metrics window is used to adjust glyph metrics — glyph sidebearings
and kerning.

To open the Metrics window select some glyphs in the Font window
and click on the New Metrics Window command in the Window menu.

You will see a new window:

[ Preview/Metrics - Arial

[ kdetrics - ][ Size: 48 - ]E][E][ Options ][ Toolzs - ] ;[:]

Glyphs that are currently selected in the Font window or the glyph that is
in the active glyph window will appear in the Metrics window.

The Metrics window has a main editing field, a command area and two
local toolbars.

To choose a string of characters to preview or modify use the string
selection control:

HAMEURGEYOMNS a4

To the right of the button there is an options (] button. Click it to get
access to the list of strings where you can customize it.

One powerful option in this dialog box is support for a second preview
string. The second string appears below the main preview string and can be
used to compare different characters. The second string is not directly
editable in the Metrics window.



Metrics Window Toolbars

The Metrics window contains two local toolbars and a command area.

A Metrics window toolbar with controls for importing and exporting
metrics files, automating metrics or kerning generation and other
commands:

THE om e B WM oe 5 EF
By default the toolbar is docked to the top of the window, but you can drag
it to the bottom or leave it floating around.

A Metrics Tools toolbar with four buttons that allow you to select one of the
metrics tools:

By default this toolbar is vertically aligned and docked to the left
side of the window. You can drag it anywhere or dock to any side.

W

I
M|

-

Ay

A local command area that is used to select a mode for the Metrics window
and a string for metrics or kerning editing:

= - ][ Kerning  « ][ Size: 72 - ]@@[ Options ][ Taols = ] AECDEFGH| b E] [“I:

The local command area of the Metrics window may be located in the
bottom (default) or top area of the window. When the local command area
is in the top location, it includes controls to modify metrics or kerning;:

4T |72 w || ABEDEF v|2 (]

Wz 48 2| w38 5| e | 48 5

The content of this properties area depends on the current mode of the
Metrics window.
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Metrics Modes

The metrics window works in four modes: text, preview, metrics and
kerning.

In Text mode you can enter and edit text in the main editing area of the
Metrics window. It works very similar to any standard text editor:

- (56 s || JkLmE

&

I
LA

- Ju N

Preview mode is used to preview text with kerning applied and check it
at different sizes. Also the position and width of the underline and middle-
stroke line can be adjusted in this mode:

=

[ T 26w || JKLMM he
m? = 29 [ u=§: 150 |58 T ‘-“‘i

it

v




In Metrics mode you can change the glyph sidebearings using either
visual or digital controls:

I 56w || JEMN v
&mo M (150 (S| M4 (S| e [1366 5
[iagi] 024 1366 133 1708 1473

i

In Metrics mode the string of glyphs is previewed without kerning.

In Kerning mode you can edit pair kerning:

T 56 s || kmdl w

I
é\""? Pairs #: | 210 Kerning: | -137 &
i '

| AY]
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Metrics Panel

The Metrics Panel is a horizontally oriented table that may appear above or
below the editing area:

HE|  H A 1 e Tl - G E v
| sms 743 gzt EEQ F4E ga7 818 &30 OB
# | =8 1 g k] g 52 42 45 b
£ | & 0 il &4 7 13 % 23 -13
e | I I I I I I s |

You may control the appearance of the Metrics Panel using the Panel
command in the Options local menu (when the local command area is at
the bottom) or with the Panel button on the Metrics window toolbar: &=.

Click on this button in the top-right area of the panel to move it
top or bottom:

]
7495

When the Metrics Panel is visible, the properties area of the command area
(if it is at the top) disappears.



Panels

Some FontLab Studio operations are accessible through Panels — small
windows that are located in front of the main Font, Glyph and Metrics
windows:

Editing Loyers Rlewsses &

[r]#e @@ Bl w- o-v %
Zzou €A @ & e Unic... | width | < | > &
(=] [E] ] a0 e :_Q””g IE:I; — 1A pring ocs 1593 3 48
I 2“_;'“'_“3 i ey | Akacte oocl 1593 3 48
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ol % Cacube Ve | Alsbreve 0102 1593 35 48

Mask, ¥ D &[] _f_\ Agrave aoca 1593 35 48
O _ arid ¥ E el | Aatde 00C3 1593 35 48
[#] [¥] [] Wertical metrics ¥ _Facutel [®] ‘A Amacron 0100 1593 35 45
[#] (] [] clobal mask & _Facute @ A unitEaz 1EAZ 1593 35 4B
1 O E'YDh me”écs & -E::mms :_:I: A unitEAd IEA4 1583 3B 48
[ components K| v o
[#] (] [ anchors and carets ©_F [ —-nitEAs G
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Use the Window menu or the Panels toolbar to open panels:

| Editing Lavers

ii|  Transformation

%, Edit Macro
o OpenType
Outpuk

Preview

Classes

Fonts
#2|  Font Map
Smart Shapes
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Below is the list of all the panels available in FontLab Studio. They are
described in full detail in the sections that are related to their functions, so
this is only a short reference:

Editing Layers Contrql of all editing layers, “show”, “snap”, “lock”
operations

Transformation Panel for digital outline transformations

Edit Macro Editor for Python macro programs

OpenType Editor for OpenType features

Output Text output panel. Other panels and macro programs may
output text here.

Preview Preview, OpenType Sample and Anchor preview panels.

Classes Classes - named lists of characters

Fonts List of all opened fonts grouped by family name

Font Map A picture representation of big Unicode fonts

Smart Shapes Collection of outline smart shapes

Axis Selector of intermediate (or extrapolated) design in a
Multiple Master font

Masters Selector of master in a Multiple Master font

All panels are described in full detail in the following chapters when we
discuss the features that they serve.

The Fonts, Edit Macro, OpenType, Output, Preview and Classes panels can
be docked to either side of the FontLab Studio window.



To dock a panel just drag it close to the window edge:
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To prevent the panel from docking, hold down the Ctrw key while
dragging the panel’s caption.

Multiple panels can be docked on the same side. Use separator lines to
adjust their positions.

With this button */ you can quickly enlarge a panel. Click the button again
to return the panel to its original size.
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All panels that are not “dockable” stick to the edge of the FontLab Studio
window and to each other, so you can easily arrange them to create the
most comfortable environment.

Every time you exit FontLab Studio the positions of all toolbars and panels
are stored in Windows’ registry, so when you run FontLab Studio the next
time, the environment will be restored.

You can save the current workspace (the user interface layout) into a file:
Window > Workspace > Export Workspace

Save the file into the Workspaces folder within your Application user data
folder (the one specified in Tools > Options > General Options > Folders
and paths > FontLab Studio 5 Files). When you restart FontLab Studio,
the workspace will appear in the Window > Workspace menu. You can
save several workspaces and quickly switch between different UI
arrangements. You can also share your workspaces with different users.

To reset your current workspace to the default (factory) state or to launch
FontLab Studio with a different workspace, hold CTrL while starting the
application. A dialog box will appear:

Reset Workspace k 3]

/o With this operation wou will reset all settings For windows and
! %, panels. If you wank, you can also reset all LT customization to
defaults or ko one of predefined combinations.

(%) Do niot change LT customization (toolbars, shorkcuts, menus):
() Reset UI ko default state
() Reset UL ko the Following predefinied stats:

[ Reset the UI ] [ Cancel ]

and you will be able to choose to start FontLab Studio with the current or
the default UI, or to load one of the workspaces.



FontLab Studio Options

Most of the features, behavior, import and export algorithms of FontLab
Studio are customizable in the Options dialog box. In FontLab Studio 5 the
Options dialog box has been significantly expanded. There are more
options, so there are more choices. We encourage you to experiment with
the settings and adapt them to your preferences. However, note that the
authors have carefully chosen the factory settings so if you don’t feel like
poking around the Options, in most cases you will be fine with the defaults.

To open the Options dialog box, select the Options command in the Tools
menu:

Options [Z]
User interface (=] |
=] Glyph window Allow to enter Unicode skrings in dialogs
IMetrics window ‘Windows 2000 or Windows 3P required
[#- Fonkaudit
Cpening Type 1 Automatically open Output panel if message is waiting

B

Cpening OpenType & TrueType
Generating Type 1 fri
Generating OpenType & TrueType | ABRaEglz3
Trace Options

Sample text ta show in File Open and Generate dialogs:

B

Font used in Python and OpenType editors;

Courier Mew |

Output panel fonk:

Lucida Consale Rl

Ej [ Ok ][ Cancel ][ Apply ]

The dialog structure is quite simple. There is a list of pages combined in
categories on the left, the contents of the currently selected page on the
right and some buttons on the bottom. You will notice that the structure of
this dialog bears resemblance to the structure of the Font Info dialog.
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To select a page use the list on the left:

General Options

+- Fonk window

+1- Glyph window
Metrics window

+- FonkAodit
Cpening Tyvpe 1

+- Opening CpenType & TrueType

+|- Generating Type 1

+|- Generating OpenType & TrueType
Trace Options

Expand one of the categories to see all the pages:

= meneral Options
Folders and paths
Cpen and Save
EPS and bitmap background
Mulkiple Master
Unicode and OpenType

Select a page and you will see its contents appear at the right of the list:

User interface E]

Allow ko enter Unicode skrings in dialogs
windows 2000 or Windows =P required

Aukomatically open Oukput panel iF essage is waiting

Sample kext ko show in File Open and Generate dialogs:
ABRasql23

Font used in Pvthon and OpenType editors:

Courier New W

Cukput panel fonk:

Lucida Console w

You can browse pages continuously by clicking on [£J(?] buttons.



Other buttons and their meaning are described in the table:

Import options  Allows you to select a profile file that holds a particular
configuration of all options and loads that profile. You can
create different profiles for different occasions and load
them when needed — for example, separately for each
format or foundry that you work with

Export options  Exports current options to a profile file. In a workgroup
environment, you can export a profile file and give it to your
colleague who then can load it and generate fonts in the
same environment. When sending technical problem
reports to Fontlab Ltd., please always export your options
into a profile file and attach that file with your report

Reset options  Resets all options to the factory defaults

Apply Applies the changes without closing the dialog box. Many
interface changes become visible immediately in the
corresponding windows

Cancel Closes the dialog box without applying changes

OK Applies the changes and closes the dialog box.
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General Options

Allowe to enter Unicode strings in dialogs
Windows 2000 or Windows %P reguired

Aukamnatically open Qukput panel if message is waiting

Sample kext ko show in File Open and Generate dialogs:

ABRasgl2a

Faont used in Pythan and OpenType editors:

Courier Mew

Cukput panel Fonk:

Lucida Cansale

Allow to enter
Unicode strings...

Normally, you cannot directly type extended Unicode
characters into the various text fields within FontLab Studio,
e.g. the Preview panel or the Metrics Window — you need to
use the /glyphname and \Unicode notation. With this option
enabled, you will be able to directly enter the subset of
extended characters that is supported by the current system
codepage. You can set your system codepage in Control Panel
> Regional and Language Options > Advanced > Language
for non-Unicode programs. E.g. when you are working on a
Cyrillic font and would like to enter Cyrillic characters directly
instead of the slash/backslash notation, enable this option, set
Russian in Control Panel, and restart your machine.

You may want to disable this option when making changes to
Font Info > Names and Copyright > Additional OpenType
names. With this option disabled, you will always see the
hexadecimal codes for extended characters

Automatically open
Output panel...

Python macros, OpenType compilation operations and some
other elements of FontLab Studio write out text outputs into
the Output panel. With the option enabled, the Output panel
will appear every time a new message appears. With the
option disables, the Output panel will stay always hidden if
you close it




Sample text... The font previews in the Open and Generate dialog boxes use
the string specified here to preview the font

Font used in Python Allows you to choose a custom font for use in the Edit Macro
and OpenType panel and the OpenType panel
editors

Output panel font Allows you to choose a custom font for use in the Output
panel.

Folders and Paths

Please refer to the "FontLab User Interface" chapter for information about
these settings.

Open and Save

If you want to protect yourself from system or program crashes you can use
the Autosave function that will periodically save the current font.

|:| Aukasave fonks every | 10 minukes
Create backup files

Use the check box to activate Autosave and enter the time interval (in
minutes) at which you want to save the font. The font will be saved into the
Autosave folder (within the Application user data folder) and will be
named using the following structure:

flsX.save.vfb, where fls are the first 3 letters of Font Name and the X is some
unique value.

If Autosave was active and you have a system or program crash, you can
open your last saved font from the Autosave directory.

When you manually save your font and the Create backup files option is
enabled, FontLab Studio will save the previous version of your font in the
same folder as the currently saved .vfb file but will use the .bak file
extension instead. If you would like to go back and open the previous
(backup) version of your .vfb file, use File > Open, navigate to the folder in
that you saved your file and type in *.bak in the File name field, then press
ENTER. You will then see the backup file and will be able to open it.
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EPS and Bitmap Background

[IFit EFS Files to (Ascender - Descender’ height:

Bitmap height For the Create Bitmap command: | 200

Fit EPS files to When enabled, pasted and imported EPS/AI outlines will be

(Ascender- automatically scaled to fit between the Ascender and

Descender) height Descender lines of the font. When disabled, pasted and
imported EPS/AI outlines will be pasted without scaling, with
the assumption that 1 pt in the EPS/AI drawing corresponds
to 1 font unit in FontLab Studio.

Bitmap height for Allows you to set the bitmap size in pixels that will be created

the Create Bitmap when the user chooses Tools > Background > Create. Higher

command values will give you a more high-fidelity bitmap rendition of
your glyph but will result in larger .vfb files.

Tip: Tweaking this value can be useful if you want to create
pixel fonts. Set the value to a lower one, choose Tools >
Background > Create, then Tools > Mask > Swap Outline
with Mask, and finally Tools > Background > Trace Pixels.

Please refer to the “Importing and Exporting Glyphs” section of the “Glyph
Window” chapter for more information about using the first option.

Multiple Master

Enable Multiple Master extrapolation

With this option enabled, you can use the preview or generate MM
instances beyond the original boundaries set by the masters. If you're
working with a Multiple Master font, choose Tools > Multiple Master >
Generate Instance and enter -200 as the instance position in the Weight
axis to generate an ultra-light variant of your font.



Unicode and OpenType

&dd all glyph classes ko OpenType Feature definition code
Do not add metrics classes

Cefault Unicode-Mame mapping table:

Standard Table

Add all glyph
classes to OT
feature definition
code

With this option enabled, classes defined in the Classes panel

are automatically and implicitly added to the OpenType panel
when OpenType feature definitions are compiled. Disable this
option if you defined your classes explicitly in the lower-right

portion of the OpenType panel

Do not add metrics
classes

With this option enabled when the above option is enabled,
the metric classes (those with names starting with a period)
are not added to the OpenType feature definition code. The
metric classes are typically used only with the Metrics
Assistance feature and are not referenced by OpenType
features or class kerning. Disable the option if your feature
definition language references any metrics classes that you
defined in the Classes panel

Default Unicode-
Name mapping
table

This allows you to choose the Unicode-to-glyphname mapping
file that FontLab Studio uses to generate Unicodes based on
glyph names or vice versa. Change this if you created your
own .NAM file and prefer to use that one over the default one.

Refer to the “Generating Unicode codepoints” section of the
"Editing Fonts" chapter for details.
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Font Window

The options on the Font Window page control display aspects of the Font
Window and define how certain commends work.

Show Unicode indexes in captions in Unicode mode
Double-click opens Glyph Window

[ ] Double-click opens a news window

Enable drag-and-drop
Create Glyphs command generates them if possible
[] all generated ligatures are right-to-lft

Sarting glyphs that are out of encading: Unnamedfunencaded First w

only show glyph windows From ackive Fonk
[ ]kerning information is copied with the glyph

Show Unicode This option sets Unicode indexes in captions as the default
indexes in captions choice for the Unicode mode
in Unicode mode

Double-click opens If enabled, double-click on a glyph cell in the Font Window
Glyph Window opens a Glyph Window. If disabled, double-click does not
yield any action

Double-click opens If this option is enabled, each double-click on a cell on a glyph

a new window cell in the Font Window opens a new Glyph Window. If
disabled and there is already a Glyph Window open, the glyph
that the user double-click on will be displayed in the existing
Glyph Window. This option works only if the previous option
is enabled

Enable drag-and- When enabled, drag-and-drop operations work in the Font

drop Window. Drag-and-drop in the Index mode physically
rearranges glyphs in your font. Drag-and-drop in other modes
of the Font Window is used to assign new code positions to
existing glyphs. Drag-and-drop between fonts can be used to
append (if in Index mode) or copy (other modes) glyphs
between fonts




Create Glyphs

This option controls what happens if the user double-clicks on

command generatesan empty glyph cell in the Font Window, chooses Glyph >

them if possible

Create Glyphs or Glyph > Create Glyphs If Empty. When
disabled, the resulted glyphs will be always blank (no
outlines). If enabled, FontLab Studio will attempt to generate
a glyph. Refer to the section about Generating Glyphs for
more details

All generated
ligatures are right-
to-left

This option controls the way FontLab Studio generates
ligatures if the previous option is enabled and the user double-
clicks or on an empty glyph cell that is intended for a ligature
glyph. If enabled, the ligatures generated that way will be
right-to-left, i.e. the first component of the generated ligature
will be right-most. This does not affect the way ligatures are
generated when Glyph > Generate Glyphs is called explicitly

Sorting glyphs that

Controls the way glyphs are displayed in the Font Window

are out of encoding that are shown outside of the “yellow area”, that is, the glyphs

that do not belong to the currently selected encoding,
codepage or Unicode range

Only show glyph
windows from
active font

When multiple fonts are opened, the screen can quickly get
cluttered. With this option enabled, FontLab Studio will only
display Glyph Windows from the currently active font while it
will hide other open Glyph Windows. Disable this option if
you want to compare Glyph Windows from different fonts
side-by-side

Kerning informationThis option controls the behavior of FontLab Studio if the user

is copied with the
glyph

copies any glyphs in the Font Window using the clipboard. If
enabled, all kerning pairs associated with the glyph will be
copied. If disabled, the kerning pairs will not be copied.
Disable this if you only want to copy-and-paste the glyph
shapes but not the associated kerning.
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Glyph Cell

These options control the appearance details of glyph cells in the Font
Window.

Each cell should have dimensions of |32 %32 | pixels

Give each cell a caption

Small Fonts, &

Show information marks in glyph cells;
Hinting
Multiple Master mask compatibility
Show class key mark

Show note icons
Smooth glyph thumbnails
Highlight conflicts between name and Unicode index:

Each cell should Controls the default size of the glyph cells in all Font

have dimensions = Windows. Note that when the local control area of the Font

of... Window is placed at the bottom, you can use the
Increase/Decrease cell size buttons to temporarily change
the size of the glyph cells in the currently active font

Give each cell a Shows/hides the caption of the glyph cell (the small
caption rectangular bar shown at the top each glyph cell) and allows
you to choose a font that should be used there

Show information Shows/hides the small colored information marks in the
marks in glyph cells corners of the glyph cells. Refer to the "Font Window" section
for more information about their meaning

Show note icons  Glyphs can have notes associated with them. With this option
enabled, if a glyph includes a note, a small icon will appear in
the corner of the glyph cell

Smooth glyph Turns on and off the anti-aliasing of the rendered glyph
thumbnails previews (thumbnails) in the glyph cells

Highlight conflicts The default Unicode-Name mapping table (see pages 69 and

between name and 91) determines the “ideal” (recommended) mapping between

Unicode index glyph names and Unicodes. In your font, glyph names can be
mapped to other Unicodes than those recommended, or glyph
may have no Unicode codepoints assigned although they
should. With this option enabled, FontLab Studio will show
the caption background of the glyph cell in red color for all
such problematic cases. To automatically correct the problem,
use Glyph > Glyph Names > Generate Unicode.




Templates

This section regards two different sorts of templates used in FontLab
Studio.

New font template: a .vfb file that can be used as basis for all new fonts
that are created in FontLab Studio. If you regularly create new fonts for the
same foundry, you can save any of your fonts as a new font template. You
may want to set an encoding, fill in the designer and vendor information
but perhaps clean font naming and all the glyphs. Later, when creating new
fonts in FontLab Studio, the new font template will be automatically
opened so all the values that are specific to your foundry are already filled-
in.

Glyph template images: the dark gray bitmap images that appear in
Font Window glyph cells if a glyph in the font is empty. The glyph template
images can be used as an orientation during your type design process. For
example, if you open a Western font, switch to the Unicodes mode and
choose the Cyrillic range, you will see what your Cyrillic glyphs should
roughly look like.

FontLab Studio 5 ships with a very extensive set of pre-installed default
glyph template images. These are based on the Andale Mono WTG font
(courtesy of Monotype Imaging, http://www.monotypeimaging.com/ ) and
cover the entire Unicode 3.2 character set. Note that the default glyph
template images are low-resolution, monospaced and in a “sanserif” style.
They should not be used as direct source of information about the
typographically correct shape of glyphs — but only as an orientation.

73


http://www.monotypeimaging.com/
http://www.monotypeimaging.com/

74

[ ] use Follewing template Font ta initialize new fonts:

Show givph termplate images in empty cells

(%) Use default glvph template images

Andale Mono Font by Monotype Imaging, wvisit vy, Fonts, com

") Use bitmap Font For glyph ternplate images {.dat or ,bdf)

() Use installed Font For glvph template images

Put glyph template images in Background laver when creating new glvphs

Use template font When enabled, allows you to choose any .vfb file as a new font
to initialize new  template when the user chooses File > New. When disabled, a

fonts blank .vfb file is created

Show glyph When enabled, glyph template images are shown in empty
template images in glyph cells. You can also choose if the default or a custom set
empty cells of glyph template images is used. You can use any font

installed on the system or a bitmap font file. For bitmap font
files, .bdf files are supported as well as .dat files that can be
created with BitFonter

Put glyph template When enabled, whenever you create a new glyph, the
images in corresponding glyph template image will be placed as a
Background layer bitmap in the Background layer.

when creating new

glyphs




Glyph Window

This section controls the behavior of the Glyph Window.

Editing behavior

Show reter panel when Meter tool is activated

Show crosshair cursor

Remove hints and guides by moving out of the window
Double-click on background ko change its properties
[] Mask laver has its own metrics

Selection in the Glyph window is undoable

[] Tap on Ctel key toggles Edit tool

+ Appearance
Ctline drawing
Advanced

F

F

Editing behavior:

Show meter panel
when Meter tool is
activated

If enabled, the Meter panel is shown when the user activates
the Meter tool

Show crosshair
cursor

If enabled, a crosshair cursor is shown whenever the user
moves any nodes

Remove hints and
guides by moving
out of the window

When enabled, the user can remove hints and guidelines by
moving them out of the window

Double-click on
background to
change its
properties

When enabled, the user can double-click on the bitmap placed
on the Background layer to position or scale it. When
disabled, this is only possible via Tools > Background > Move
and Scale

Mask layer has its
own metrics

When enabled, the Mask layer has its own advance width
information. When disabled, the Mask layer always has the
advance width of the Outline layer

Selection in the
Glyph window is
undoable

While editing a glyph, the user often selects some contours or
nodes. With this option enabled, the step of selection is stored
as a separate undo step so can be undone separately from
other editing actions

Tap on Ctrl key
toggles Edit tool

When enabled, the user can press the TAB key to temporarily
enable the Edit tool if a different tool is currently active, and
press the TAB key again to revert back to that tool
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Appearance options:

Small nodes

Nodes may be small or large:
e
I‘_"\-H.\_\__._._,-'—'_‘-u.\_\.

Node shape shows
point and
connection type

When enabled, each node symbol will indicate both the type of
the adjacent contour and the connection type. When disabled,
each node symbol will only indicate the type of preceding
contour while the connection type will be indicated with a
separate small symbol next to the node.

Enable this option to see tangent points shown as such.
Disable this option to revert to the FontLab 4.x behavior.

Refer to the “Node Type” section of the “Glyph Window”
chapter for more information about node symbols

Black/white nodes

When disabled, node symbols are displayed using color as in
FontLab 3.x. When enabled, node symbols are displayed using
color as in Fontographer

Show node position

One node may be selected as the current node. It will be
highlighted and its position will appear on screen:

[44E, 211)

To deselect the node, click anywhere in the empty space of the
editing field or click the Esc key

Node position is on
top of the outline

Position of the node (see above) may appear below or above
the path:

— AP —ITh BT




Highlight first node When this option is on, start and end nodes of the open
of an open contour contour are highlighted with a small diagonal cross:

D

)-f'—m_,.f-'—xx

Bezier control When this option is on and Show Layers>Control Vectors is
points are visible in off, the control points become visible when the curve is
selection selected:

+ o
Show selected When enabled, Multiple Master fonts will highlight selected
nodes in inactive  nodes in all masters. When disabled, only selected nodes in
masters the active master will be highlighted

Connect selected When this option is active, nodes that are selected in the
nodes in all masters current master are connected by straight line segments to
nodes in all visible masters

Show anchor names When enabled, anchor names are displayed in the Glyph
Window. When disabled, they are only visible in the
Properties panel

Show nodes on When enabled, nodes on the mask layer will be shown even if
mask layer the user is in the Outline layer

Show arrow on Activate this option to see small arrows on every closepath
closepath line:

Show measurement Shows/hides the measurement line: the red horizontal line
line that can be used for calculating sidebearings.
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Outline drawing options:

Smooth outline

Allows one to select between non-anti-aliased and anti-aliased
rendering of the outline:

X_\._f_‘\x
}ﬁ'_"n_,.f-"—“-xx

Mask and inactive

If enabled, the Mask layer and inactive masters in a MM font

masters are smooth are also anti-aliased

too

Show contour
direction

An outline consists of several contours and each contour is
directional. The direction of the contour is marked with a
small arrow:

———
g =

Leave echo while
editing

When editing contours the original contours shape/position is
shown gray:

Fill open contours

When this option is off, the open contour appears unfilled in
fill outline (preview) mode:

."_\-"‘-..,_\_._.;-'"_'_\""\




Advanced options:

Move selected
nodes individually

When enabled, the user can individually move nodes even if
several nodes are selected. When disabled, all selected nodes
move the same way

All BCPs are fixed

When using non-node editing and you drag any location on a
curve, its control vectors may change direction. You can right-
click on the node and enable Connection > Fixed to fix the
direction of the control vectors for that particular node.

With the option All BCPs are fixed, you can fix the direction
of all control vectors in a font for the purposes of non-node
editing

When curve is
selected keyboard
adjusts BCPs

When enabled, you can select a curve segment and use the
arrow keys to move the BCPs

Align to all contour
points if snap to
contour is on

When disabled, View > Snap to Layers > Outline makes
nodes snap only to other nodes. When enabled, the nodes
snap to all locations on a contour, not just nodes

Edit/Delete
command breaks
contour

When disabled, the Edit > Cut command breaks (opens) a
contour but Edit > Delete only removes nodes but leaves the
contour closed. When enabled, both Cut and Delete break the
contour

Keep smooth
connection smooth
at all times

Enable this to prevent smooth node connections to turn into
sharp connections when blending is used

VectorPaint tools

With this option FontLab Studio will provide separate set of

have separate view the view setting for the Vector Paint mode.

settings
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Dimensions

These settings control visual dimensions in the Glyph Window:

Visual ascender and descender: | 100 | & | -40 | % aof UPM

Duplicate offset: | 100 | = | 100

Copy/Paste offset: | 0 ® [0

arid skep: | 100 | x | 100

Snap-to distance: | 3

Shift+arromw keys increment; | 10

Visual ascender
and descender

When you select 100% as the zoom value in the Glyph
Window, FontLab Studio needs to choose a scaling factor to fit
the font unit space in the Glyph Window. This is done by
always fitting the Visual ascender is to the top of the Glyph
Window and fitting the Visual descender to the bottom of the
window. If you think that the 100% zoom level shows you a too
small portion of your glyph (because for example your font
has extremely long ascenders and descenders), you can
increase these values. This is only a visual setting and does not
modify and metric information in the font

Duplicate offset

This setting controls the distance (in font units) by which
outlines are duplicated

Copy/Paste offset

This setting controls the distance (in font units) by which
outlines are moved when the user does copy-paste

Grid step

This setting controls the grid step in font units. You can
show/hide the grid and enable snapping to grid from the View
menu

Snap-to distance

If any of the editing layers has the “snap-to” property turned
on, moving a node will cause it to snap to the objects on that
particular layer if the distance between the node and the
object is not larger than the distance (in pixels) specified here.
Tip: Enabling “snap to grid” and increasing the snap-to
distance may be helpful when designing pixel fonts

Shift+arrow keys
increment

This setting defines the distance (in font units) by which
objects are moved when SHIFT+ARROW keys are used.




Colors

Grid;
Guidelines:

Hatizonkal mekrics:

Background bitmap:

Mask:

shape group:
Components:

Cukline:
Cutline echo:

Cutline background:

Global guidelines:

Wertical metrics:

Global mask:
Meighbors:
Path direction mark:

BCY opacity:

Mask backaround:

LI

on
]

o

U

In FontLab Studio, the color of practically each element of the Glyph

Window can be customized — so for example, you can edit white outlines
on a black background. You can also control the opacity of the control

vectors here.
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Tracking

[ Hints tracking

Tracking offset: | 5 % of UPM

[ ] Guidelines tracking

Hints tracking When enabled and you move a hint by a distance less than the
Tracking offset setting, all nodes that are on the hint will be
moved with it. Use it to keep an outline on the hint when you
modify the hint’s width

Guidelines tracking When enabled and you move a guideline by a distance less
than the Tracking offset setting, all nodes that are on the
guideline will be moved with it

Track global When enabled and you move a global guideline by a distance

guidelines less than the Tracking offset setting, all nodes that are on the
global guideline will be moved with it. Note: this may affect all
glyphs in your font.



Shape Groups and Neighbors

The shape groups layer displays a number of semi-transparent glyphs

stacked behind, or above-and-below the outline of the current glyph. The

neighbors layer shows glyphs left and right of the current outline. The

composition of shape groups and neighbors changes automatically for each
glyph that you edit. This composition can be fully customized:

Apply kerning ko neighbaors

Edit Groups

Meighbors Filled if outling is Filled w
If alyphis in Mask mode: | show outline w
shape group is Filled if outling is Filled w
If alyph is in Mask made: | show outline L

Shape group opacity: | 25 Yo

Shift ghyphs in the shape group: | 0 x |0 % of UPM

[]use ghyph metrics
[ ]zenter glyphs horizonally

Diouble-click to edit neighbor or shape group ghyph
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Apply kerning to
neighbors

When enabled, the neighbors will be positioned taking
kerning pair values into account

Filling neighbors

These settings control when the neighbors should be filled

Mask layer view

These settings control the behavior of neighbors if the user
is in the Mask layer

Filling shape groups

These settings control when the shape groups should be
filled

Edit Groups button

Click on the button to open the shape groups definition file
in a text editor (e.g. Notepad). After you finished editing the
shape groups definition file, save it in the text editor, switch
back to FontLab Studio and click on Apply in the Options
dialog box to load the new shape groups

Mask layer view

These settings control the behavior of shape groups if the
user is in the Mask layer

Shape group opacity

This controls the opacity (transparency) level of the shape
groups

Shift glyphs in the
shape group

With the settings 0 x 0, all shapes in the shape group are
shown stacked behind the current glyph. Increase the first
value to position the shape group on the sides of the current
glyph. Increase the second value to position the shape group
above and below the current glyph

Use glyph metrics

When activated, the shapes within a shape group will be
positioned next to each other using their advance widths

Center glyphs
horizontally

When disabled, all shapes in the shape group are aligned by
their left sidebearing. When enabled, all shapes in the shape
group are centered

Double-click to edit
neighbor or shape

group glyph

When enabled, you can quickly switch between editing of
each glyph in a shape group by double-clicking on the
shapes.




Metrics Window

These settings control the behavior of the Metrics window:

Aukamatic line feed

[ ] Highlight all key glyphs in kerning and metric classes
Highlight all kerning pairs

apply kext template when item is selected in the table
Keep existing exceptions when editing class kerning

Background;

Foreground: Dependant pairs:
Fonk ba use in the preview combo bo:

Maove Focus ko sample string when Mekrics window is opened

Sort items in the kerning/metrics table: | By encoding  «
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Automatic line
feed

When disabled, all glyphs in the Metrics Window are displayed
as a long line of text unless a line break is inserted explicitly by
the user (\n). When enabled, the Metrics Window has an
automatic line feed so glyphs are moved to the next line to fit
within the current size of the Metrics Window

Highlight all key
glyphs...

When enabled, all glyphs that are defined as key glyphs in the
Classes panel are highlighted

Highlight all
kerning pairs

When enabled, all glyph combinations that have kerning pairs
defined will be highlighted in the Metrics Window using a short
horizontal line below the glyphs. When disabled, the line will
not be shown

Apply text
template...

When the user clicks on a kerning pair on the Metrics Table,
FontLab Studio automatically displays a text template that
presents the kerning pair in context of other glyphs — if this
option is enabled. When disabled, FontLab Studio will not
display the additional text

Keep existing

If the “Class kerning” setting is active in Metrics Window and

exceptions... this option is disabled, modifying a pair of dependent glyphs
that had an exception defined will remove that exception. If
enabled, the exceptions will be kept

Background Changes the background color of the Metrics Window

Foreground Changes the color of the glyphs displayed in the Metrics

Window

Dependant pairs

Changes the color of the glyphs displayed in the Metrics
Window that are dependant glyphs in classes

Font to use in the
preview combo
box

Customize the font to use in the preview combo box

Move focus to
sample string
when Metrics

window is opened

Disable it to preventing the text cursor jump the sample string
when Metrics window is opened

Sort items in the
kerning/metrics
table

Controls the sorting order by which the items in the Metrics
Table are displayed.




FontAudit

If you turn the FontAudit layer on in View > Show Layers, this built-in
glyph checker will on the fly detect potential errors in your glyph geometry
and highlight the problems with red arrows. These options control which

potential problems FontAudit should check against.

Empty lines and curves

Yectors on closepaths

Flat curves

Collinear vectors

Inflections on curves

“Weak! extrerum points
"Marmal” extrernum poinks
Incorrect smooth connection
Cusp and self-intersecting curves
Sermi-hiorizontal and wertical vectors
Contaur is not clased

Object is too shart

[u]
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Empty lines and
curves

Lines or curves that have no length (I.e. two nodes on top of
each other.)

Vectors on
closepaths

Unnecessary vectors that should be removed. In Type 1 fonts
this error can cause problems with rasterization

Flat curves

Curves that can be replaced with a straight vector without loss
of quality (I.e. a “curve” that is really a straight line.)

Collinear vectors

Two sequential vectors are collinear; therefore the first vector
can be removed (Straight lines with extra nodes in the
middle.)

Inflections on
curves

Detects curves that have inflections. It is better to replace such
curves with a combination of two curves

Curve with an inflection

"Weak" extremum
points

There are “invisible” extreme points on curves. This error can
cause problems with rasterization of the glyph

o

Curve with an invisible extreme point

"Normal”
extremum points

Curves need nodes at extreme points

Incorrect smooth
connection

A vector and curve or two curves are connected very close to a
smooth connection, but not precisely. I.e. what looks like it
should be a smooth connection is labeled as a sharp
connection.

Cusp and self-
intersecting
curves

Cusp curve  Self-intersecting curve

Semi-horizontal
and vertical
vectors

The direction of the vector is close to vertical or horizontal but
is not parallel to one of the axes (i.e. not exactly horizontal or
vertical)

Contour is not
closed

Contour appears to be closed (visually) but is defined as open.
Use the Fix button on the error reporting dialog box to
automatically correct this situation

Object is too
short

Curve or line is short enough to be deleted.




Optimize

These settings allow you to fine-tune the parameters of the Optimize
command (Contour > Optimize or as part of Tools > Actions).

Dutline simplification level:  |Process normally w

Auto-alignment level: | Process normally b

Outline The degree to which Optimize will attempt to simplify the
simplification outline by removing nodes that are potentially redundant
level

Auto-alignment The degree to which Optimize will attempt to align nodes for

level segments that are not exactly horizontal or vertical.
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Opening Type 1

These settings control what happens when you open a Type 1 font or a
Multiple Master font in FontLab Studio.

[ ]Decompose all composite glyphs

Generate Unicode indexes For all glvphs

[ ]=enerate basic OpenType Features fior Type 1 Fonts with Standard encoding
] Find matching encoding table if possible

If the option Decompose all composite glyphs is on, FontLab Studio will
decompose all composite glyphs in the imported font. Composite glyphs
have no unique outline themselves, but “borrow” outlines from other font
glyphs. Good examples of composite glyphs are accented glyphs, like ‘A’, ‘&’
or f’. In each of these the composite character is composed of a character
glyph outline and an accent glyph outline from elsewhere in the font.
FontLab Studio has all the necessary tools and operations to work with
composite glyphs, so it's usually not necessary to decompose them on
import. But if you want to significantly modify the glyphs and do not want
to worry about composites you can use this option. Of course you can
always decompose or recompose the glyphs later using FontLab Studio
commands.

The option Generate Unicode indexes for all glyphs should be usually
on. We strongly recommend keeping it that way if you plan to convert your
Type 1 font to TrueType or OpenType format. TrueType and OpenType
formats uses Unicode indexes to access characters, so having the indexes
set properly is paramount. However, if you do not plan to make a TrueType
font you may switch this option off. As in the case of the first option, you
can always make Unicode indexes later.



How FontLab Makes Unicode Indexes

FontLab Studio uses a file STANDARD.NAM that is a mappindile that contains a list of PostScript
names and corresponding Unicode indexes.

When you import a Type 1 font and the option Generate Unicode indexes for all characters is on

FontLab takes the name of every imported character and looks for it in the names database. If it
locates the name there it takes the associated Unicode index and adds it tole character’s list of

indexes.

Note 1: The Names' database has more than 4000 records and includes almost all known names for
all European, Cyrillic, Arabic and Hebrew languages and for most symbol and dingbats fonts.

Note 2: The names' database is a text file that can be edited. You can add new records to this file at
any time. Be very careful when you edit this file because incorrect records may make e xported fonts
unusable in some environments.

Note 3: It is possible to link more than one Unicode index to a name. If FontLab Studio finds several
indexes linked to the name, it will assign all themdexes to the character. (Refer to the Encoding
Modes section for a description of the multiUnicode indexing method.) For glyph names preceded
with “I" in the mapping file, FontLab Studio will generate Unicode indexes based on these glyph
names but will not generate glyph names for the Unicode indexes if the user chooses Glyph > Glyph
Names > Generate Names. In that operation, only glyph names without exclamation marks are
considered.

Note 4: The default mapping file can be changed using Options > General Options > Unicode and
OpenType > Default Unicode-Name mapping table.

Generate basic When enabled and the user opens a Type 1 font that is
OpenType encoded using the Adobe StandardEncoding, FontLab Studio
features... will generate a basic set of pre-defined OpenType Layout

features. This can be useful for quick conversions of Type 1
fonts into OpenType, or as a starting point for writing your
own OpenType Layout feature definitions

Find matching When enabled, FontLab Studio will try to match one of the
encoding table if  encodings available from the combo box in the Names mode
possible to the encoding that the font uses. If FontLab Studio cannot

match the encoding, the opened Type 1 font will show the
encoding “Imported”.
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Opening OpenType & TrueType

These settings control what happens when you open a TrueType /
OpenType TT (.ttf) or an OpenType PS (.otf) font in FontLab Studio.

[ ]=cale the Font Eo 1000 P

|:| Decompose composibes

[ ]staore custom TrueType/OpenType tables

Read only non-English name records w

Read OpenType layout tables (GPOS, GSUE, GDEF)

Store binary OpenTwpe layout tables

Interpret OpenType layout tables

Impart kerning from the 'kern” Feature

Generate missing glvph names using layout tables
Interpret G AAT mark & morx tables

Scale the font to
1000 UPM

Typically TrueType fonts have UPM (Units Per eM — the size
of the grid on which all glyph coordinates are defined) equal to
2048. Type 1 fonts have UPM equal to 1000. You can change
the UPM value at any time using the FontLab commands, but
if you turn this option on, UPM will be converted during the
font import

Decompose
composites

When enabled, all composite glyphs will be automatically
decomposed. Refer to the previous section for more
information about automatic decomposition. Note: When
FontLab opens TrueType / OpenType TT fonts with rotated or
slanted components, it will always decompose them

Store custom
TrueType/
OpenType tables

Some TrueType fonts have additional tables that are not a part
of the TrueType or OpenType specification, or that FontLab
Studio cannot interpret. If you want to read these tables and
have them written in an unchanged form into the generated
font, enable this option.

To view the stored custom tables, go to Font Info > Binary
and custom tables.

This feature is very useful if you are working with additional
tools, like Microsoft VOLT or VTT programs. If the “Store
custom TrueType/OpenType tables” option is active, FontLab
will not change or destroy tables that these tools include in
TrueType fonts. Please refer to the “OpenType Fonts” chapter
for more discussion on this.
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Reading Name Records

Read only non- Engllsh name records w

Do ot read OpenType nanme reu:u:uru:ls
Read all DpenType name records

All font naming (family and style names, copyright and version strings etc.)
in OpenType and TrueType fonts are stored in the “name” table. In most
cases, the “name” table contains separate sets of names for the Macintosh
and Windows platforms, sometimes also non-English names are stored
separately.

When FontLab Studio opens an OpenType or TrueType font, it interprets
the “name” table, extracts the most important names and in any case,
presents them to the user in a “friendly” manner in the Names and
Copyright section of the Font Info dialog.

However, if several language versions of the same name entry (e.g. style
name) are found in the font, FontLab Studio will only present the English
names in the Style name field. If different names are stored for the
Macintosh and Windows platform, FontLab Studio will pick one of them.
In such cases, the user may with to also store and edit the “native” form of
the “name” table. The “native” form of the “name” table can be then viewed
and edited in Font Info > Names and Copyright > Additional OpenType
names.

With the setting Read only non-English name records names
(recommended for Western fonts) the Additional OpenType names
page will only contain non-English names while the English names will be
presented in the “friendly” manner.

The setting Do not read OpenType name records discards all non-
English name entries so the Additional OpenType names page will be
empty. English names will be presented in the “friendly” manner.

With the setting Read all OpenType name records (recommended for
non-Western or multilingual fonts) the Additional OpenType names
page will contain all names found in the original font’s “name” table. In
addition, the English names will be also presented in the “friendly”
manner.

Read OpenType Please refer to the “OpenType Fonts” chapter for detailed
layout tables description of this and the subsequent options.
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TrueType/OpenType TT

These settings only apply when you open a TrueType / OpenType TT (.ttf)
font but not an OpenType PS (.otf) font.

|:| Convert TrueType curves inko PoskScript curves
Store TrueType native hinking
Import embedded bitmaps

[ ] autohint Font

Convert TrueType
curves into
PostScript curves

In FontLab Studio, you can work with PostScript Bezier curves
or TrueType quadratic curves. If you open a TrueType /
OpenType TT font and plan to generate the font in the same
format, disable this option to keep the original outlines to
avoid conversion errors. But if you plan to generate your font
as a Type 1 or OpenType PS font, you can enable this option to
convert the outlines on import. In any case, you can always
convert the outlines in either direction at any time during
editing

Store TrueType
native hinting

Leave this option on if you want to store the original TrueType
instructions and outlines. FontLab Studio will keep the stored
TrueType data until you change the glyph’s outline or hints. If
you open a TrueType font to rearrange glyphs or to add some
new glyphs we highly recommend storing the original
TrueType hinting data

Import embedded
bitmaps

If this option is on, FontLab will Studio read all embedded
bitmaps defined for the source TrueType font. You can edit
them using the TrueType hinting tool and optionally include
them in the generated TrueType font. Embedded bitmaps may
help to improve font readability at low point sizes and in some
cases can be used instead of TrueType hinting

Autohint font

To prepare an imported TrueType font for Type 1 editing and
export, you may ask FontLab to automatically make Type 1
hints for all the glyphs. FontLab will use the current Type 1
hinting settings and will make hints for TrueType or Type 1
outlines depending on the conversion setting (Convert
TrueType curves into PostScript curves).




Generating Type 1

These settings control some technical parameters of fonts that you
generate in the Type 1 or Multiple Master format.

Make PFM file Make AFM and INF Files

Encoding options:

Export Unicode codepage if codepage mode is active w

[ ]Export only encoded glyphs
Font Window must be in Mames mode

Automatically sort glyvphs

|:| Open Type 1 Export Terminal

Use Wingscent and WinDescent as font vertical size
Autohint unhinted glvphs

[ ]Export jFSTvpe (font embedding) parameter

Make PFM file Switch this option on to create a PFM (Printer Font Metrics)
file when exporting a Type 1 font. PFM files are used in
Windows to install Type 1 fonts. They contain metrics, kerning
and, partially, font header information. On Windows, you
cannot install a Type 1 font without a PFM file. If you have
Adobe Type Manager 4.1, it can automatically generate a PFM
file based on an AFM and INF file but in general, we
recommend leaving this option on at all times

Make AFM and INF Switch this option on to make AFM (Adobe Font Metrics) and

files INF (font INFormation) files when exporting a Type 1 font.
These files are text files and contain descriptions of the font
metrics, kerning and header (font names, weight, width,
encoding and other information). It is possible to install a
Type 1 font with Adobe Type Manager if you don’t have the
PFM file but do have the AFM and INF files, because ATM will
automatically build the PFM file using data from the AFM and
INF files.

The AFM file is necessary to install a Type 1 font (in ASCII
form, with “.pfa” extension) in most Unix-based operating
systems.

To install an exported Type 1 font in Windows you must have
the PFM or at least AFM+INF files. We recommend making all
these files when you finally produce a font so that your font
will be compatible with various environments.
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Encoding Options

The dialog has a list of possible encoding options when a Type 1 font is
generated:

Encoding options:

E =port Unicode codepage if codepage mode is achiv LV

Always write cuztom ehcoding
Always write Standard E ncoding
E=port Unicode codepage if codepage mode |
Select encoding automatically

When you generate a Type 1 font, the most important encoding choice is to
choose between one of two encoding forms:

¢ Standard Encoding
e custom encoding

Standard Encoding is a special Type 1 encoding created by Adobe
Systems. Instead of enumerating all the code positions in the font, the
Standard Encoding font leaves the actual encoding to the system font
driver, and on the other hand, the system font driver knows what
characters can be expected in the font. StandardEncoding is the
recommended choice if your font is a typical Western Roman font. If you
generate a Mac Type 1 font (on FontLab Studio for Mac) with Standard
Encoding, Mac OS will “know” that the font is a standard Western Roman
font and will automatically match the font’s encoding to the system Mac
Roman codepage. Similarly, when you generate a Windows Type 1 font
with Standard Encoding, Windows will know that the font is a standard
Western Roman font and will automatically match the font’s encoding to
the system Windows 1252 Western (ANSI) codepage. Also, if the user of
such fonts create documents in some applications (e.g. QuarkXPress for
Mac and Windows), the applications will automatically re-encode the
documents when moving between platforms.

Custom encoding is any Type 1 encoding that is explicitly specified in
the font. If the primary character set of your Type 1 is not Western Roman
but Central European, Cyrillic, Greek, or Arabic, you need to select the
appropriate encoding in the Names mode encoding selector in Font
Window, and generate the font with custom encoding.



How Windows ATM Interprets a StandardEncoding

When a Type 1 font has StandardEncoding ATM assumes that this fomincludes all the glyphs from
the first 128-glyph range (digits, alphabet and basic punctuation) and the European glyphs (128 -255
range). The first 128 glyphs are called the “fop zone". The 128-255 range is called the “ bottom zone".
The Adobe StandardEncoding includes very few glyphs from the bottom zone compared to the
number of glyphs in the WinANSI (actual Windows encoding) encoding. When a Type 1 font in
StandardEncoding is installed with ATM, ATM uses a special encoding instead of the “real”
StandardEncoding as it is documented in the Type 1 format specification. This special Windows
encoding is called the Default Encoding in FontLab. So if you create a StandardEncoding font and
want to see how it will work in Windows, select the Default Encoding in Fo ntLab.

Here is an explanation of the possible encoding export options:

Select encoding This is the recommended setting. Generates the font

automatically with Standard Encoding if the Font Window is in Names
mode and the encoding selector shows one of the following:
“Adobe Standard Encoding”, “Default Encoding”, “MS
Windows 1252 Western (ANSI)” or “Mac OS Roman”.
Otherwise, a custom encoding will be generated

Always write FontLab Studio will always generate a custom encoding —

custom encoding even for Western Roman fonts — with the encoding
currently selected in the Font window Names mode. Note:
Western Roman Type 1 fonts generated with custom
encoding may not work as expected

Always write Always generates the font with the Standard Encoding

Standard Encoding  regardless of what is selected in the Font window Names
mode

Export Unicode Exports a custom encoding based on the currently selected

codepage if codepage codepage if the Font window is in Codepages mode.
mode is active

We recommend setting the Select encoding automatically option as the
default, because it covers most exporting situations very well.

Export only When enabled, all glyphs that are outside of the encoded
encoded glyphs “yellow area” will not be included in the generated font.

Tip: This can be used to quickly generate a series of Type 1
fonts from a large multilingual .vfb file that includes an
extensive character set.

Automatically sort This option allows FontLab to sort glyphs accordingly to the
glyphs selected encoding on export. It is recommended to leave this
option enabled.
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If the Open Type 1 Export Terminal option is switched on and you
generate a Type 1 or Multiple Master font, the following dialog box
appears:

Type 1 Export Terminal

In thiz dialog box you can change text dictionaries data exported in the Type 1 font. Flease, refer to
the Type 1 Font Farmat specification for the detailed dezcription of the data fields vou can enter here.

® YWong data entered here will make font unuzablel Fleaze, be extremely carsfull

Select a data section: ElpenD i-c.:.t-i.o.nar.i;s |
| %1PS-AdobeFont-1.0: FreeFontPro 001,002 I
##CreationDate: Maon Aug 18 12:04:53 2003 =

FEVMuzage: 120000 150000

11 dict begin

/Fantinfa 14 dict dup begin

Avergion [001.002) readonly def

/Motice [Copyright [c] FontLab, Ltd. Inc., 2003, Al rights rezerved.] readonly def

/FullM ame [FreeFontProl readonly def

dup 35 /numbersign put |

[ Dizcard Changes ] [ Accept Changes ] [ LCancel Expart ]

As you can see, this dialog box previews and allows you to edit text data
contained in the “open” and “private” sections of the exporting Type 1 font
file. Use the Select a data section control to choose the part of the Type
1 font file that you want to edit and modify the text in the edit field below.

Note that there is no external control of changes you make in the export
terminal. Use it only if you really know what you are doing or you may
create a font which will not only be unusable, but can even crash your
operating system.

Refer to the Type 1 font format specification
http://partners.adobe.com/asn/developer/pdfs/tn/T1_SPEC.PDF

for information about the contents of the Type 1 font file.


http://partners.adobe.com/asn/developer/pdfs/tn/T1_SPEC.PDF
http://partners.adobe.com/asn/developer/pdfs/tn/T1_SPEC.PDF

Use WinAscent
and WinDescent
as font vertical
size

When disabled, the Type 1 font will be generated with the
vertical metrics information based on Font Info > Metrics and
Dimensions > Key dimensions > Ascender / Descender.

When enabled, the Type 1 font will be generated with the
vertical metrics information based on Font Info > Metrics and
Dimensions > TrueType-specific metrics > WinAscent /
WinDescent. This can be used to generate a Type 1 and a
TrueType / OpenType TT font that both have identical vertical
metrics.

Note: We recommend disabling this option

Autohint unhinted
glyphs

When enabled, all glyphs that include no hints will be
autohinted

Export FSType
(font embedding)
parameter

When enabled, the embedding information (Font Info >
Names and Copyright > Embedding) will be written in the
Type 1 font. Note that this is a custom extension to the Type 1
font format and is not supported by all devices so we
recommend keeping this option disabled.

Type 1 Autohinting

Remove all existing hinks before autohinking

When this option is enabled and a glyph is autohinted, existing hints will

be removed.

When disabled, the automatically generated hints will be added to the
existing hints. Note that this may cause some unwanted interferences.
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Generating OpenType & TrueType

These settings control some technical parameters of fonts that you
generate in the TrueType / OpenType TT (.ttf) or OpenType PS (.otf)
format:

[ automatically recrder glyphs

Append CpenTvpe name records to the names exported by default %

[ ]1gnore Unicode indexes in the font
IJse the OpenType names as menu names on Macinkosh

[ ] rite stored cuskom TrueTypefOpenType tables

Export OpenType Layvouk tables

Compile feature definitions

[ ]Conkextual substitutions in invalid legacy Farmat
Il=e this aption anly if vau know what vau are daing

Generate GDEF kable
[ ]Export woLT data

Automatically If this option is enabled, FontLab Studio will try to reorder

reorder glyphs glyphs to match the Mac cmap encoding table. Technically,
this is a requirement of the Apple TrueType specification but
it is not required on Mac OS X or Windows.




Writing Name Records

Append OpenTwype name records to the names exported by default

Do nu:ut expu:urt OpenT';.fpe narne: reu:u:ur-:ls
[Export anly OpenType name records - ignare default names

All font naming (family and style names, copyright and version strings etc.)
in OpenType and TrueType fonts are stored in the “name” table. In most
cases, the “name” table contains separate sets of names for the Macintosh
and Windows platforms, sometimes also non-English names are stored
separately.

In the Font Info dialog, naming entries are stored in the “native” form of
the OpenType “name” table (Font Info > Names and Copyright >
Additional OpenType names) as well as in a “friendly” form (all the other
sections of the Names and Copyright section of the Font Info dialog).

With the setting Do not export OpenType name records, the generated
font will obtain its naming only from the “friendly” portions of the Font
Info dialog, i.e. the Basic set of font names page, the OpenType-specific
names page, the Copyright information page etc. The Additional OpenType
names page will be ignored.

With the setting Append OpenType name records to the names
exported by default (recommended), the generated font will obtain its
naming from the “friendly” portions but the information from the
Additional OpenType names page will be appended.

With the setting Export only OpenType name records - ignore default
names, only the “native” naming defined on the Additional OpenType
names page will be written into the font and the “friendly” information will
be ignored. This is a setting suitable for complicated multilingual, esp.
Asian fonts.
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Encoding Options

Ignore Unicode When disabled (recommended), the font will be generated in
indexes in the Unicode mode. The Unicode indexes assigned to the glyphs
font will be used as base for the encoding.

When enabled, the encoding selected in the Names mode will
be used as source of the encoding of the generated font instead
of the Unicode indexes assigned to glyphs.

There are two possible methods of making TrueType Unicode mapping
tables. Unicode mode (This works when Ignore Unicode indexes in the
font is disabled) and Names mode (when the option is enabled).

The Unicode mode is preferred and recommended. In Unicode
mode FontLab uses the Unicode indexes that you assigned to the glyphs
while moving glyphs in the Unicode mode of the Font window or by
entering Unicode indexes in the Rename Glyph dialog box. In the Names
mode FontLab will encode all glyphs in the encoding currently selected in
the Font window (“yellow” glyphs) and put them in the first 256 range of
the TrueType Unicode table. FontLab will put all other glyphs into the
unencoded zone of the Unicode table (starting from the code E000h).

The Unicode TrueType exporting mode is usually used to export fonts that
were imported from TrueType font files and already have Unicode
information. The Names mode is useful when you convert a Type 1 font to
the TrueType format and do not want to worry about assigning Unicode
indexes.

The general rule is simple: if you work with the Font window in Names
mode use the Names TrueType exporting mode. If you work in Unicode
mode use the Unicode exporting mode. Actually, FontLab will show a
warning message if you try to export a font in Unicode mode while you are
in the Names mode of the Font window and vice versa.



What is the “First 256 Glyphs Range”?

When we talk about the “first 256 glyphs” we do not mean those with Unicode indexes in the 0000h
- 00FFh range. We mean those that Windows will see as having codes 00h -FFh when the default
Windows codepage is selected. In most cases the default codepage is the 1252 Latin 1 codepage.

So even if you export a TrueType font in the Names mode the Unicode indexes for the encoded
glyph will be selected from the Windows 1252 codepage.

We recommend opening a Windows TrueType font, switching to the Codepages mode of the Font
window and selecting codepage 1252 to better understand what the “standard” Windows glyphs
are.

Windows Symbol Encoding

If you want to have full control over glyph codes and you want to occupy all 256 glyph cells of the
first-byte range, you should create your font using the Windows Symbol codepage. The Symbol
codepage begins from Unicode index FO00h and continues to FOFFh. All glyphs in this range are
mapped to the 0000h-000FFh range. So the glyph with code FO41h will be seen in Wi ndows as ‘A’
and so on.

To make a font using the Symbol codepage you have two options:

1. Switch the Font window to the Codepages mode; select the Windows Symbol codepage; and
place all glyphs in the codepage. Export the font in TrueType format in Unicode mode.

2. Switch the Font window to the Names mode; select any encoding vector; place glyphs as you
want in the “yellow” area; and export the font in Names mode (Use Unicode indexes as the
base for TrueType encoding should be off).

In either case select Symbol Microsoft Glyph Setin the Codepages page of the Font Info dialog
box. Without this the font will not be exported as Symbol and you will not have access to the glyphs
atall.

The Problem of Glyph 183, “middledot”
The glyph cell with decimal code 183 has different behaviors in Windows 95 and Windows NT. In
Windows 95 it is mapped to the Unicode index 22ChHh, but in Windows NT it is mapped to 00B7h. So,

when FontLab exports your font in the Names mode, it automatically assigns both Unicode indexes
to this glyph to make the font compatible with both operating systems.

Use the OpenType When enabled (recommended), the family name and style

names as menu name for the Macintosh platform will be taken from the
names on OpenType-specific font names page rather than the Basic
Macintosh set of font names page. With this setting, Mac OS applications

may group all font styles into one large font family.

When disabled, the naming defined on the Basic set of font
names page will be used as naming records for both
Macintosh and Windows

Write stored When enabled, stored custom TrueType/OpenType tables will
custom be written into the generated font. To view the stored custom
TrueType/OpenTy tables, go to Font Info > Binary and custom tables

pe tables

Export OpenType Please refer to the “OpenType Fonts” chapter for a discussion
layout tables of these settings.
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Digital Signature

This section controls settings for digital signatures that can be included in
the OpenType (TT or PS) fonts that you generate. Please refer to

http://www.microsoft.com/typography/developers/dsig/default.aspx
for more information about digital signatures.

Generate digital signature (D3IG table)

Path to the certificate file (. spc or . ser):

Path to the private key file (ks

(%) Request private key password every time
() Use the Following password:

|:| Generate the time skamp

Generate digital  When enabled, a DSIG table will be generated that includes an

signature digital signature. Note that you need to own a valid
Authenticode code signing digital certification to be able to
digitally sign fonts. You should point FontLab Studio to your
certificate file and private key file that you will receive from
your certification authority. It is a good idea to store the
private key file in a safe location, e.g. on a floppy disk or USB
key, although you can use any location.

Please refer to the link above for more information

Request private When selected, FontLab Studio will ask you for the password

key password for your private key every time you generate a font

every time

Use the following When selected, FontLab Studio will remember the password
password for your private key

Generate the When selected, a time stamp will be generated.

time stamp Please refer to the link above for more information.



http://www.microsoft.com/typography/developers/dsig/default.aspx
http://www.microsoft.com/typography/developers/dsig/default.aspx

TrueType/OpenType TT (.ttf)

These settings only apply to fonts that you generate in the TrueType /
OpenType TT (.ttf) format:

Expart hinted TrueType Fonts

Write stored TrueType native hinking
Export wisual TrueType hints
Autohint unhinted glyphs

Export embedded bitmaps
[ ] Copy HOM: data from base ko composite glyph
Export "mort” table if possible

(#) 052 table version 3 () ©5)2 table version 2

[ ]Use CacheTT program to generate device metrics tables in TT Forts

Location of the CacheTT.exe

Export hinted FontLab will export TrueType instructions of any type
TrueType fonts (original, manually edited or automatically generated) only if
this option is on.

To create a completely unhinted TrueType font switch off this
option (may be useful for pixel fonts)

Write stored If this option is on and the original TrueType instructions

TrueType native  were stored when the font was opened, then FontLab will try

hinting to restore the original instructions where possible. If you want
to discard all the original TrueType instructions, switch this
option off

Export visual FontLab Studio will compile the visual TrueType instructions

TrueType hints only if this option is on

Autohint unhinted If this option is on, FontLab will try to automatically generate
glyphs TrueType instructions for all unhinted glyphs.

How FontLab Autohints TrueType Fonts on Export

When autohinting is allowed and FontLab finds a glyph that has no TrueType hints of any kind
(original hints imported from the TrueType font file or manually edited visual hints) it begins to
make TrueType hints automatically. If this glyph has Type 1 hinting information, then FontLab
converts this information to visual TrueType instructions and converts the instructions to the
TrueType hinting code. If Type 1 hints are not present then FontLab automatically generates Type 1
hints as the first step, then converts the Type 1 hints into TrueType visual instructions and converts
the visual instructions into TrueType native instructions.
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Export embedded
bitmaps

If this option is on, FontLab Studio will export embedded
bitmaps if they are present. If you don’t want to save bitmaps
in the font, switch this option off

Copy HDMX data
from base to
composite glyph

If this option is active, FontLab Studio will copy HDMX data
(device and point-size specific font metrics) from the base
component of the composite glyph to the composite glyph if
their metrics are the same

Export "mort”
table if possible

FontLab Studio will attempt to generate the AAT “mort” table
and include it in the generated font

0S/2 table

Allows you to select the version of the “OS/2” table in the
generated font. Select table version 2 for maximum
compatibility of your font with older systems

Use CacheTT
program to
generate device
metrics tables

Please refer to section about Device-Dependent Metrics of the
“Font Header” chapter for information.

TrueType Autohinting

This section controls the way FontLab Studio performs TrueType

autohinting.

Gemerate triple hints
[ ] Direct links to center of the glyph where possible

Interpolate positions of cusp poinks
Generate delba instructions iF possible
&dd link, to the right sidebearing point
Interpolate positions af double links

Single link. aktachment precision (7 is defaulk value): | 7

Please refer to the “Autohinting Options” section of the “Hinting” chapter
for detailed description of these options.



OpenType TT Encoding

These settings control some advanced re-encoding features for fonts that
you generate in the TrueType / OpenType TT (.ttf) format. These settings
do not apply to OpenType PS fonts.

IJse Following codepage For First 256 glyphs:

Do not reencode firsk 256 characters W

[ ] Export onby First 256 glyphs of the selected codepage

IUse fFollowing codepage ko build cmap(1,0) table:
[Mac OS5 Roman (default)] w

[ ]Put M3 Char Set walue inta FsSelection field

Use following
codepage for first
256 glyphs

FontLab can optionally reencode the first 256 glyphs of the
font, letting you create a “single-codepage” font for some
codepages. This is very similar to using the Glyph > Glyph
Names > Reencode glyphs command before export.

The list located below this label contains several choices:

S Windows 1252 Latin 1
5 Windows 1250 E aztern European
M5 wWindows 1251 Curillic

kS Windows 932 J apanese

5 Windows 336 Chinese PRC

S Windows 349 Karean

The first option, “Do not reencode the first 256 characters”
means that reencoding is off. All other options in the list let
you select a remapping table to perform reencoding

Export only first
256 glyphs

This option is enabled only if you choose one of the remapping
codepages in the list above.

When this option is on FontLab will export only glyphs whose
codes are in the 0-255 range
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Use following
codepage to build
cmap table

This is a “hack” used in older operating systems (Windows
95/98) to improve handling of single-codepage non-Latin
fonts. It is not required and not recommended, but if you
find that you need to use this hack to get your font to work in
an old OS, just switch on this option and re-export the font

Put MS Char Set
value into
fsSelection field

Encoding information is stored in TrueType and OpenType
fonts in a “cmap” table. Every Windows TrueType font
contains at least two of these tables. One is the Unicode table
and it “assigns” Unicode information to Glyphs. The other is a
single-byte table that is used by older versions of the Mac OS
and by some non-Unicode-compatible Windows programs.

Use the control to select the codepage that will be used to
build this table. There are two special options: Mac OS Roman
(which is the codepage used on the Mac and the default
choice) or Current codepage in the Font Window, which
means that FontLab will use the encoding (yellow zone)
currently selected in the Font window.

OpenType PS (.otf)

These settings only apply to fonts that you generate in the OpenType PS

(.otf) format.

Cecompose all composites

IJse subroutings to compress outlines in the CFF kable
autohint unhinted glyphs
IJse the PostScript FontMame as Full Mame on Windows

Decompose all
composites

When enabled, all composite glyphs in the font will be
decomposed. Recommended for maximum compatibility.

When disabled, the composite glyphs will be exported as such

Use subroutines
to compress
outlines in the
CFF table

Allow to automatically generate outline subroutines if font is
generated as CFF-flavored. Outline subroutines store
repetitive parts of outlines and allow to reuse with references
from outline definition code

Autohint unhinted
glyphs

When enabled, all glyphs that contain no hints will be
autohinted

Use the PostScript
FontName as Full
Name on Windows

When enabled, the PostScript Font Name record will be
copied to the Full Name record for the Windows platform. It is
recommended to keep it enabled on all the time as this is a
requirement of the OpenType specification.




Kerning

These settings control what types of kerning are written into TrueType /
OpenType TT (.ttf) and OpenType PS (.otf) fonts:

Export "kern” table

[]Expand class kerning while building [kern] table

Generate "kern” Feature if it is not defined

Export "kern"
table

When enabled, a plain “kern” table will be included in the font
with the kerning information from the Metrics Window.

When disabled, the “kern” table will not be included.

It is highly recommend to enable this option for TrueType /
OpenType TT fonts. For OpenType PS fonts, the OpenType
specification does not envision the “kern” table to be part of
OpenType PS fonts but it is possible to include the table
nonetheless. Mac OS X and Adobe applications will read and
use this table.

If the plain “kern” table is not included in the OpenType TT
font and the font is used in a non-OpenType-savvy
application, no kerning will be available.

If the plain “kern” table is not included in the OpenType PS
font and the font is used in a non-OpenType-savvy
application, the Adobe font driver will automatically build a
kern table on the fly by using the Western subset of the
OpenType GPOS “kern” feature kerning

Expand class
kerning

When enabled, the plain “kern” table kerning will include
plain kerning generated from the kerning information
available in the Metrics window combined with the class
information from the Classes panel. This may result in a very
large number of kerning pairs
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Generate only
pairs with glyphs
in following
codepage

With this setting, you can subset the expanded kerning. Only
kerning pairs for glyphs included in the specified codepage
will be included in the expanded plain “kern” kerning

Limit total
number of pairs
in the table

With this setting, you can limit the number of kerning pairs
included in the expanded plain “kern” kerning table to a
certain number. The kerning pairs with lesser absolute value
will be removed until the overall number of kerning pairs is
not larger than the limit specified here

Generate "kern"
feature if it is not
defined

FontLab Studio checks if a “kern” OpenType feature is
specified in the OpenType panel. If found, the “kern” feature
will be included as GPOS OpenType kerning.

This option controls what happens if the “kern” feature is not
defined in the OpenType panel.

With this option enabled, FontLab Studio will automatically
generate the “kern” OpenType feature based on the kerning
specified in the Metrics Window and the class information
specified in the Classes panel.

With this option disabled, no “kern” feature will be written
into the font if the feature is not specified in the OpenType
panel.




Trace Options

Easy trace options

Howw kight a Fit should the generated contour be? | Mormal w

Advanced trace options

Trace kolerance (distance from the outline to the bitmap edge):

< less %

? more = |1

Curve fit quality {allowed error of curve's approximation;

< less £

*| more = | 1.0

Straighten angle {allowed error of straight lines

% lgss &

? | more = |3

Tracer may generate curves

Tracer should generate extreme paints on curves

How tight a fit
should the
contour be?

This setting includes some presets for the advanced trace
options

Trace tolerance

Allows you to change the distance between the generated
outline and the edge of the original bitmap

Curve fit quality

Allows you to change the accuracy of curve fitting in the
generated outline

Straighten angle

Defines the angle between two lines less than which the
autotracer will replace several lines with one line

Tracer may
generate curves

This option (active by default) allows the autotracer to
generate curves

Tracer should
generate extreme
points on curves

This option (active by default) forces the autotracer to insert
nodes at the extreme points of curves.
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Editing Fonts

In this chapter we will discuss the editing of fonts. A font is a collection of
glyphs with similar design and some encoding and header information.
The information includes font identification names, copyright data,
character encoding information and other data that is necessary for font
usage. Generating fonts is not discussed in this chapter. Refer to the
“Generating Fonts” chapter for this information.
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Opening Fonts

With FontLab Studio you can create new fonts or open existing fonts for
modification. When you open an existing font, however, please be sure that
modifying it does not violate copyright laws: some fonts are copyrighted as
software so it is not legal to change them in any font editor. Carefully read
the license agreement that comes with every font.

You can find two (one serif and one sans-serif) royalty-free, non-
copyrighted fonts that you can use as a basis for your own fonts or
characters in the Sample folder or on our website
(http://www.fontlab.com/).

To open a font for editing, select the File > Open command, or click
the 2 button on the toolbar.


http://www.fontlab.com/
http://www.fontlab.com/

You will see the Open File dialog box in which you can select a font file to
open. In this dialog box, you will see all the fonts that can be opened:
TrueType/OpenType TT (.ttf), Windows Type 1 and Windows Multiple
Master (.pfb), Unix/ASCII Type 1 (.pfa), OpenType PS (.otf), Ikarus files
(.ik), FontLab 2.5 font files (.vfa), FontLab 3.x/4.x/Studio 5 font files (.vfb),
as well as FontLab Studio Project files (.flw).

Open &[]
Laaok in: ._; t v Q 5 Bl
: fir56__c.pfb frs46__c.pfb ftra6__c.pfb ftx97__c.pfb

7 2 fIrTﬁ_c.pfb [Elfrs55_c.pib ftrSS_c.DﬂJ fstlz_c‘pfb
N @frgss_&pfh @frssﬁ_c.pfh @ftrsﬁ_c.pfh

by Recent @ frgS6__c.pfb @ frs6S__c.pfb @ fereS_ c.pfb

Documents @ frga5__c.pfb @ Frsg6__c.pfb @ Fré6__c.pfb

] @ frgéé_ c.pfb @ frs75_ c.pfb @ fes45_ c.pfb
@' @ Frg75__c.pfb @ frs76__c.pfb @ fes95__c.pfb
@ frg76__c.pfh @ frs95__c.pfb @ frwdS__c.pfh

Desktap frgas__c.pfb frege_ c.pfb frxas_ c.pfb
frg36__c.pfb Fee95__c.pfb fEx55__c.pfb

v @ fraS5_ c.pfb @ fted3_ c.pfb @ fex56_ c.pfb

gii>, Bifrgse_cpib  [BfF__cpfn  [Bfexes_copfb
’/j @ frgas__c.pfb @ fer35__c.pfb @ fexdé__c.pfb
My Documents @ frog6__c.pfb @ frr36__c.pfb @ fexd7__c.pfb
@ fre45__c.pfb @ fer4s_ c.pfb @ fex95__c.pfb

Q)g File name: ‘frs557c.pfb V
MyComewter | Fioofype | AllFont Files £l
Font name: | FreeSetC |
Show font preview

If you want to quickly open a font from the list of the most recently opened
fonts, select that font in the File name combo box.

If you want to list only fonts in a particular format, select that format in the
Files of type combo box:

£l Fort Files
FontLab [*.wfb]
FortLab 2.5 [*.wfa]

Type 1 [*.pfb, *.pta)
TrueType/OpenType TT [.HH)
OpenTupe PS [*.otf]

Ikaruz Files [*.ik)

FontLab Studio Project [*flw]

When you select a font file in the files area, you will see the font name and
preview below. Switch off the Show Font Preview option to not see the
font preview.
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You can open many fonts with a single operation: just select all of them in
the list with a selection rectangle or using Ctrr-click.

You can set the opening options here by clicking on the Options button.
Please refer to the “FontLab Studio Options” section for a detailed
discussion of the opening options.

You cannot use File > Open to open fonts located in the system font folder
(typically C:Windows\Fonts). To open any of these fonts, use File > Open
Installed. This will show a dialog box that displays all fonts installed on
your system — choose one and click on OK to open the font.

Open Installed Font 3]

Select the Fonk:

[ Farit Mame File Mame See & |
] Ambiance BT EE2004m_ bt 14k
%] andale Mona andaletn, TTF 1nzk
21 Arabic Typesetting arabbype 435K
ii] Arial atial. ke
] Arial Black ariblk, bt 118K
| Arial Bold arialh B
%] Arial Bold Tralic arialbi, b 454k
1] Arial Talic atial.ttf 477K
] Arial Monospaced arialm, TTF 40K,

11 Arial Monospaced Bold atialmb. TTF 41K
21 Arial Monospaced Bold Oblique atialmbi, TTF 45K
1] Arial Monospaced Oblique arialmi. TTF 45k =

ABRaeg123

CAWINDOWSIFantsharial ttF




Most Recently Used Fonts

All fonts that you recently opened in FontLab Studio are added to the list of
the most recently used font. This list is used in the File Open dialog and
also at the bottom of the File menu:

1 wmi .PFE
2 wmbi .FFE
3 wmb .FFE
4 ukshi__ PFE
Exit

Next time you want them, just select the font file in the File menu and

FontLab Studio will open them.

Opening Fonts with Drag-Drop

An easy way to open fonts in FontLab Studio is to drag-drop font files from
Windows Explorer onto the FontLab Studio application window:

| Ele Edt Wiew Favorites Iooks

Help

- [o)x]

3
Qe - © - (T Powwen [ roters [

Mame  ~
0] KabelsE0P-Heavy.off
@) KabelsHOP-Heavy otf
O]kalligraphiasBoP-Reaular otf
10)Kapplusch3B0P-Regular, atf
= s

ot i)
0] kalosssBoP-Reqular.of

Size
Z1KB
17KB
KB
12KB
32KB
®KB

Type
OpenType Font file
OpenType Font file
OpenTyps Font fils
OpenType Font file
OpenType Font file
OpenType Font fis

Date
2004
2004
2004
2004
2004
2004

file Edt Yew Contowr Ghph Tools Window Help

o o | &

E IR

EEIEEREEE SRR

Fre|N | HO|oanHE B
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Font Formats

The .vfb file format used in FontLab Studio 5 is fully backwards-
compatible, so FontLab Studio 5 can open any .vfb file created in
FontLab 3.x and 4.x. The format is also cross-platform-compatible so
.vib files saved from the Windows version can be opened in the Mac
version and vice versa. In addition, the format is largely upward-
compatible. This means that a .vfb file saved from FontLab Studio 5 can
be opened in FontLab 3.x or 4.x, as well as other Fontlab Ltd. products
such as TransType or TypeTool. Only those elements of the format that
were supported by the old version will be retained and some information
may change slightly. However, the most important elements of the font
such as key Font Info entries, glyph outlines and kerning pairs will be
retained.

For example, .vfb files saved from FontLab Studio 5 for Windows can be
opened in FontLab 4.6 for Macintosh and vice versa, with as much as
possible information retained.

FontLab Studio 5 also opens .vfa files saved from FontLab 2.5 (but not 2.0).
If you have fonts saved in a proprietary format of another application and
would like to open these fonts in FontLab Studio, the best way is usually to
create a Windows-compatible Type 1 font from your other application and
open the Type 1 font in FontLab Studio. If you wish to move your .fog files
created in Fontographer 3.5 or 4.1 to FontLab Studio, you can use our
FogLamp product that converts Fontographer .fog files into FontLab
Studio-compatible .vfb files, retaining not only outline information but also
mask layers, guidelines, background bitmaps etc.



Creating a New Font

If you want to create a new font from scratch, you select the New command
from the File menu. FontLab Studio will create an empty font that will not
have any characters and will open an empty Font Window.

You can use an existing .vfb file as a new font template for all new fonts
that are created. You can do this in Tools > Options > Font Window
>Templates:

Use Fallowing template Font ta initialize new Fonts:
Di\freefontpro,vfb

Enable the option and select the .vfb file to use as the new font template by

pressing the =) button. Whenever you create a new font, the selected new
font template will open. Remember that after the new font template opens,
you should choose File > Save As and save the file under a different name.

When you have created a new font, it is a good idea to first go to File >
Font Info > Names and Copyright, fill in the Family Name and the Style
Name (even if they are temporary). Then press Build Names (you can fill in
the remaining Font Info entries later). Then click on OK, choose File >
Save As and save the new font in the .vfb format under a new filename in a
folder of your choice.

Now you can start to create your glyphs (in the Font Window), design them
(in the Glyph Window), letterspace them (in the Metrics Window). Also,
you should fill in the important Font Info fields (see the “Font Header”
chapter for details). When this is done, you can generate your font in the
font format of your choice, e.g. OpenType PS (.otf), install it on your
system and test it.
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The Font Window

The Font Window is used to display an entire font. It opens automatically
when you open an existing font for editing or choose to create a new font.

In FontLab Studio you can open many fonts at once and every font will
have its own Font Window. The Font Window is a representation of the
font, so when you close this window the font will also close.

You can do a lot of things using the Font Window — from browsing a font
for a desired character to rearranging and remapping the font to editing
the Font info fields. The following sections of this chapter will tell you how
to use this window.

Font - FreeFontPro [T:\My\reefontproMreefontpro.vfb] EEE
-- | breve |[dotaceg - -~ |hungariogonek] caran [dotless| -
[ !
- [fraction i fl | lslash | lslash [2caron|zcaron
VAL I {4 I O A
space |exclam|guotedinumber dollar jpercentampersjquotesijparenleparenrijasteriskl plus jcommalhyphen|period | slash
| u o [} * s
LY #18)% (& (]) + . 0=].1/
et | one | two | three | four | five iz |sewen | eight | nine | colon gemical less | equal |greatenguestio
O 11|23 % |5 |67 8|92z 8|21
o - o 4]
at LS B C o E H G H | 1 K L Ui} N a
CREB|IC/DIE|F|IGIH|IT|J|K|LIM|N|O
0 = - - - - - - - - -
P a R 3 i u W " " W 7 |bracketbackslabracketasciicirqunders
RIQIR|S|TIU|VIW[X[YIZ[T V3| -
grave a b ¥ d e i q h i i k | m n Q
[ G IZJLEIJI Caption__ ¥ || T | Default Enclnding - - vJI ]

The Font Window consists of the command bar at the bottom, and a glyph
table, where a single cell represents each glyph:

&

A

Each cell has a caption at the top that shows some identification
information — it may be the name of the glyph, its code in various forms or
some other character information.




# Tip: You can change the font size used to display the caption in Tools >
Options > Font Window > Glyph Cell.

The Font Window command bar has two alternate forms — it can be placed
either at the top or at the bottom of the Font Window.

[_size - |;_||i]| l:a.ptil:-n - Il Narr;es ml:u:le. - ||. Crefault iEnlzl:u:Iinq -

g2 ' Mame | IE' DefaulEncoding v | wm TN [FH

You can switch between the top and the bottom location of the command
bar by clicking on this button [B in the top-right corner of the Font
Window.

The left combo box located on the Font Window command bar (if in top
position) or the Caption popup menu (in the bottom position) lets you
select one of the caption modes:

==
S Mame v

Depending on the selection, a different text string will appear in the
caption:

Name The glyphname (the so-called PostScript name of the glyph)

Unicode  The Unicode codepoint assigned to the glyph, in hexadecimal form

Index The glyph index, i.e. the physical location of the glyph in the font

Width The glyph’s advance width

Left SB The glyph’s left sidebearing

Right SB The glyph’s right sidebearing

Decimal The local character code in decimal form

Hex The local character code in hexadecimal form

Octal The local character code in octal form
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ANSI The ANSI character that corresponds to the local character code

Macro A custom entry that can be shown using a special Python macro
(defined in the init.py file inside of the Macros/System folder). By
default, the entry option shows the number of components in
composite characters but the user can write his own macro to display
other information here.

The glyph cells may have different colors. By default, the background of the
glyph cell may be grey or white, and the caption may be white, red or
yellow. Additional colors may appear if the user used the Mark command
to color-mark the glyph cells.

A grey cell background means an empty glyph. This means that the
glyph does not exist in the font and that the glyph cell is displaying a glyph
placeholder. The placeholder usually consists of a glyph template image.

FontLab Studio 5 ships with a very extensive set of pre-installed default
glyph template images. These are based on the Andale Mono WTG font
(courtesy of Monotype Imaging, http://www.monotypeimaging.com/ ) and
cover the entire Unicode 3.2 character set. Note that the default glyph
template images are low-resolution, monospaced and in a “sanserif” style.
They should not be used as direct source of information about the
typographically correct shape of glyphs — but only as an orientation.

0042
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You can select another set of glyph template images in Tools > Options >
Font Window > Templates page — refer to the “FontLab Studio Options”
section for details.

A white cell background means that a glyph exists in the font.

If the glyph cell background is white and there is no image in it, we speak
of a blank glyph. A blank glyph means that the glyph exists in the font but
does not contain any outlines or components. If the white cell includes a
pale grey image, it means that the glyph there is a bitmap background in
the glyph but no outline or components.

If the cell includes a black image, it means that the glyph exists and is
non-blank, i.e. it contains an outline or a component.

A yellow caption of a glyph cell means that the glyph is part of the
currently selected encoding, codepage or Unicode range, or, as we say, is
“in the yellow zone” (see next section). Glyphs that are not part of the
current encoding have a grey caption.

A strong red caption with yellow text of a cell means that the character
has some naming conflict: one name is used for different glyphs or the
glyph’s Unicode codepoint does not correspond to its name. You should
usually correct either the glyph name or the Unicode codepoint for glyphs
with red captions.

The small marks that appear in the glyph cell mean:

Left-Top Blue mark Glyph has more than one Unicode codepoint
assigned

Right-Top Yellow-red or  Glyph has compatible mask layer
yellow-green

mark
Left-bottom Green or red Glyph has hint replacement program or
‘H’ mark overlapping Type 1 hints. A Green mark means

that the program is correct.

The red “H” mark means that you should
correct the hint replacement program.

Right-bottom Brown or blue Glyph has TrueType hints, either original (blue
‘T” mark mark) or manually set visual (brown mark)

Middle-bottom Red rectangular ~ Glyph is a key glyph in the kerning class
mark
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The meaning of all the small marks will be discussed in full detail later.

Some characters may be marked with a different color for the caption and
background:

J K \| a P = R 3
J|K[L(m(N|lO|P|Q|R|S
Marking is very useful when you need to show visible differences among
characters for easy identification. Read more about that later in the

“Marking Glyphs” section.

When you modify a glyph in any way, a black bar below their caption
appears. The black bar indicates glyphs modified since the last save. When

you save a font, all black bars disappear.

O 3 F

DIE|F

The “E” glyph has been modified.



Font Window Command Bar

On the Font Window command bar in the top position you see one
button on the left and five buttons in the right area:

| 5 Mame v | iE'|Default Encoding |E|E R
You can switch between the top and the bottom location of the command
bar by clicking on this button B in the top-right corner of the Font
Window.

The left button = opens the Font Info dialog box for the current font.
This is the same as choosing the Font Info command in the File menu.

The first four buttons on the right allow you to select one of the encoding
modes:

Wme  Switch to the Names mode

k¥ Switch to the Unicode Ranges mode

e

Switch to the Codepages mode

(&  Switch to the Glyph Index mode

The last button i in the Font Window command bar is used to save
current encoding to the .enc file. This command can be reached via
Glyph > Glyph Names > Save Encoding.

The Font Window command bar is not fixed to the top edge of the window.
You may drag it to any place on the screen or “dock” it to the bottom of the
window:

Font Yindow x|

52 ‘iName w | E‘ EDefaultEnching V?EHHHEEE [

You may also close it at all to get more space for characters on your screen.

You can switch between the top and the bottom location of the command
bar by clicking on this button '8 in the top-right corner of the Font
Window.
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In the bottom position of the Font Window command bar, the bar does
not have the Font Info button.

[(Gize_ = |:j|i]| I:E;pti-:nn ~ | Hamez mede __+ || Default Encoding . ~ ]

It does however contain a Size popup menu that allows you to temporarily
change the size of the glyph cells in the current Font Window. Possible
sizes vary from 16x16 up to 128x128 pixels. Smaller cells occupy less space
but hide details. If you select the smallest size (16x16) you will not be able
to see the additional marks which are visible in cells at larger sizes.

You can also use the next two buttons to decrease (|:.|) or increase (|i]) the
glyph cell size in the current Font Window.

A sample of the different cell sizes:

&

&

= B ] LA LA

16x16 24x24 32x32 48x48 64x64

To permanently change the size of glyph cells in all Font Windows, go to
Tools > Options > Font Window > Glyph cell > Each cell should have
dimensions of, and set the size of the glyph cells.

As mentioned previously, the Caption popup menu allows you to choose
the caption text. The next combo box allows you to switch between the
different modes, and is equivalent to the four buttons in the top position:

Unicode Ranges
Codepages
Glyph Index

The third popup menu is equivalent for the Encoding menu in the top
position of the command bar, and is discussed later. The current glyph
name and Unicode codepoint as well as the total quantity of glyphs are
shown in the right part of the command bar in the bottom position.



Glyph Naming
and Character Encoding

Support for almost all known character indexing methods is one of the key
FontLab Studio features.

Here’s how it works:

A font is just a big collection of glyphs that are used to represent many
characters (more about that in the following section). On an average screen
the Font Window can show just a few hundred character cells, so we need
to have some method to browse the font “through” the Font Window. And
on the other hand, different font formats use different methods to encode
characters.

In FontLab Studio you can choose one of four so-called Encoding modes
that allow you to select a subset of the glyph collection and show it in the
top part of the Font Window for easier access. Four buttons in the Font
window top command bar or the Mode popup menu in the bottom
command bar are used for the encoding modes selection in FontLab
Studio.

In the following sections you will find more information about encoding
modes, Unicode and name-based identification and the character-glyph
model.
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Characters, Codes and Glyphs

A font is a collection of glyphs that usually have a common design. In
addition to storing each glyph, a font has some header information that
stores general information about the font such as the family name, the
style name, the copyright string, the ascender and descender values, and
others. For more discussion about the font header information see the
“Font Header” chapter.

Simply speaking, text in digital form is a collection of character codes (or
“codepoints”) — integer numbers. When you enter text into a computer,
the computer turns the keystrokes that you press on the keyboard into
integer number and assigns a number (character code) to each character
that you enter. When the computer needs to show some text on screen or
print it, it accesses a font and turns the character codes into visual shapes.

A character encoding standard is (simply speaking) a table that defines
the relation between characters and the codes that are used to represent
these characters in the computer.

Character Encodings Standards

There are many other character encoding standards (sometimes called
codepages) used in the world to help use different languages — in fact, the
huge amount makes the use of the word “standard” questionable.

The main difference between the encoding standards is the size of the code.
There are one-byte, double-byte and multi-byte mapping standards. With a
one-byte mapping standard, each character in the text is encoded using
exactly one byte (8 bits of information). This means that only 256 different
characters can be encoded in a particular one-byte encoding standard.

A double-byte mapping standard uses two bytes (16 bits) for every character.
So it’s possible to map 65,536 characters. Multi-byte mapping standards use
from one to four bytes for every character — expanding the code space to
billions of characters.

The biggest problem of single-byte encoding standards (codepages) is the
limited capacity. With only 256 slots (available codepoints), usually only
characters from one alphabet (writing system) can be encoded. It is not
possible to encode e.g. Latin and Cyrillic text in the same codepage.



Pie¢ flakonow wody ,, 9x3emnnaps”.
actual text

Pie¢ flakonéw wody ,, Yeclédé du”
text encoded as Windows 1250 (Central European)

Pixox flakonyw wody ,,Ox3eMnaps”
text encoded as Windows 1251 (Cyrillic)

256 character codes are not even sufficient to encode various accented
(diacritic) characters from different languages that use the Roman alphabet.
This is why separate codepages were created for Western European
languages (English, German, French etc.), Central and Eastern European
languages (Polish, Czech, Hungarian etc.), Baltic languages (Latvian,
Lithuanian, Estonian etc.) and so on. In addition, different companies
assigned character codes differently. For example the letter & (adieresis) is
represented using the character code 228 in the Windows Western codepage
used by Microsoft and using the character code 138 in the MacOS Roman
codepage used by Apple. The confusion becomes evident if you realize that
the same code (138) in the Windows Western codepage is used to represent
the S (Scaron) that... does not have its own codepoint at all in MacOS
Roman. On the Macintosh, it is only available in the MacOS Central
European codepage, under the code 225.

The Unicode Standard

Fortunately, one predominant character encoding standard has gained
popularity in the past years: the Unicode Standard (or short, Unicode). It
assigns unique character codes (codepoints) to practically all characters
used by humanity. & has the character code 00E4 (in hexadecimal notation,
which corresponds to 228 in decimal notation but for Unicode codepoints,
usually the hexadecimal notation is used) and 8 uses the codepoint 0160 (352
in decimal).
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Unicode is a character coding system designed to support the interchange,
processing, and display of the written texts of the diverse languages of the
modern world. In addition it supports classical and historical texts of many
written languages. Modern operating systems such as Mac OS X or
Windows 2000/XP use the Unicode Standard as the default way to store
text. Similarly, modern font formats such as OpenType and TrueType use
Unicode to store character information.

Unicode can use up to four bytes to encode a character, it is theoretically
possible to encode 4,294,967,296 characters, although the Unicode
Consortium agreed that no more than 1,114,109 codepoints will ever be
assigned. In the current (as of September 2005) version 4.1 of the Unicode
Standard, a total of 97,786 codepoints have been assigned (less than 9% of
the possible space). The vast majority of the codepoints are Asian (CJK:
Chinese, Japanese, Korean) characters.

65,535 codepoints are encoded in the so-called Basic Multilingual Plane
(BMP). The codepoints in the BMP are two-byte, so four hexadecimal
digits are used to write the codepoint (e.g. 0160). In addition, more
characters are encoded in supplementary planes. They use 5- or 6-digit
codepoints, e.g. 1D56C.

Visit the Unicode Consortium official Web site for more information:

http://www.unicode.org
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The Character and Glyph Model

People recognize and process characters by their shapes. Thus, people
normally closely associate a character and its shape. Information
technology, in contrast, makes distinctions between the concepts of a
character’s meaning (the “character”) and its shape (the “glyph”). In
information technology, characters are abstract information elements used
for data coding and interchange while glyphs are presentation elements
used for displaying and printing the data.

Unfortunately, different literature and different standards define the
border between characters and glyphs differently. For the purpose of font
technology, a glyph is a single element of the glyph collection stored within
a digital font file while a character is a text encoding codepoint used in text
processing. Glyphs are used to visualize characters. Each font has a
different glyph for the same character, for example all the glyphs:
AANRAAAAAareusedto visually represent the same character ‘A’
(Unicode codepoint 0041).

In short: characters are codes, glyphs are images.

Even within the same font, there is no 1:1 relation between characters and
glyphs. The same glyph can be used to represent two characters, the Latin
letter A (Unicode codepoint 0041) and the Cyrillic letter A (Unicode
codepoint 0410).

0041 0410

A A

On the other hand, multiple glyphs can be used to represent the same
character — an OpenType font can include alternate glyphs.

A A.3lt1 h.alt2 Aspashl Aawash2 Aswashd A.swiashd hswiashs A.awash?

Al A|A|A &2 A A A A
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Characters and Glyphs in FontLab Studio

When a text editor displays text on screen using a font, a process of
character-to-glyph mapping must occur. The application sends a request to
the font rasterizer for a rendering of a character code. The font rasterizer
looks up the character code in the character mapping table that is
included in the font. The mapping table maps character codes to glyph
indexes of individual glyphs. Then, the rasterizer located the glyph using its
glyph index in the glyph collection of the font. Finally, the rasterizer
produces the image of the glyph at a specified size and sends it back to the
application.

Find glyph in font _1 | U I l/_
O I I I e aSSﬁciatg)d with 006D 55 Produce
sooton each code 106C 6E image of
ore tex the glyph
as codes l m n ©avP

79

78—

0068006FOE6DOOES 0 L

As discussed earlier, captions of glyph cells in FontLab Studio may display
various kinds of information. The following ones represent important
properties of glyphs that are all involved (one way or the other) in the
character-to-glyph mapping process.

The glyph index represents the physical location of the glyph in the font’s
collection of glyphs. The glyph with the index 0 is physically the first glyph
in the font. Some applications such as Adobe InDesign display the physical
order of glyphs in a Glyph Palette so it is wise to keep control of the glyph
order.

The glyphname is a short text identifier for the glyph. For example, the
glyphname for the character a is a, and for the character a is adieresis.

It is a good idea to assign meaningful glyph names to all glyphs in your font
regardless of the font format. They are mandatory in Type 1, Multiple
Master and OpenType PS fonts. Theoretically, they can be omitted in
TrueType or OpenType TT fonts it is a good idea to use them everywhere.



In most situations, FontLab Studio automatically assigns glyph names to
glyphs when you create a new glyph so you don’t need to worry about them
too much. However, many user interface elements of FontLab Studio use
glyph names as the primary way to refer to glyphs, for example the Classes
panel or the Metrics Table in the Metrics Window. Therefore, you should
get used to thinking about glyphs in terms of glyph names.

Certain conventions must be obeyed when devising glyph names for
custom and non-standard glyphs (e.g. swashes or ligatures), and they will
be discussed later in this chapter.

The Unicode codepoint is a hexadecimal number associated with a
glyph. Hexadecimal (short: hex) numbers are written using the digits 0-9
and the letters A-F (usually uppercase). A Unicode codepoint can have 4 to
6 hex digits. Typically, each glyph has one Unicode codepoint. However,
fonts may include glyphs with no Unicode codepoint assigned (so-called
unencoded glyphs) or glyphs with more than one Unicode codepoints
assigned (so-called double-encoded glyphs).

The glyph Properties panel (Edit > Properties) displays the glyphname
and the Unicode codepoint of the glyph that is currently active in FontLab
Studio (either selected in the Font Window or opened in a Glyph Window).

Glyph Properties
Font: BellMTskd-Ikalic

HRHE | Aring -
3 [ nocs 1
In addition to the Unicode codepoint, each glyph usually has an additional

local character code that is depending on the encoding or codepage
currently selected in the Font Window.

# The rule of thumb is: the encoding of OpenType fonts depends on the

Unicode codepoints assigned to the glyphs. The encoding of Type 1
fonts depends on the local character codes of each glyph.
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Font Window Modes

The Font Window can be presented in four modes that can be used to browse
the font’s glyph collection using certain criteria. In some cases, the Font
Window mode also influences the encoding of the final generated font —
particularly for Type 1 fonts. The four modes of the Font Window are the
following:

1.

Names mode. This mode lists encoding tables. Each encoding table
is an ordered list of glyph names and may also include local character
codes that correspond to some of the glyphs.

An encoding table performs one of two functions: it serves as a Type 1
encoding table that is used to determine the character encoding in
Type 1 fonts, or it can serve as a glyph arrangement table. The
latter is used by type designers to visually arrange glyphs in the design
stage, usually of an OpenType font, and is not directly used as the
source of the font’s encoding (as OpenType fonts are based on
Unicode).

Since an encoding table is based on glyph names, it can reference both
encoded glyphs (i.e. those with at least one Unicode codepoint
assigned) and unencoded glyphs (those without Unicode
codepoints).

Codepages mode. This mode lists codepages. Each codepage is a
mapping of local character codes to Unicode codepoints. The codepage
can use one- or two-byte local character codes. Two-byte codepages are
used to reference characters in Far-East fonts: Chinese, Japanese,
Korean or Traditional Vietnamese.

A codepage selected in the Codepages mode can be used as the source
of encoding of a Type 1 font, or as the source of encoding of a Mac
TrueType mapping table, but generally, the selection does not
influence the encoding of an OpenType or TrueType font.

A codepage can only reference encoded glyphs (i.e. those with at
least one Unicode codepoint assigned).



Unicode Ranges mode. This mode lists Unicode Ranges. Since the
Unicode Standard is a huge code space, it is divided into a number of
blocks, so-called ranges to help users navigate between the codepoints.
Usually, a range is designed to cover a single writing system (script),
such as Cyrillic, Armenian or Thai.

The selection in this mode does not in any way influence the actual
encoding of an OpenType or TrueType font.

A Unicode range can only reference encoded glyphs (i.e. those with
at least one Unicode codepoint assigned).

Index mode. This is the simplest glyph identification mode: all
glyphs are shown in the exact physical sequence as they are stored in
the font file.

Glyph indexes are used to reference glyphs in Python scripting, they
are used internally in TrueType and OpenType tables to reference
glyphs, and they are sometimes exposed to the users, e.g. in the glyph
palette in Adobe InDesign.

The Index mode shows all glyphs in the font, both encoded and
unencoded.
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Names Mode

To switch the Font window to the Names mode, click the WA utton
on the Font Window command bar (top position) or choose the Names
mode from the Mode popup menu (bottom position).

The Encoding combo box (top position) or Encoding popup menu (bottom
position) shows the encoding table currently assigned to the font. When
you open the combo box/popup menu, you will see many encodings that
are installed and available in FontLab Studio. In the bottom position of the
Font Window command bar the encodings are shown in groups.

An encoding table performs one of two functions:

e Type 1 encoding table
e glyph arrangement table

As a Type 1 encoding table, an encoding table is used as the source of
the character encoding in Type 1 fonts or (in some rare cases) TrueType
fonts.

As a glyph arrangement table, type designers use an encoding table to
visually arrange glyphs in a particular order during the design process of a
font (Type 1, TrueType or OpenType). Such a glyph arrangement table can
be used as a “visual map” for the font family so the designer knows what
glyphs need to be designed in all members of the family — this way, you will
not miss an important glyph.

There is no visual distinction in the Encodings list between Type 1
encoding tables and glyph arrangement tables. Any encoding table can
theoretically serve either function. In order, in FontLab Studio the same
user interface element (the encoding tables) serve two different purposes.



An encoding table is either just a sequential list of glyph names or maps
local character codes to glyph names. FontLab Studio will look up the
glyphs in the current font that have glyph names specified in the encoding
table and will present the glyphs visually in the sequence specified by the
encoding table. If the encoding table is used as a Type 1 encoding table, the
same mapping will be written to the Type 1 font and used as its encoding.

41 42 43 20 20 space | exclam
5A 5D 6F 55 | 21 exclam «
56 57 58 59 |:| 22 quotedbl quotedbl
5A 5B 5C 5D ' | 23 numbersign # numbersign
5E 5F 60 | 24 dollar $ dollar
.| 25 percent Y
41 A ©» percent
42 B A A
B B
Source text  Encoding table Font
as sequence CTTTonTTrT T
of codes Identification of characters in the font

We will now discuss the most common encoding tables included in
FontLab Studio.
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Type 1 Encoding Tables

Type 1 encoding tables are used as source for the character encoding in
Type 1 fonts as well as Multiple Master fonts (whenever we speak of Type 1
encoding, the same applies to Multiple Master).

Type 1 fonts have two fundamentally different kinds of encoding:
Standard Encoding and custom encoding.

The rule of thumb is that a Western Roman Type 1 font should be encoded
using Standard Encoding, and a non-Western Type 1 font (e.g. Central
European, Cyrillic, Greek) should use custom encoding.

With the default settings of FontLab Studio, if any encoding from the
Type 1 Western/Roman group is active in the Font Window, the Type 1
font will be generated using Standard Encoding. If a different encoding is
active, the font will be generated using custom encoding that will exactly
reflect the active encoding table.

Type 1 Western/Roman group

If Tools > Options > Generating Type 1 > Encoding Options is set to
Select encoding automatically or Export Unicode codepage..., then
FontLab will generate a Standard Encoding-encoded Type 1 font if one of
the encodings from this group is active. Please refer to the “FontLab Studio
Options” section for more discussion on this. Use any of these encodings
when you are working on a typical Western Roman Type 1 font. If you are
working on a Western Roman Type 1 font that will be generated as
Windows Type 1 and as Mac Type 1, use MacOS Roman as your encoding
since this will give you the entire character set that is required to be
present in your font.

Adobe The “native” representation of the Adobe Standard Encoding
Standard Encoding

Default Encoding The simulation of what a Standard Encoding-encoded Type 1
font will appear to the user if installed on the current operating
system

MS Windows 1252 The simulation of what a Standard Encoding-encoded Type 1
Western (ANSI) font will appear to the user if installed on Microsoft Windows

MacOS Roman The simulation of what a Standard Encoding-encoded Type 1
font will appear to the user if installed on Mac OS. Use this
when you are working on a typical Western Roman Type 1 font.




Type 1 non-Western groups

If any of the encodings from these groups is active, the Type 1 font will be
generated with custom encoding if Tools > Options > Generating Type 1
> Encoding options is set to any value except Always write Standard
Encoding.

These encodings can be used as the source of encoding for single-codepage
non-Western Type 1 fonts, e.g. Mac Cyrillic or Windows Greek. If you're
creating a non-Western Type 1 font, make sure to select the appropriate
encoding here, and also set the matching character set in File > Font Info
> Encoding and Unicode > Microsoft Character Set and Mac script and
FOND ID. Only a combination of the correct encoding in the Font Window
and the correct character set setting in Font Info will give you a working
non-Western Type 1 font.

Example encodings in this group:

MS Windows 1251 Encoding for a Windows Cyrillic Type 1 font
Cyrillic

MacOS Cyrillic Encoding for a Mac Cyrillic Type 1 font

Adobe Symbol Encoding for fonts that include mathematical and symbol
characters, defined by Adobe.

“Imported” Encoding

If Tools > Options > Opening Type 1 > Find matching encoding table if
possible is enabled, when FontLab Studio opens a custom-encoded Type 1
font, it will try to match the font’s encoding to known custom encodings. If
the encoding cannot be matched, “Imported” is shown. The “Imported”
encoding will also appear if the user opens a .vfb file that uses an encoding
not present on this user’s machine.

The user can choose Glyph > Glyph Names > Save Encoding to save the
imported encoding into a new .enc file so next time, FontLab Studio will
match the encoding correctly.
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Glyph Arrangement Tables

Type designers use any encoding table as a glyph arrangement table,
i.e. to visually arrange glyphs in a particular order during the design
process of a font (Type 1, TrueType or OpenType). Such a glyph
arrangement table can be used as a “visual map” for the font family so the
designer knows what glyphs need to be designed in all members of the
family — this way, you will not miss an important glyph.

For example, if your font contains several glyphs representing the ‘A’
character, like “A.smcp” (for use with the small caps feature), “A.titl” (for
use with the titling alternates feature), “A.swsh” (for use with the swash
feature), “A.subs” (for use with the subscript feature), it could be a good
idea to have them appear close to each other in the Font Window:

=] | = |Name ﬂ = |.-'1'-. Glwph Definition Encoding ﬂ
f.5 MEp Autitl Az wsh A.zubs - -

A A A A

You can easily build a glyph arrangement table yourself — this is explained
in the next section.

Remember that if you choose any glyph arrangement table in the Names
modes, the glyphs will be displayed in FontLab Studio in the order that you
specified, but the physical arrangement (sequence) of the glyphs in the font
is still determined by the Glyph Indexes. To view the Glyph Indexes
sequence, switch Font Window to the Index mode. You can automatically
sort glyphs according to your glyph arrangement table by choosing Glyph >
Sort Glyphs > By Encoding.



Also remember that when you create OpenType or TrueType fonts, the
encoding table in the Names mode serves as a glyph arrangement table and
not as a source of encoding

Normally, OpenType and TrueType are based on Unicode, so the Unicode
codepoints that you assign to each glyph are the source of the character
encoding. To make sure the encoding of your OpenType or TrueType font
is correct, switch to the Unicode Ranges or Codepages mode. You can
automatically assign Unicode codepoints to your glyphs by using Glyph >
Glyph Names > Generate Unicode.

# Note: Type 1 encoding tables can be also used as source for TrueType
encoding if Tools > Options > Generating OpenType and TrueType >
Ignore Unicode indexes in the font is enabled. This may be useful if you
need to generate a single-codepage non-Western TrueType font for old
systems such as Windows 3.1 or Windows 95, but in most cases, it’s
recommended to keep the said option disabled and use Unicode encoding
rather than Type 1 encoding tables as source of TrueType.

When you activate a different encoding in the Font Window, you will see
that the characters in the Font Window are rearranged. Some characters
will move below “the yellow zone”. Remember that only characters that are
“in the yellow zone” are covered by the currently selected encoding.
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Unicode Ranges

In Unicode the standard character space is divided into planes (defined by
the first byte of the three-byte codes). Each plane (indexes 0 — 65,535) is
divided into ranges. Each range typically covers characters that belong to
one alphabet or have common properties, like the Cyrillic range or the
Hebrew or the Extended Latin.

Ranges may be of various lengths — from a few characters to several
thousand characters (in the case of Kanji characters).

In FontLab Studio you can select any Unicode range and view your font as
organized by the range. All characters with Unicode codepoints in the
selected range will be arranged in order in the yellow zone at the top of the
Font window.

In order to simplify working with Unicode ranges in FontLab Studio all the
“official” ranges in the Unicode standard are subdivided into subranges.
You can work with the whole range or select one of the subranges. For
example, you can select the whole Cyrillic range that includes all currently
used and historic Cyrillic characters, or you can select just the historic
letters or only the Russian alphabet.



To select a range in the Font Window:

1. Switch the Font Window to the Unicode Ranges mode by clicking the
Ranges 02 button.

2. The encoding selection combo box will show the names of all available
Unicode ranges and subranges:

Eil=

C0 contrals
ASCI

C1 Cantrolz and Latin-1 Supplerment
150 8855-1 [aka Latind)

Latin Estended-4
European Latin

Latin Extended-B
Latin extended-B
Croatian digraphs matching Serbian C
Firgin diacritic-vomel combinations
Additions

IPa Estensions
P4, extensions

Spacing Modifier Letters
FPhonetic modifiers derived fram Latin
Mizcellaneous phonetic modifiers
Spacing clones of diacritics
Additions baged on 1939 P4 &

Range names are aligned to the left of the list box and the subranges'
names are indented to the right.

3. Select the range or subrange that you want to work with and you will
see the Font Window change so that only characters from the selected
range are in the yellow (encoded) area.

The definitions of the Unicode ranges and subranges may be changed.
They are placed in a text file that you can edit in any text editor. You can
add your own ranges or subranges that, for example, may include only one
character whose placement is very important to you.
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Codepages

Codepages are tables that map character codes (one byte long) to the
Unicode indexes. Depending on the size of the page, these tables may have
256 or 65,536 records, one for each possible character code. Long
codepages are called double-byte codepages and are primarily used to
represent codes used in Chinese, Japanese, Korean or Vietnamese
languages.

Codepages are necessary because we need to somehow encode text written
in different languages in the one-byte code space. So when we have a text
file encoded according to some codepage, we use the codepage table to find
which characters were used in this text. We may have two different texts
with the same code 192 (decimal), but in one case it may mean the Russian
‘A’ and in the other case it may mean ‘A’ (Agrave).

Codepages are used not only to identify characters, but also to simplify text
sorting, conversion of lowercase to uppercase characters, spell-checking
and in many other applications where it is necessary to know which
characters are used in the text.



Because the Unicode character identification standard covers most

languages it is usually used as the destination information in the codepage
tables. Here is an example of fragments from two different codepages that

map the same codes to different Unicode codepoints:

MS Windows 1252 Western MS Windows 1251 Cyrillic

0xCO
0xC1

0xC2
0xC3
0xC4
0xC5
0xC6
0xC7
0xC8
0xC9
0xCA
0xCB
0xCC

0x00CO0
0x00C1

0x00C2
0x00C3
0x00C4
0x00C5
0x00C6
0x00C7
0x00C8
0x00C9
0x00CA
0x00CB
0x00CC

0xCO0
0xC1

0xC2
0xC3
0xC4
0xC5
0xC6
0xC7
0xC8
0xC9
0xCA
0xCB
0xCC

0x0410
0x0411

0x0412
0x0413
0x0414
0x0415
0x0416
0x0417
0x0418
0x0419
0x041A
0x041B
0x041C

Many different codepages have been defined for many languages and

different operating systems. FontLab Studio 4.6 includes descriptions for

300+ codepages — all the known Windows, OS/2, MS DOS, Mac OS

codepages plus a few others like the Polytonal Greek, Russian KOI-8 and

NeXT Step codepages.

In FontLab Studio a codepage is a filter through which you can “look” at
your font to see how it will work in different environments. For example,

you might include many Unicode characters in your font and see how it

would work if it was installed in OS/2 with the Arabic language selected.
This gives you the opportunity to easily create fonts that will be properly
encoded and will always work correctly.

145



To select a codepage in the Font Window:

1. Switch the ljg_nt Window to the Codepages mode by clicking the
Codepages £2= button.

2. The encoding selection combo box will show the names of all available
codepages:

MS Wind 1252 Wesh

(ANSD) v

M3 Windows 1250 Central European

13 Windows 1251 Cyrillic

M3 Windows 1253 Greek

M35 Windows 1254 Turkish

M3 Windows 1255 Hebrew

M3 Windows 1256 Arabic

M3 Windows 1257 Balkic

M5 Windows 1258 vietnamese

113 Windows 874 Thai (OEM)

M3 Windows 932 Japanese (Shift-J13-based)
M3 Windows 936 Chinese Simplified (GBK)
M5 Windows 949 Korean

M3 Windows 950 Chinese Traditional (BigS-base
M3 Windows Symbol

M35 Windows Symbol Arabic

windows Armenian (ParaType)

windows Cyrillic Asian (ParaTwpe)

windows Cyrillic+Finnish (ParaTvpe)
windows Cyrillic+French (ParaTwpe)
windows Cyrillic+German (ParaType)
windows Georgian (ParaType)

windows Greek Polvtonic (ParaType)

Adobe Standard Encoding

Adobe Symbol Encading

Adobe Zapf Dingbats

16M-1004 Windows Extended

IBM-1006 Urdu - 130

IBM-1008 Arabic Windows - ariginal
I6M-1025 Cyrillic - ERCDIC 0

MS Windows codepages come first, MS DOS codepages follow. All
other codepages are sorted according to their names.

Since all codepages are divided into groups they are available in
submenus of the Encoding menu if the Font window command bar is
in bottom location.

3. Select the codepage that you want from the list and you will see the
Font Window change. All the characters that are in the codepage
appear “in the yellow zone”. All other characters are in the “white” area
below. Select the MS Windows 1252 Western (ANSI) codepage and you
will see how your font will look in the Windows standard (Latin 1)
codepage.
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All codepages in FontLab Studio are defined in editable text files, so you
can change any codepage if you think it is wrong (please let us know!) or
you can define your own codepage. We do not recommend changing any of
the codepages supplied with FontLab Studio. They are extensively tested
and are based on the documents from the companies who supply them.

Put your custom codepage definitions (.cpg files) into the [Shared user data
folder]\Codepage folder (typically C:\Documents and Settings\Your
Username\My Documents\FontLab\Shared\ Codepage) if you want to
make the codepages available to all recent Fontlab Ltd. applications, or in
the [Application user data folder]\ Codepage folder (typically
C:\Documents and Settings\Your Username\My
Documents\FontLab\Studio5\Codepage) if you want to make the
codepages available within FontLab Studio only. Refer to Tools > Options

> General Options > Folders and paths for the actual locations of these
folders. All custom .cpg files should be located in one of these folders.

Double-byte

If your font contains many characters from one of the Far-East languages
you may need to use double-byte codepages. If you select one of these
codepages, you will see an additional control to the right of the codepage
selection list in the toolbar:

i | M3 Windows 350 Chinese (Traditiona ¥ | [46 |

212 | 520E | 5216 | 52A5 | 5508 | 5521 | §520 | 5370 | 53T
. : .
] Rl @ | E | E ||
i ; ! ]

"Ia “al el e w I_a I_a |_a
S404 | 5411 | 540D | 5405 | 54035 | S40E | S406 | 5412 | SREQ
glm]a]aleE]me e

-] -] - -] -] -] -] -] -] -]

bl -1

or on the Font window bottom command bar:

|_Pages mode * || b5 Windows 936 Chin... ™ |on s

This control allows you to select a “page” of the codepage. Theoretically, we
may have 256 pages of 256 codes each, which give us 65,636 codes. In
practice none of the known codepages has that many codes and usually less
than half of that number.
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Advanced Glyph Naming and Encoding

Custom Glyph Naming

General provisions

Theoretically, the OpenType specification permits the designer not to
supply any glyph names at all (at least in case of OpenType TT fonts).
However, realistically, it is essential to create fonts with glyph names that
fulfill the recommendations detailed below.

When fonts are embedded in electronic documents or sent to a printer,
under some circumstances only the information about the glyphs (their
glyph indexes, names and outlines) are retained, while the encoding
information (the associated Unicode codepoints) is lost. The electronic
document “looks right” but the underlying text streams are obscured or not
available. In such cases, meaningfully constructed glyph names can be
used as a help to rebuild or at least approximate the original text. A
practical example: the user creates a text document that uses an OpenType
PS font. The document is printed to a PostScript file. Since PostScript does
not support OpenType PS, the font is embedded in the print stream as
Type 1. The OpenType information such as layout tables or Unicode
codepoints is lost. If Acrobat Distiller is used to convert the PostScript file
to a PDF document, the application first tries to locate the original
OpenType PS font on the user’s system: if the font is found, Distiller is able
to use its original Unicode codepoints and embed them in the PDF
document. But if the original OpenType PS font is not available to Distiller
(for example because the PS-to-PDF conversion happens on a different
machine), Distiller embeds the Type 1 font found in the PostScript stream,
with no Unicode information. Now, when the text in the PDF document is
being searched, copy-pasted or otherwise extracted by an application such
as Acrobat or Google, the application can attempt to rebuild the Unicode
codepoints basing on glyph names included in the embedded Type 1 font.
For Latin or Cyrillic scripts, the recreated text will likely be a very close
match of the original; for Thai or Hindi, the text recreated that way will
probably be only a crude approximation, with letters arranged in incorrect
sequence, and some information missing. But yet, some is often better than
nothing.



Users of the Unicode Standard familiar with the character-glyph model
know that the relationship between glyphs and characters is not a simple
one-to-one mapping.

A glyph in a font can represent the default form of a character. Such glyph
needs to have the Unicode codepoint of the represented character
assigned. For example, the glyph with the glyph index 4 representing the

character $ (U+0024, poLLAR sicn) has the Unicode codepoint 0024 assigned
in the Unicode field of the Properties panel. The glyph’s name is dollar.

A glyph in a font can also represent a variant form of a character. For
example, a font can include a glyph that represents the default form of the

character @ (U+0061, LATIN SMALL LETTER A) as well as glyphs that depict

stylistic variants of that character: a small-cap variant, a swash variant, etc.
The glyph that represents the default form should have the name a and the
Unicode codepoint 0061 assigned in the Properties panel. The variant
glyphs should different names constructed according to guidelines outlined
below. An appropriate OpenType Layout feature  should allow the font
user to produce the particular variant on the screen — the use of an
application and operating system that supports OpenType Layout features
is a prerequisite. To allow the user access to the variant glyphs in
applications that support Unicode but do not support OpenType Layout
features, each of the glyphs may have a PUA (Private Use Area) Unicode
codepoint assigned — but they may also remain unencoded.

A glyph in a font can represent the default form of more than one
character. Here, several cases need to be differentiated.

Adobe Systems: OpenType, Advanced Typography. http://store.adobe.com/type/opentype/#adv
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First, several characters can have identical appearance, so the same glyph
could serve as the default representation of each of those characters. In
such case, the Unicode codepoints of all the represented characters are
entered in the Unicode field of the Properties panel, separated by spaces.
For example, the glyph with the glyph index 66 with the shape of the letter

a could represent two characters: U+0061 (LATIN SMALL LETTER A) and U+0430

(CYRILLIC SMALL LETTER A). In this case, the Unicode field in the Properties
panel would have the entry 0061 0430. The glyph name is a. Generally
however, assigning multiple Unicode codepoints to one glyph is not
recommended, in particular when creating OpenType PS fonts. The
designer should rather duplicate the glyphs, assigning no more than one
Unicode index to each of them (note that one of the glyphs can refer to the
other one as a component).

Another case is that one glyph represents several Unicode characters at a
time. For example, the glyph

”

represents an accented character LATIN CAPITAL LETTER E WITH ACUTE AND DOT
BeLow (used in African languages such as Yoruba). This character does not
have its own codepoint in the Unicode Standard so it needs to be encoded
as a series of characters. It is encoded as E, followed by dot below, followed
by acute (U+0045 U+0323 U+0301). Another example is the glyph

which is a ligature of f followed by f followed by k (U+0066 U+0066 U+006B).
In such cases, again, the appropriate OpenType Layout features must be
used to produce the glyphs. The glyph name should be constructed
accordingly and the glyph may have a pua Unicode codepoint assigned.

The following sections present a summary of the Adobe/FontLab glyph
naming guidelines. These guidelines unify recommendations by Adobe
Systems and those by Fontlab Ltd.



Glyph name limitations

A glyph name must not be longer than 31 characters. The glyph name
consists of a base name, optionally followed by a period (.), which is then
followed by a suffix. Both the base name and the suffix may only include:
uppercase English letters (A-Z), lowercase English letters (a-z), European
digits (0-9), and underscore (_). Other characters such as spaces are not
permitted! A glyph name must start with a letter or the underscore
character — with the exception of the special glyph name “.notdef” that

starts with the period. For example, “twocents”, “a1”, and “_” are valid glyph
names, while “2cents” and “.twocents” are not.

Simple glyph names
Review the Adobe Glyph List for New Fonts (AGLFN):

http://partners.adobe.com/public/developer/en/opentype/aglfn13.txt

If your glyph represents a character listed in AGLFN, use the glyph name
listed there. Instead of using arbitrary names (e.g. “middot™), use
standardized names listed in AGLFN (“periodcentered”).

Review the Unicode Standard code charts. If your glyph represents a
default form of a character encoded in the Unicode Standard but not listed
in AGLFN:

a) for BMP codepoints (codepoints less than FFFF), use the name “uniXXXx”,
that is lowercase “uni” followed by a four-digit Unicode codepoint written
using uppercase hexadecimal digits. Note that “uni” must be lowercase and
XXXX must use uppercase letters for hexadecimal digits, so “uni01EB” is a
valid glyph name but “uniO1eb” or “Uni01Eb” are not.

b) for smp codepoints, use the name “uXXXXX” or “uXXXXxX”, that is

lowercase “u” followed by 5 or 6 uppercase hexadecimal digits representing
the codepoint.

Glyph names with suffix

If your glyph represents an alternate form of a character that is encoded in
the Unicode Standard or is listed in AGLFN, use the glyph name of the basic
form as the base name, followed by a period, followed by a suffix.

For the suffix, use the tag of the OpenType Layout feature that you would
most likely access that glyph through.
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For example, for a small-caps A, use “A.smcp”, for a stylistic alternate R use
“R.salt”, for a swash Q use “Q.swsh”, for a superior m use “m.sups”, for a
tabular 5 use “five.tnum” etc. If there are multiple OpenType Layout
features that can be used to access a glyph, pick the one that is the most
prominent. If a combination of features should be used to access your
glyph, order the appropriate feature tags alphabetically and concatenate
them using the underscore glyph (“_"). For example, for a proportional old
style 2 use “two.onum_pnum”, for a swash small-cap E use
“Egrave.smcp_swsh”.

Compound glyph names

If your glyph represents a “compound character”, i.e. a ligature or an
accented character that does not have a precomposed Unicode codepoint,
and if the character is not explicitly listed in AGLFN or the Unicode
Standard, construct the compound glyph name as follows.

For each element of the compound character, take the base name (or the
entire glyph name if there is no suffix). Concatenate these using
underscore to make the compound base name.

For each element of the compound glyph that has a suffix, concatenate the
suffixes using underscore to make the compound suffix. You may eliminate
duplicate suffix elements.

«© _»

For example, for a ligature of the glyphs “c” and “t”, use “c_t” as glyph
name. For a ligature of the glyphs “f”, “f” and “i”, use “f_f_i” as glyph name.

)

For a ligature of “longs” and “i” use “longs_i” as glyph name. For a ligature of
the glyphs “F.smcp”, “F.smcp” and “l.smcp”, use “F_F_l.smcp” as glyph name.
For a ligature of the glyphs “R.salt” and “s.sups”, use “R_s.salt_sups” as glyph
name. For the African E character use the glyph name

“E_dotbelowcomb_acutecomb”.

If each element of a compound glyph name represents a BMP character, you
can use an alternative way of building the base name, which can potentially
produce a shorter glyph name. The glyph name starts with “uni” and must
be followed by unseparated groups of four uppercase hexadecimal digits
representing the Bmp codepoint of each element. So instead of
“E_dotbelowcomb_acutecomb”, you can use the name “uni004503230301”.

Remember that a glyph name should be no longer than 31 characters, so
you may need to abbreviate the name if needed.



Symbol glyph names

If a glyph does not represent a Unicode character, but rather is an
ornament, a non-textual symbol etc., you can use a glyph name of your
liking (but adhering to the limitations outlined earlier). If you assign pua
codepoints to these glyphs, you can create the glyph names using the
“uniXXXX” scheme, where XXXX represents the pua codepoint.

Additional naming guidelines

Refer to the Adobe guidelines for additional guidelines on making glyph
names, especially for creating complex glyph names that involve “uniXxxx”
and “uXXXXX” glyph names as elements:

http://partners.adobe.com/public/developer/opentype/index_glyph.html

Assigning Unicode codepoints

Refer to the Unicode Standard code charts and assign proper Unicode
codepoints to the glyphs discussed in the section Simple glyph names
earlier.

As discussed above, if the more than one Unicode character share the same
glyph shape, two approaches are theoretically possible:

a) create multiple glyphs with identical content but different names, and
assign one Unicode codepoint per glyph; for example, create a
“periodcentered” glyph and encode it as U+00B7, and create a “uni2219” glyph
and encode it as U+2219. One of the glyphs can refer to the other one as a
component. This is the approach recommended by Fontlab Ltd. for
OpenType fonts, in particular for OpenType PS fonts.

b) alternatively, either assign multiple Unicode codepoints to your glyph;
for example, for “periodcentered”, assign U+00B7 and U+2219.
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Private Use Area codepoints

For glyphs discussed in 0 — 0, you may assign custom codepoints from the
Unicode Private Use Area (PuA): from U+E000 to U+F8FF. However, you also
may choose to leave these glyphs unencoded (not assign any codepoints).

For some applications (e.g. Microsoft Word 2003 for Windows), assigning
PUA codepoints may be the only way to display such glyphs in your font, so
it is practical to assign PuA codepoints. On the other hand, pua codepoints
are completely custom, so there is no way that exchangeability of
documents can be guaranteed. Also, the text that is set using pua
codepoints is “garbled” (spelling, hyphenation, search & replace won’t
work). So this is only a short-sighted interim measure.

Some font developers (e.g. Adobe) assign pua codepoints to glyphs that do
not have proper Unicode codepoints, while others (Microsoft, Bitstream,
Linotype, Tiro Typeworks) leave the glyphs unencoded.



Custom Encoding Tables

Encoding tables are a useful mechanism to filter and view your glyphs in different arrangements.

You can put a large number of glyphs into one font, assign a unique name to each character, and
supply several encoding tables, allowing you to select different sets of charders in the font when
you use different encodings.

For example, in symbol fonts the Greek characters take places that are usually occupied by Latin
characters. With the encoding tables you can include both sets of characters. Just assign the correct
names (like alpha for the ‘A’ character and A for the ‘A’ character) and later you can choose the

symbol encoding to work with the Greek version of your font or choose Roman encoding to use the
Latin characters.

In FontLab Studio you can include up t0 6,400 glyphs in a font. If you need a font editor that
supports more glyphs (up t065,535), Fontlab Ltd. offers AsiaFont Studioa multibyte font editor that
is the “bigger brother” of FontLab Studio.

All encodings are stored in text files that can be edited in any text processor.

To create a custom encoding file:

1. Copy the .encfile located in the Common Files\FontLab\Encoding\T1 non-Western folder to
use as the basis for your new encoding file.

2. Open the copied file in any text editor (Windows Notepad will do) and then edit it, follo wing the
same structure that you find in the original file.

3. Change the name of the encoding and the encoding index in the first line of the file. The first
line should have the folowing structure:

%%FONTLAB STUDIO ENCODING: 7; Adobe Symbol Encoding

“%%FONTLAB STUDIO ENCODING: “is the prefix of the file used to detect properly made
encoding files and must not be changed. Note the space between “’ and the encoding index.

‘7' is the index of the encoding vector. You must not change the encoding vector indexes of any
of the encoding vectors or they will become unusable. If you make your own encodings the
indexes of your files should not be used in any of the other files. The actuatalue of the index is
not important, so you can assign indexes like 1001 or 10001.
The last part of the first line, “Adobe Symbol Encoding ”, is the name of the encoding vector. It
starts at the first nonspace character after ;'. Pick a name on your owrand type it there e.g. “A
Glyph Definition Encoding” - use plain English letters, digits or simple punctuation such as [1()
but avoid too many special characters in the encoding name. Do not use ampersand (&).

4. Change the name of the group in the second line of the file:
%%GROUP:My Custom Encodings
The group name will become the submenu title in the Encoding popup menu. Note that there
is no space after the "' character. We recommend using your foundry name or your personal
name in the encoding group name.

5. Edit the contents of the encoding table, e.g.:

%%FONTLAB STUDIO ENCODING: 1001; A Glyph Definition Encoding
%%GROUP:My Custom Encodings

A.smcp

Atitl

A.swsh

A.subs
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If the encoding table will be used as source of Type 1 encoding, each glyphname should be
followed by a space, followed by a decimal character code, e.g

%%FONTLAB STUDIO ENCODING: 1001; A Glyph Definition Encoding
%%GROUP:My Custom Encodings

A 65

B 66

ce7

D68

Save this encoding file with a different file name but be sure to use the .enc file extension. Put
the .encfile in the [Shared user data folderNEncoding folder (typically C:\Documents and
Settings\Your Username \My Documents \FontLab\Shared\Encoding) if you want to make the
encoding available to all recent Fontlab Ltd. aplications, or in the [Application user data
folder]\Encoding folder (typically C:\Documents and Settings\Your Username\My
Documents\FontLab\Studio5\Encoding) if you want to make the encoding available within
FontLab Studio only. Refer to Tools > Options >General Options > Folders and paths for the
actual locations of these folders. All custom .enc files should be located in this folder!

Restart FontLab Studio to see the new encoding will appear in the Encoding selection combo box.



Custom Unicode Ranges

The Unicode ranges definition file is located in the Program Files\Common Files\FontLab\Data
folder and has the name URANGES.DAT. To view this file, open it in a text editor. You will see the
following text:

%%FONTLAB STUDIO UNICODE RANGES
0x0000,0x007F,CO Controls and Basic Latin
0x0000,0x001F, CO controls

0x0020,0x007F, ASCII

0x0080,0x00FF,C1 Controls and Latin-1 Supplement
0x00A0,0x00FF, 1SO 8859-1 (aka Latin1)
0x0100,0x017F,Latin Extended-A

0x0100,0x017F, European Latin
0x0180,0x024F,Latin Extended-B

The first line of this file is an identification line. It should not be changed or FontLab Studio will not
accept this file as a valid Unicode range definition file.

All other strings have the same structure:
<first index of the range>, <last index>,<range’s name>

Note that there is no space before a name range’s name but there are four spaces before a
subrange’s name. Using this simple method you canrident ranges’ names as you wish.

We do not recommend you to replace the existing URANGES.DAT file. Put your own copy of the file
in the [Application user data folderNEncoding folder (typically C:\Documents and Settings\Your
Username\My Documents \FontLab\Studio5). Refer to Tools > Options > General Options > Folders
and paths for the actual location of the Application user data folder.
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Custom Codepage Definitions

Codepage definition files (extension CPG) are text files that have the following structure:

%%FONTLAB STUDIO CODEPAGE: OxFFFF; MS Windows 1251 Cyrillic
%%GROUP:MS Windows

%%UN2/UN2
0x00 0x0000
0x01 0x0001
0x02 0x0002
0x03 0x0003

The first line of this file is an identification line that is used to set the codepage name and tell
FontLab Studio that this file is a poperly composed codepage definition file. This line must be
started by the text:

%%FONTLAB STUDIO CODEPAGE: OxFFFF;
The name of the codepage follows.

The second line identifies the codepage group name. The group name will become the submenu
title in the Codepage popup menu. Note that there is no space after the "' character.

All other strings starting with ‘%’ are comments and are not interpreted by FontLab Studio.

The following strings are formed as pairs of two integer numbers in decimal or hex (startin g with
“0x") form. The first number is the code of the character and should be in the @55 range. The
second number is the Unicode codepoint of the character and should be in the-®65535 (0-FFFFh)
range. The special Unicode codepoint OXFFFF is used to defne codes that are not mapped to any
character.



Using the Font Window

The glyph chart in the Font window is a visual representation of all the
glyphs in the font. To modify the font you have to learn how to use the
glyph chart: navigate, select glyphs and select commands.
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Navigating

One of the glyphs in the Font window is the “current” glyph. It is specially
highlighted:

You can see the current glyph name and its Unicode codepoint in the
bottom command bar:

Glyph: & [0041] Selected: 151030

To view different parts of the font in the Font window you can either
use the vertical scroll bar or the auto-scroll mode: if you place the mouse
anywhere in the chart; press the mouse button; and move the mouse
cursor above the top or bottom of the chart it will scroll up or down
accordingly selecting the glyphs.

You can also use the SpAcE key to scroll the Font window. Press the space
key, press the mouse button and drag the mouse to scroll the window
vertically. If you have a wheel on your mouse you can use it to scroll the
Font window vertically.

Alternatively you can use the keyboard keys to navigate in the font chart:

Arrow keys Moves the current glyph highlight one cell right, left, up
or down, according to the key used

Ctrl+Right arrow Moves 2 cells right

Ctrl+Left arrow Moves 2 cells left

Page Up and Page Down Moves the glyph highlight one screen up or down

Home Moves the glyph highlight to the leftmost glyph on the
current row

End Moves the glyph highlight to the rightmost glyph on the
current row

Ctrl+Home Moves the glyph highlight to the first glyph on the chart

Ctrl+End Moves the glyph highlight to the last glyph on the chart




Selecting

In addition to the current glyph you can select sets of glyphs in the font
chart. These selections behave similarly to selected text in a text editor —
you can copy selected glyphs to another place in the font or to a different
font; you can apply different effects to the selection; etc. Selected glyphs
have inverted colors. The last selected glyph is the current glyph:

greater | question

To select one or more cells, press the left mouse button on the first or
last cell of your selection and drag the cursor across the cells you want to
select. You will see the selection highlighted. If you drag the cursor outside
the visible part of the chart, it will scroll accordingly. To cancel your
selection, click on any glyph cell.

Alternative: Using the navigating keys on the keyboard, set the current
cell highlight on the first (or last) cell of a selection, then press the SHIFT
key. Move the current cell highlight (as described earlier) to select the cells.

Selection does not have to be continuous. If you press the Ctrr key, you
can select and deselect cells in any order and combination.
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Context Menu

Most commands available in the Font window can be selected from the
context menu.

To open the context menu, press the right mouse button anywhere in
the chart area or just push the Spack key once.

Here is a sample of the Font window context menu:

Width 4
EH Copy Zhrl+C

Delete Delete
A Action... Chrl+T
B Add Moke. ..

Rename,..  CbrHCircumflex accent

Mark, 4

Select Encoding
Select Modified Glyphs
Add Suffix ko Mame. ..

Open Glyph Window
Properties... Alt+Enter

Macra N Current alvph is Default

Remove Unicode
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Here is what the commands mean:

Width Allows you to easily select one of the predefined widths of the
Font window. The width is defined in cells.

Copy Copies the selected glyphs onto the Clipboard. Same as the Copy
command from the Edit menu

Paste Places glyphs from the Clipboard into the font starting from the

first selected cell. Same as the Paste command from the Edit
menu

Append Glyphs

Appends glyphs from the Clipboard to the current font

Delete Deletes the selected glyphs. Same as the Delete command from
the Edit menu

Action Opens the Actions dialog box. Refer to the “Actions” chapter for
more detailed information about actions. Same as the Action
command from the Tools menu

Add Note Adds a Note to the current glyph

Rename Opens a rename dialog box

Mark Marks the selected glyph(s) a color. Allows you to select one of the
five predefined colors, one of 255 custom colors, or remove the
marking

More Submenu with more commands (described below)

Open Glyph Creates a new Glyph window and opens the current glyph in it

Window

Properties Opens the glyph properties panel for the current glyph or selected

glyphs.

163



Contents of the More submenu:

Select Encoding  Selects the current encoding — the yellow zone at the top of the
font chart

Select Modified  Selects all glyphs which were modified since the last font save
Glyphs

Add Suffix to Opens the Glyphname Suffix dialog box allowing to rename

Name selected glyphs by adding suffixes, or replace existing suffixes.
Glyphname suffixes are useful when working with OpenType
Layout features

Current Glyph is  Selects and marks the current glyph as the “default glyph” that
Default is used in Type 1 fonts to represent glyphs that are not present
in the font

Remove Unicode Removes the Unicode codepoints in the selected glyphs

Save Encoding Saves the currently selected encoding to an .enc file.
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Moving Glyphs

You can change the positions of glyphs in the font chart just by moving
them to a new place. Note that moving glyphs is an undoable operation.

To move glyphs in the font chart:

1. Select the glyphs that you want to move.

2. Position the mouse cursor on the selected glyphs.
3. Press the left mouse button.

4. Drag the glyphs to the new position. Release the button to finish
moving,.

If you move glyphs over the cells of existing glyphs, you will see a dialog
box prompting you to choose whether to replace the existing glyphs or save
them by moving them to the end of the encoding:

Y'ou have diopped gluphs at the places uzed
by the glyphs with names listed below

1
n "

¥

 ~o0Do o

3

t

u z

3 braceleft
w bar

Feep replaced symbolz under new names

[ Replace ][ Cancel ]

Leave Keep replaced symbols under new names checked to save the
glyphs (I.e. put the new glyphs in the cells and move the existing glyphs to
cells at the end of the encoding) or clear it to replace them (I.e. delete the
existing glyphs).
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Note that even if source selection is not continuous the destination
selection will be continuous:

bracketlebackslashibrackekriguaciicircununderzcan - grave 3 b [ d o

[ )\ | |8 b|e|d|e

If you are working in the Codepages or Names mode, when you move
glyphs they get new names but keep their old Unicode codepoints. You
must assign proper codepoints later.

If you are working in the Index mode, moving glyphs is used to manually
rearrange their physical sequence in the font. When you move glyphs they
will not replace the glyphs at the destination location but instead the
moved glyphs will be inserted in front of the existing glyphs. The names
and Unicode codepoints of the moved glyphs are retained in this case. To
rearrange the physical sequence automatically, use Glyph > Sort Glyphs.



Saving the Font

Most of the font-modification operations are not undoable, so we
recommend you save your work regularly.

To save a font that you have opened from an existing font file (in
FontLab Studio format) or imported (from other format), use the File >
Save command or click on the Save & button on the Standard toolbar.

To save all opened fonts click the File > Save all command or this
button on the Standard toolbar: &f.

Font(s) will be saved in FontLab Studio format (.vfb extension) to the
folder where the original font was opened.

If this option in the General Options > Open & Save page of the
Options dialog box is active:

[v Create backup files

FontLab Studio will save the previous version of your font in the same
folder as the currently saved .vfb file but will use the .bak file extension
instead. If you would like to go back and open the previous (backup)
version of your .vfb file, use File > Open, navigate to the folder in that you
saved your file and type in *.bak in the File name field, then press Enter.
You will then see the backup file and will be able to open it.

If you are working with a new font or you want to select the
destination folder or change the name of the file, use the File > Save As
command.

Please note that you cannot save fonts with more than 6,400 glyphs. If you
try to save a bigger font you will see a warning message that will
recommend splitting a font into smaller parts. If you want to work with
bigger fonts consider using our AsiaFont Studio product. More information
about it is available at this page:

http://www.fontlab.com/asiafontstudio/
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After you select File > Save As in the menu, you will see the standard File
Save dialog box:

Saveln | (3 WINDDWS v Q2 > @E

1050 Chjava [Chnview
[y Cursars [)LastEood [CIPCHEALTH
[C)Debug [C)LastGood, Trp [C2)Photo Fonks
() Driver Cache C)Media [ChPrefetch
[Cyehome () Micrasoft,MET [CyProfiles
[C)Fants (I Minidump [C)RenisteredPackage
[C)Help [Cymsagent [C)Reqistration
Shime [C)msapps Cirepair

inf msdownld. krp [CIResources

| Installer [Cymui [y security
| e
File: name: iutrg | [ Sawve ]
Save a3 bype: |F0ntLab [*.vfh) vl [ Cancel ]
Fant harne: | J

Choose the destination folder, enter the file name and click Save to save
your font in FontLab format (.vfb).

See the “Generating Fonts” chapter to know how to save fonts in other
formats.
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Autosave

If you want to protect yourself from system or program crashes you can use
the Autosave function that will periodically save the current font.

To activate and customize this feature, open the Tools > Options
dialog box and select the General Options > Open & Save page.

You will see the Autosave controls:

[ Autosave fonts every |10 minukes

Use the check box to activate Autosave and enter the time interval (in
minutes) at which you want to save the font.

Font will be saved into the Autosave folder within the Application user data
folder, typically My Documents\FontLab\Studio5, and will be named using
the following structure:

flsX.save.vfb, where fls are the first 3 letters of Font Name and the X is some
unique value.

If Autosave was active and you have a system or program crash, you can
open your last saved font from the Autosave folder.
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Copying and Pasting Glyphs

To copy selected glyphs, select the Copy command from the Edit menu.
Note that this copies not only the glyph outline, but also the glyph
information, such as its name. The selected glyphs will be placed in the
Windows Clipboard and can be pasted into the same font or into another
font by the Paste command from the same menu. Glyphs from the
Clipboard will be placed starting from the first selected glyph in the
destination font. If the destination position is occupied by existing glyphs a
warning dialog box appears:

Warning!

Y'ou have diopped gluphs at the places uzed
by the glyphs with names listed below

lain semicolon
FEVEN less

|three ight eaual
| Fowr rine greater
|five colan question

Feep replaced symbolz under new names

[ Replace ][ Cancel ]

Leave Keep replaced symbols under new names checked to save the
glyphs (I.e. put the new glyphs in the cells and move the existing glyphs to
cells at the end of the encoding) or clear it to replace them (I.e. delete the
existing glyphs).

If you select the Cut command instead of the Copy command the glyphs
will be copied to the Clipboard but will be deleted from the source
positions.

If you prefer to use the drag-drop method to copy glyphs within a font
window you may do this with the help of the CtrL key. To make a copy of a
glyph, select it (you may select many glyphs at once); position the mouse
cursor on the selection; press the left mouse button; press the Ctri key;
and drag the selection to the place where you want it to be copied. It is
important to have the CTrL key pressed when you release the mouse
button.



The Paste Special Command

When the common Paste command is used all the glyphs’ layers are pasted
from the Clipboard including guidelines, bitmap background, mask etc. To
get more control over the pasting procedure use the Paste Special
command in the Edit menu. The Paste Special dialog appears:

Paste special

Select one or more glyph layers pou want to paste:
I Outline Al
|1 Left sidebearing 1
' Right zidebearing
[] Adv. width

[] Left K.erning

[[] Right K.erning

[ Magk

[ Guidelinez

[] Drawing

[] Bitmap background
] TrueTupe bitmapz

T Bataranca ba alunh,

w

[ Ok ][ Cancel ]

to let you choose what glyph information you are pasting. Check the
checkboxes in the list for information that you want to be pasted.

Check Use the measurement line while copying sidebearings to

calculate glyphs' sidebearings on the basis of the measurement line. Read
more about this line in the "Glyph Window" chapter.

If you want to replace glyphs with the same names just switch the Ignore
destination selection, map glyphs by name option.

Click OK to finish pasting glyphs.

When pasting with this special command the destination selection does not
have to be continuous, i.e. you can select cells to be replaced in any order

and combination. The selection is ignored if you choose to map glyphs by
their names.
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Copying Glyphs to Another Font

You can use two methods to copy glyphs from one font to another:

1) Use the Copy and Paste (Paste Special) commands from the Edit
menu as described, or

2) Drag them to the other font and drop them there. The drag-drop
method is easier and more visual.



Appending Glyphs to the Font

Instead of the Edit > Paste command you can use the Append command
from the Font window context menu to add glyphs from the Clipboard to
the font.

When FontLab Studio appends glyphs, it respects the glyph names and
Unicode codepoints, so on the first attempt glyphs will be placed in the
expected code positions in the font.

Here is an example. Your first font contains Latin glyphs but has no Cyrillic
glyphs. A second font is a Cyrillic font with the matching style and you
want to add Cyrillic support to the first font.

1. Select the Cyrillic glyphs in the second font (this will be easy if you
select the 1251-Cyrillic codepage or the Cyrillic Unicode range) and
copy them to the Clipboard.

2. Return to the first font; right-click the Font window; and click on the
Append command in the context menu:

Widkh r

Copy ChrlC
Paste Chrl+y

3. The Cyrillic glyphs will be appended to the font with their correct
Unicode codepoints and names, so you will not have to re-map the
font.
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Copying Composite Glyphs

If you copy composite glyphs (instead of having their own outlines
composite glyphs are built from references to other glyph outlines) to
another font, FontLab Studio will try to not decompose (replace references
to glyph with actual glyph copies) them. Instead it will try to find matching
components in the glyph set that was copied or, if some components are
not present there — in the destination font.

If FontLab Studio can completely restore composites in the destination
font it will even keep TrueType hinting programs for these glyphs.

Drag-Drop of the Composite Glyphs

If you prefer to use the drag-drop method to copy composite glyphs you
have one additional option: when you drop a composite glyph and FontLab
Studio finds that one or more of its components were not selected to copy
and do not present in the destination font, it shows a message asking you if
you want to copy all the missing components. If your answer is Copy, then
FontLab Studio will automatically append all the necessary components to
the destination font so that all the composites stay unchanged. Otherwise
FontLab Studio will decompose glyphs.

# Note: The described behavior is possible only when both the source and

destination fonts have the same Font UPM value.



Duplicating Unicode codepoints

In FontLab Studio you may assign more than one (up to 63, actually)
Unicode codepoints to a glyph. Visually this means that a glyph that has
several Unicode indexes will appear several times when one of the Unicode
modes (Ranges or Codepages modes) is selected in the Font window. All
copies of the glyph are marked by a small blue mark in the left-top corner
of the glyph cells.

To make a duplicate of a glyph, select it (you may select many glyphs at
once); position the mouse cursor on the selection; press the left mouse
button; press the CtrLand ALt keys; and drag the selection to the place
where you want it to be duplicated. It is important to have the CTrL and
Avtkeys pressed when you release the mouse button.

You can later correct Unicode codepoints assigned to the glyph by using
the Rename Glyph dialog or the Glyph Properties panel (described later).

175



176

Deleting Glyphs

To remove glyphs from the font
1. Select the glyphs that you want to remove.

2. Select the Delete command from the Edit menu or from the popup
menu. Or, press the DELETE key on the keyboard.

3. A dialog box appears asking you if you are sure that you want to delete.

# Note 1: Deleting glyphs from the font is not undoable, so save your work
before deleting glyphs.

# Note 2: If you are in Unicode mode and deleting glyphs with the blue
mark in the top-left corner, they may be removed without any questions
because they are just one of the indexes of a multi-Unicode glyph.



Creating New Glyphs

If you want to create a new glyph in an empty place in the font (a grey cell
in the Font window), double-click the cell.

If you want to create a group of new glyphs with a single command, select
the cells and use the Glyph > Create Glyphs command.

If the selected cells are occupied by existing glyphs a warning dialog box
appears as when you paste from the Clipboard.

If you are creating glyphs “in the yellow zone”, names and Unicode
codepoints are assigned to the newly created glyphs according to the
selected encoding table.

You also can use the Glyph > Create Glyphs If Empty command to create
new glyphs only in the cells that are not occupied by existing glyphs. This
command is available only for the encoded glyph cells.

By default, the newly created glyphs will be blank and will have a default
advance width. If Tools > Options > Font window > Create Glyphs
command generates them if possible is enabled, FontLab Studio will
attempt to generate the glyphs that are being created. For example, if your
font includes the basic English letters and some diacritic marks, and you
try to create some Western or Central European accented glyphs, they will
be automatically generated so the appropriate components will be placed
into the glyph. See the section on Generate Glyphs command.

If Tools > Options > Font Window > Templates > Put glyph template
images in Background layer when creating new glyphs is enabled,
FontLab Studio will automatically place the grey glyph template images
into the bitmap Background layer. You can use these as reference for
drawing your glyphs or autotrace them using one of the Tools >
Background commands
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Marking Glyphs

Sometimes you need to visually differentiate groups of glyphs to easily
examine and select them.

With marking you can add color to a glyph cell in the Font window. There
are five predefined colors: red, blue, green, magenta and cyan and a
command for selecting a custom color.

Marking is useful when you want to add structure to a font — for example,
make a visual difference between digits, uppercase and lowercase glyphs. If
you want to use this information internally (in macros), we recommend
you use glyph classes (described in the “OpenType Fonts” chapter), but if
you only want to have visual differentiation, marking is OK:
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To mark the glyphs, select them in the Font window; right-click; and select
the marking color in the Mark submenu of the context menu:
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To remove marking, select the marked glyphs; right-click; and select the
“empty” rectangle d in the Mark menu.

To mark the selected glyphs with a custom color, select the Custom
command in the Mark submenu of the context menu. You will see the
following dialog:

Mark &

Mark glyphs

S
b

Mark value: 1194 ]

[ QK ] [ Cancel ]

Enable the checkbox and use the slider to select your custom color or enter
its numeric value in the edit box. Click OK to mark the glyphs.

To simplify repetitive marking operations you can drag the mark menu by
its tiny header and convert it into a toolbar:

H N ENENO

To remove the color mark, click on the “None” button within the Mark
submenu/toolbar, or uncheck the checkbox in the Custom Mark dialog.
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Searching for Glyphs

Sometimes you need to find a particular glyph in your font, especially in
large fonts. Select the Find command in the Edit menu or press
CTRL+BACKSPACE on the keyboard. You will see a dialog box:

;Name v | begins with v, .

[ ]reate unexisting glyph [ (8] 4 H Zancel J

To find a glyph:

1.

In the left-top combo box select the method by which you want to
search for the glyph:

Name

Searches for the glyphname

Code

Searches for the decimal local character code of the glyph in
the current encoding or codepage

ANSI character

Searches for the glyph that is mapped to one of the ANSI
glyphs in the selected codepage or encoding

Unicode index

Searches for glyphs with Unicode codepoint attributes given

Width

Searches for glyphs with the width in the selected range

Bottom, Top

Searches for glyphs whose bottom or top line falls in the
specified range

Components

Searches for glyphs that have the specified number of
components

Glyph index

Searches for glyphs with their index attributes given.

In the combo box to the right of the method select the comparison
factor: begins with, equals to, less than, more than, etc.



4, In the right-top editing field enter the information (depending on your
selection) that will be used to find the glyph.

5. The names of all the glyphs that match the criterion will appear in the

list.
Mame » | begins with » | | A
& 0041 -
AE 00Ce
AEacute 01FC
facute oncl
Abreve 010z
Abreveacute 1IEAE o
Total; 27

[ ]create unexisting glvph [ (8] 4 H Cancel ]

Select the glyph name that you want (its preview appears in the
preview panel) and press OK, or enter more information to narrow
your search.

Use the buttons at the bottom of the dialog box for additional
features:

to select all found glyphs in the Font window

to mark all found glyphs in the Font window in red.

These features are very useful for managing big fonts. For example: open
the Find Glyph dialog box; change it to Names mode and enter ‘A’ as the
search pattern. In a standard Latin font it will list all glyphs that begin with
the uppercase A:

A

Aacute
Acircumflex
Adieresis
AE

Agrave
Aring

Atilde

If you mark or select them, you can easily create a glyph group that you can
use in advanced features, like class-based kerning or OpenType features.
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I Renaming Glyphs

Usually it is not necessary to manually rename glyphs because their names
and Unicode codepoints are assigned automatically when you move glyphs
in the Font window. But if you want to see the information and correct it,
select the Rename Glyph command from the Glyph menu. Or just press
CtrL+)\ on the keyboard.

You will see a dialog box:

Rename Glyph

Current glyph name and Unicode indexes
HANE g

i3 | oos3

New glyph name and Unicode index{es)

HANE [ < ey

|
Options
[ Replace existing glyphs with the same name or Unicode indez
keep replaced glvphs with the new name or Unicode index
[ Jrename glyph in all classes
[rename glyph in OpenType code

[ Rename Mext Glyph l I it ]’ Cancel l

In the top part of the dialog box you see the current name and Unicode
codepoint (indexes) of the glyph. In the middle there are two edit fields
where you may change the information. Below them lie the options
controls.

To change a glyph’s name enter a new name in the Name field. If this
glyph has a properly assigned Unicode codepoint and you want to find the
name mapped to that index in FontLab Studio’s database press the Auto
button to the right of the edit field and FontLab Studio will fill in the Name
field for you.



If the option Replace existing glyphs with the same name or Unicode
codepoint option is not checked then, if you enter a name that is already
assigned to one of the font’s glyphs, the OK button will be disabled and you
will not be able to assign that name. Switch the option on to allow FontLab
Studio to replace glyphs. Use the next option to control how FontLab
Studio does the replacement.

Use the Unicode edit field to change a glyph’s Unicode codepoints. You
may enter more than one Unicode codepoint separated by a space. Use the
Auto button to find the Unicode codepoints mapped to a glyph’s name in
FontLab Studio’s database.

Rename glyph in all classes — this option will automatically change the
glyph name in all classes that contain the glyph being renamed.

Rename glyph in OpenType code — this option will automatically change
the glyph name in all OpenType features that contain the glyph being
renamed.

Press the OK button to assign a new name to the glyph. You will see that
the glyph moves to a new place in the Font window depending on the
currently selected encoding vector, Unicode range or codepage.

If you want to rename more glyphs, press the Rename Next Glyph button.
A new name will be assigned to the current glyph (as if you had pressed the
OK button) and data from the next glyph will appear for editing.

To just change the existing glyph name suffix, choose More > Add Suffix
to Name from the Font Window context menu, choose a new suffix and
enable Replace existing new suffix.

To rename glyph names in an OpenType Layout feature definition code,
click on the Rename glyph in OT code button on the OpenType panel.
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Reencoding the Font

In FontLab Studio you can assign names from the encoding vector to
glyphs that are sorted in the Font Window according to a different
encoding vector. Or you can assign Unicode codepoints from one codepage
to the currently selected (different) codepage if the Font window is in
Codepages mode.

In this operation FontLab Studio takes encoded glyphs (glyphs that are in
the yellow zone of the Font window’s glyph chart) one by one and assigns
names or Unicode codepoints from the encoding vector (or codepage) that
you select.

To reencode glyphs, select the Names or Codepages mode in the Font
window. Select the Names mode to assign new names and the Codepages
mode to assign new Unicode codepoints. Then select the Reencode Glyphs
command from the Glyph > Glyph Names menu.

Depending on the selected mode you will see one of the following dialog
boxes:

Reencode Font

Current codepage: M5 “Windows 1252 Latin 1
Select destination codepage:
EE ydows 1252 Latin 1
| M5 “Windows 1250 Eastern European

WS Windows 12571 Cyrillic

S Windows 1253 Greek

M5 Windows 1254 Turkish

WS Windows 1255 Hebrew

S Windows 1256 drabic

M5 Windows 1257 Baltic v

T R oL e PR =

Glyph names will be automatically recalculated during this operation.

(*) Move glyphs to the new codepage
(O Copy glyphs
Re-generate all Unicode indexes

[ oK ][ Cancel ]

Codepage version of the Reencode Font dialog box



Reencode Font

Current encoding: Default Encoding
Select destination encoding:

| Imported

Adobe Cyrillic: (b ac

u Standard Encoding
Adobe Symbal Encoding

Cochin #144

Default Encoding
Helveticalinotype-Bold #145
tacintosh Foman

CRE

Re-generate all glyph names

I

Unicode indexes will be automatically recalculated during this operation.

(*) Automatically generate names for conflicting glyphs
() Exchange names of the conflicting aluphs

[ oK ][ Cancel ]

Encoding version of the Reencode Font dialog box

Select the codepage or encoding table to which you want to reencode the
glyphs and set the options necessary to control the reencoding process:

Codepages mode:

Move glyphs to the new
codepage

Removes currently assigned Unicode codepoints and
assigns new ones. Visually this means that glyphs are
moved to their new places

Copy glyphs

Add new Unicode codepoints. Visually this means that
glyphs having more than one Unicode codepoint
assigned are copied to their new places

Re-generate all Names

All glyphs will get their names based on Unicode.

Encoding mode:

Automatically generate
names for conflicting

glyphs

If a glyph with the same name as one of the reencoding
glyphs needs to be changed a new name will
automatically be generated

Exchange names of the
conflicting glyphs

If a glyph with the name that needs to be assigned
already exists, it will get the name of the reencoded
glyph, so visually the glyphs will be exchanged

Re-generate all Unicode
codepoints

All glyphs will get Unicode codepoints based on new
names.
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Some Examples

Situation 1: You want to make a TrueType font that will have a non-windows codepage in
Windows, say, one of the DOS codepages:

1. Select the desired new codepage in the Codepages mode of the Font window
Place all glyphs as necessary.

Save this “properly encoded” version of the font.

Select the Reencode Glyphs command.

Choose the Windows Symbol codepage and the “Move” option. Press  OK.

. See the results in the Font window.

ov e wN

Do not forget to set the Symbol glyph set in the Font Info before exporting this font.

Situation 2: You imported a Type 1 font with non-standard encoding andwant to save it with
standard encoding to be sure that it will work in all Windows.

1. Select the Reencode Glyphs command.
2. Choose the Default Encoding and “Generate Names"” options. PressOK.
3. Seetheresults in the Font window.



Unicode-Related Operations

Several commands in the Glyph > Glyph Names menu work with the font’s
Unicode information.

Generating Unicode codepoints

To automatically generate Unicode indexes for all the glyphs in the font,
select the Generate Unicode command from the Glyph > Glyph Names

menu.

You will see the dialog box:

with thiz cammand you will automatically generate Unicode indexes for
all gluphz in the font uzing the glphs' names as the source of
infarmation.

Please, select one of the mapping files in the list below:

| Standard Table == vl
[1Use this table as default

Tiy to keep exizting Unicode indexes

[ DK |[ Cancel ]

This dialog lets you choose the mapping file. The structure of a mapping
file is described below, but its purpose is simple: to map Unicode
codepoints to a set of predefined names.
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Set the options helping to control the process:

Use this table as default  The selected mapping file will become the default one.
You will not need to select it again the next time the
dialog opens

Try to keep existing If this option is on glyphs having Unicode codepoints

Unicode codepoints assigned will keep them untouched

Assign PUA indexes to If this option is on FontLab Studio will assign to

unencoded glyphs unencoded glyphs Unicode indexes from Private Use
Area

Apply only to selected If this option is on FontLab Studio will apply the
glyphs operation to the selected cells only.

You select the appropriate file and click OK. Then FontLab Studio will:

1. Remove all Unicode data if Try to keep existing Unicode indexes is
off.

2. Search the selected name-Unicode database for each glyph’s name.

3. Ifthe name is in the database it adds the Unicode codepoint linked
with this name to the glyph’s list of Unicode codepoints.

4, Because the database may link more than one Unicode codepoint with
a name, steps 2 and 3 are processed whenever a glyph’s name is found
in the database.



Structure of the Name-Unicode Database

The database that links Unicode codepoints and glyph names is nothing more than a text file,
standard.nam or agl.nam, located in theProgram Files\Common Files\FontLab\Mapping folder
that has the following structure:

%%FONTLAB STUDIO NAMETABLE[: Database_name]

0x0000 .notdef

0x0002 nonmarkingreturn

0x0020 visiblespace

0x0020 space

The first line of this file is a signature that is used to show that this file is a properly defined database
file. This line may contain the database name like in agl.nam:

%%FONTLAB STUDIO NAMETABLE: Adobe Glyph List
The lines that follow the signature have a very simple structure:
<Unicode codepoint> <name>

The Unicode codepoint may be in decimal or hex (started with ‘0x’) form. The name should not have
any spaces. Names are case sensitive.

One Unicode codepoint may be linked with more than one name and several Unicode codepoints
may be linked with one name.

If the name is preceded with the !, it means that Unicode may be generated from the name but
none of the marked names may be generated when the Unicode codepoint is known. This is
necessary when none of the glyph’s names is included in the list of standard names supported by
Adobe (Adobe Glyph List). This feature makes it possible to generate correct Unicode codepoints
for incorrectly named glyphs but will never assign incorrect names.

You can extend these files in any text editor, but we strongly recommend not changing them.
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Generating Names

This operation is the opposite of the one described in the previous section.
If you select the Generate Names command in the Glyph > Glyph Names
menu, FontLab Studio will use the name-Unicode database to
automatically find names for glyphs whose Unicode codepoints are in the
database.

Note that if more than one name is linked to the Unicode codepoint,
FontLab Studio will use the one that is first in the database.

If some of the glyphs don’t have any Unicode codepoints, FontLab Studio
will try to keep their names unchanged. Use the following option in the
dialog box to control this feature:

Ty to keep exizting alyph names

You may generate names for selected glyphs if you use the following
option:

apply only to selected glyphs



Removing Unicode Information

If you want to reset the Unicode information in your font, select the Clear

Unicode command from the Glyph > Glyph Names menu. All Unicode
information will be removed from all glyphs in the font. This operation

cannot be applied to selection.

You may selectively remove Unicode codepoints from glyphs

selected in the Font window:

1.
2.

Select the glyphs.

Right-click the selection and choose the Remove Unicode command
from the More submenu of the context menu:

idkh L4
Copy Chrl+C
Delete Delete
Mark. 4
Sort glyphs 4

Edit in new window

T Edit metrics
Properties. .. Ale+Enter

Macro L4

Bename...

Select As Default

Remaove Unicode

B &dd Mote

Select encoding

A Transform...

Transform Range...

Chrl+),

T

Chr+-Sh+T

FontLab Studio will remove the Unicode codepoints from all selected

glyphs.
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The Font Map Panel

When you work with really big Unicode-encoded fonts, you may need to
have an overview of your whole font. FontLab Studio has a special panel,
called the Font Map, which can represent the entire Unicode code space as
a set of 256 x 256 pictures where every pixel represents a double-byte code
and every picture is a plain.

Every pixel row in this picture represents a Unicode page — 256 Unicode
codepoints which begin with the same code. For example, codes A700-
ATFF will form one row.

Every pixel in the row represents an individual code.

To open the Font Map panel, use the Font Map command in the Window
> Panels menu. You will see a panel that consists of the code picture,
toolbar and status bar:

@ e

[ z0 z0 4o B0 k@ TH g0 30 A0 B0 CO0 D0 ED FO 100
I 1 1 L 1 1 1 L 1 1 1 1 1 1 1 L 1

100 Fo E0 Db £0 B0 A0 30 TO £0 &0 B0 40 0 2o R
ek 1

Uni: S367

The picture represents Plain 0 of the whole Unicode codespace: codes 0000-
FFFF.



The buttons on the toolbar mean:

&, Turns on zoom mode

Changes the Font Map to double-byte codepage mode

T

Updates the contents of the Font Map

By clicking the ' button on the toolbar you can zoom in on part of the
Font Map:

=
=
-
=
=
=
-
=

In this mode it is much easier to manage individual codes. To scroll a
zoomed Font Map, press the left mouse button and drag the cursor beyond
the Map borders.

If you click the Font Map, you will see the current Unicode codepoint
appear on the status bar below the Map picture. The current code is
highlighted with a cross hair.

Double click any code in the Map to jump to the glyph that is mapped
toit.

To switch to another plane of the codespace, use the Plane control in the
status bar:

Flane: |0 £

Font Map automatically tracks changes you make to the font. If you are not
sure that it is correctly updated (this may happen with some macro
programs), click on the & button to manually update the Map.
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Managing Double-Byte Codepages

If you are working on a CJKV (the acronym for Chinese, Japanese, Korean
and Vietnamese) font, you may want to look at your font in a double-byte
codepage.

Open the Font Map panel and in the Font window of your font select one of
the double-byte codepages.

You will see this button £2= enabled in the Font Map toolbar. Click it and
you will see the Font Map rearrange to represent your font with the applied
double-byte codepage. In this mode every row represents 256 glyphs that
are “assigned” to the specific first byte.

In the following picture you can see a Traditional Chinese font in Unicode
mode (in the left picture) and in Codepage 950 mode (right):

Unicode mode Codepage 950

In the codepage mode green pixels represent codes in the codepage that
are covered by one of the glyphs in the font. Cyan pixels mean codes in
the codepage that are not covered by any glyphs in the font.



Notes

Sometimes you may need to add a description or some other information
to a glyph. In FontLab Studio you can do that using the Notes function.

A Note is a small text box that you can attach to the glyph. It is visible in
the Font window and in the Glyph window.

To add a note to a glyph in the Font window: left-click it; press the right
mouse button; and select the Add Note command in the context menu.

You will see a Note window:

Mote w1 X

il

]

Enter the text of the note and click the ¥ button in the caption bar to
accept changes or Xl to reject the changes and close the window. There are
also keyboard shortcuts: CTRL+ENTER to accept changes or Esc to exit.

If you have entered something in the note box you will see the note icon
appear in the glyph cell:

o041

A

The cell is also marked as changed but not saved.

To open the note, click the right button on the note icon. You will see the
note window with the text of the note. The window will disappear when
you release the button.

To edit a note, double-click the note icon or select the Add Note
command from the context menu.

To remove the note, open it for editing and remove the text.

You can make the note icons invisible in the Font Window > Glyph Cell
section of the Options dialog.
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Sorting Glyphs

Sometimes you may want to sort the glyphs in a font file in some order
other than their current order. There are two common reasons to do this:

1. You may need to sort glyphs to optimize a font’s performance — if you
place glyphs that are used most often at the beginning of the glyph
collection in some cases it may improve performance.

2. You may need to sort glyphs according to some logical sequence. Some
programs (for example, Adobe InDesign) have a “glyph insert” feature
that shows the collection of glyphs sorted exactly as it is in the font file.

Please note that sorting of the glyphs has no effect on glyph encoding or
names.

To sort the glyphs choose one of the commands in the Sort Glyphs
submenu of the Glyph menu:

Sork glyphs By name

By Unicode

By encoding

This is the list of sorting options:

By Name Glyphs are sorted alphabetically by their names in ascending order

By Unicode Glyphs are sorted by the assigned Unicode codepoints in
ascending order. Glyphs that don’t have Unicode codepoints are
stored at the end of the glyph collection

By Encoding Glyphs are sorted according to the encoding table currently
selected in the Names mode. This option allows you to customize
the sorting order using the definition encoding tables.

To preview the result of sorting, switch the Font window to the Index mode
by clicking this button: (B i the Font Window command bar.



Working with Multiple Fonts

In FontLab Studio you can open many fonts at once. Since every font has
its own Font window sometimes the FontLab Studio workspace becomes so
crowded with windows that finding a particular font is not easy. This
section will explain how to use FontLab Studio tools that are specially
designed to help you manage many open fonts simultaneously.

To open many fonts you can use the standard File > Open command,
then select many font files using Ctrr and SHirr-click in the File Open
dialog box. You can also select font files in Windows Explorer and drag
them to the FontLab Studio window — all of them will be opened.

When you open 15 fonts the FontLab Studio window might look like this:

fle Edt Yew Gyph ook Window Help

Dedd & B

mmmmmm

seurizh | phiz | commy [Wphemi paried | Awh | swe | sme | mwe | Wees [ fow | fin | ow | coven | siaw

Use left mause button ko select ne or mare glyphs A 0041 5:1T:223

which is not the best way to work. Add to this picture a few open Glyph and
Metrics windows and you will see why workspace management is
necessary.
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Windows List

The easiest way to manage open windows is to use the Window menu. It
contains some very useful commands:

Cascade Organizes open windows in a cascade like in the picture above

Tile horizontally Organizes windows like tiles on a rectangular floor
Tile vertically

Windows... Opens the windows management dialog box.

Choose the Windows command and you will see a dialog box:

Windows

Select window: Activate

A Font

EFont -
A Fant -

-ITC Officina Sang
A Fant -
A Fant -
M Font -
M Font -
M Font -
M Font -
M Font -
M Font -
M Font -

FreeFontPro [C: Mreefontpro, wib] ~|

ITC Officina

Sans Bold Cyrillic [C:NPSFONTSAOSMER  C
Sans Bold Italic Cyrillic [C:APSFOMTS E
Book Cyrillic [C:\PSFONTSY0SN45_ C
ITC Officing Sang Book Italic Cyilic [CAPSFOMTSWO0SHY
PT ElackGrotesk Cuillic [C:A\PSFONTEABLGES  CFFE]
PT BlackGratesk Oblique Cyrillic: [C:APSFOMTSA\BLGEE
PT FreeSet Bold Cyrillic: [C:A\PSFOMTSYWFRSES__C.PFB]
PT FreeSet Cyrillic [C:A\PSFOMTSAFRS45_ C.PFE]

PT FreeSetBlack Bold Cyrilic [C:\PSFONTSAFRSSE6__CF

PT FreeSetBlack Cyillc [C:\PSFONTSAFRS95__C.PFB]

PT Futuriz Black Cyrillic [C:APSFONTSMFT35_ C.PFE]
PT Futuriz ExtraBold Cyrillic: [C:APSFONTS4FTXE5__C.PFE

Save

LCloze wWindow(z

Minimize

]

EM Font - PT Futuriz ExtraBold Italic Cyrillic [C:\PSFONTSAFTXEE e |
—— 4|

P e i i S T RN s S R Wt et T e o m A B s S Lol e Ul 1

Most of the dialog box is covered by the list of open windows. Select one of
the windows in the list and click the Activate button to activate that

window and move it to the top.

To close one or more windows, select them in the list and click the Close
Window(s) button.

Select two or more windows in the list and click Cascade, Tile Horizontally
or Tile Vertically to perform one of the operations only with the selected
windows. All other windows will be automatically minimized.

Use the Minimize button to minimize selected windows.



Fonts Panel

The Windows dialog box is very powerful, but it works only on windows,

without paying any attention to the contents of the windows — fonts.

To organize your open fonts, use the Fonts panel. Select the Fonts

command in the Window>Panels menu. When you click on this command

you will see the panel:

wr | bR Bl
Cronos Pro Subhead
F| Cronos Pro Subhead [CronosPro-Subh.otf]
F! Cronos Pro Subhead Italic [CronosPro-Subhlt, otf]
F| Cronos Pro Bold Subhead [CronosPro-BoldSubh. otf]
F! Cronos Pro Bold Subhead Italic [CronosPro-BoldSubhlt.otf]
Cronos Pro
F| Cronos Pro [CronosPro-Regular. otf]
F'| Cronos Pro Italic [CronosPro-Italic, otf]
F! Cronos Pro Bold [CronosPro-Bold. okf]
F!| Cronos Pro Bold Ikalic [CronosPro-BoldIt, otf]
Cronos Pro Caplion
F| Cronos Pro Caption [CronosPro-Capt,otf]
F| Cronos Pro Caption Italic [CronosPro-CaptIt.obf]
F| Cronos Pro Bold Caption [CronosPro-EBoldCapt, otf]
F| Cronos Pro Bold Caption Italic [CronosPro-BoldCaptlt. obf]
Cronos Pro Display
F| Cronos Pro Display [CronosPro-Disp. okf]
F! Cronos Pro Display Italic [CronosPro-Displt.otf]
F! Cronos Pro Bold Display [CronosPro-BoldDisp,otf]
F! Cronos Pro Bold Display talic [CronosPro-BoldDisplt. atF]

Total Fonts: 32 Grouped by Family Kame

The Fonts panel contains a small toolbar in the top area and a list of open
fonts. All open fonts are automatically arranged in font families using the

Family Name entry in the font header (see the “Font Header” chapter).
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You can choose to group fonts using the OpenType Family Name entry:

onks
wt | b e R

= Cronos Pro e

F| Cronos Pro [CronosPro-Regular, okf]

F| Cronos Pro Bold [CronosPro-Bold. otf]
Cronos Pro Bold Caption [CronosPro-BoldCapt.atf]
Cronos Pro Baold Caption Italic [CronosPro-BoldCaptlt. obf]
Cronos Pro Bold Display [CronosPro-BoldDisp,otf]
Cronos Pro Bold Display Italic [CronosPro-BoldDisplt.atf]
Cronos Pro Bold Ikalic [CronosPro-BoldIt. okf]
Cronos Pro Bold Subhead [CronosPro-BoldSubh, otf]
Cronos Pro Bold Subhead Italic [CronosPro-BoldSubhlt.otf]
Cronos Pro Caption [CronosPro-Capt.otf]
Cronos Pro Caption Ikalic [CronosPro-Captlt,otf]
Cronos Pro Display [ CronasPro-Disp.obfF]
Cronos Pro Display Italic [CronosPro-Displt.otf]
Cronos Pro Italic [CronosPro-Ikalic,otf]
Cronos Pra Light [CromosPra-LE.abF]
Cronos Pro Light Caption [CronosPro-LbCapt, otf]
Cronos Pro Light Caption Italic [CronosPro-LkCaptIt. okf]
Cronos Pro Light Display [CronosPro-LEDisp, otf]
Cronos Pro Light Display Italic [CronosPro-LEDispIt, okf] >

TMTTATATATMTATMTMT NN TN

-

Tokal Fonks: 32 Grouped by OT Family Mame

Use the popup menu in the toolbar to select how to arrange fonts in
families:

Group By Eamily
Group By QT Family

Double-click a font name in the list to activate the Font window containing
that font. All other operations are accessible from the toolbar:

82| Opens the Font Info editor for the font selected in the list

™ Closes the selected font. If you have unsaved changes FontLab Studio will
issue a warning message

ot Merges fonts — adds glyphs from the font selected in the list to the currently

active font (contained in the active Font window)

il

Opens a menu with macro programs that can be applied to the font selected in
the list

Opens the FontLab Studio workspace file

ol

+:

“Id Saves the workspace file

2] ~ Allows you to arrange fonts in families using the Family Name or OT Family
Name entry.




When you open some glyphs for editing, you will see names of those glyphs
appear in the Fonts panel:

= Cronos Pro

= F| iZronos Pro [CronosPro-Regular . okf]
G| eogonek
G T
G queskion

Each glyph name is a reference to the glyph window opened with that
glyph. You can use these references to bring glyph window with some glyph
to the front (just double-click on the glyph name) or to close it (select it
and click on the close button on the Fonts panel toolbar).

When you open some Metrics windows, you will see they also appear in the
Fonts panel:

= haparral Pro

=I-- F| Chaparral Pro [ChaparralPro-Regular.okf]
I [ABCDE]
M| [Hamburgefons]
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Merging Fonts

You can merge fonts — append all the glyphs from one font to another —
with the Merge Fonts command in the Tools menu or in the Fonts panel.
Merging fonts is very useful when you have several fonts that cover
different scripts and want to combine them into one big Unicode font.
Smaller fonts are easier to manage and open/save.

During this process FontLab Studio will try to keep hinting information,
composite glyphs and kerning pairs. FontLab Studio will also try to keep
the Unicode codepoints and names of the appended glyphs.

To merge fonts in the Fonts panel:

1. Open the two fonts you want to merge.
2. Open the Fonts panel.

3. Activate the font to which you want to append glyphs — double-click
the font name in the Fonts panel.

4. Inthe Fonts panel select the font from which you want to append
glyphs.
5. Click the Append button w= in the Fonts panel toolbar.

If copied glyphs have names that already exist in the destination font,
FontLab Studio will replace existing glyphs.



To merge fonts with the menu command:

1. Open the two fonts you want to merge.
2. Activate the font to which you want to append glyphs.

3. Select the Merge Fonts command from the Tools menu. The Merge
Fonts dialog box appears:

Merge Fonts &)

Select the source font in the list below:

You have selected font BelMT-SemiBoldSC as & source font,

ABCaBc123

If a glyph already exists in the target font:

| Rename the existing glyph v:

Mark appended and renamed glyphs

[ [e]4 ][ Cancel ]

4. Inthe font list select the font from which you want to append glyphs.

5. Set the desired action for the cases when glyphs have names that
already exist in the destination font. You may choose to overwrite
existing glyphs, or rename source or destination glyphs, or to not copy
duplicate glyphs at all.

6. Click on the OK button to merge fonts.
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Saving and Opening a Project

To keep your font project intact FontLab Studio offers some project
management functions.

A Project is a set of fonts opened in FontLab Studio and information about
the position and size of their font windows.

To save a project, use the “@button in the Fonts panel toolbar. FontLab
Studio will open a standard File Save dialog box where you can select a
name and path for the project file. FontLab Studio project files have the

extension “.flw”.

FontLab Studio project files are automatically generated macro programs
in the Python scripting language. They are text files that you can edit with
any text editor if you wish. (Recommended only for the knowledgeable and
brave.)

To open a project file, use the ‘& button in the Fonts panel toolbar or
simply drag-drop the .flw file onto the FontLab Studio window.

# Note that FontLab Studio project files won’t open if Python is not installed

on the System.



Saving and Opening a Workspace

A Workspace is the information about visual interface items customizable
in FontLab Studio: panels, menus, toolbars and keyboard shortcuts.

To save a workspace, use the Export Workspace command in the Window
> Workspace menu. FontLab Studio will open a standard File Save dialog
box where you can select a name for the workspace file. The default
destination for the workspace files is the [Application user data
folder]\Workspaces folder (typically C:\Documents and Settings\Your
Username\My Documents\FontLab\Studio5\Workspace). FontLab Studio
workspace files have the extension “.xml”.

To open a workspace file, use the same Window > Workspace menu where
all workspaces that were stored in the above mentioned folder are listed.

Before opening the saved workspace FontLab Studio will ask you whether
you want to save the current user interface configuration.
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Applying Modifications

You can find many modification commands in the Contour, Glyph and
Tools menus that can be applied to the open glyph in the Glyph window
(see the “Glyph Window” chapter), but most of them are applicable to the
glyph(s) selected in the Font window.

To apply a modification command, select the glyphs in the Font window
and choose the appropriate command in the Contour, Tools or Glyph
menu. For example, to convert glyphs from TrueType outlines to Type 1
outlines, select the glyphs that you want to convert and choose the Contour
> Convert > Curves To PostScript command. If more than 128 glyphs
were selected for transformation, you will see the warning message:

Attention! El

'ou will apply selected action to the 1203 glyphz. Thiz operation iz
not undoable.

Do you want b continue and transform glyphs?

L ves J[ Mo |

Click Yes and FontLab Studio will apply the command to all selected
glyphs.
You can find descriptions of all modification commands in the chapter

“Glyph Window”. Please also refer to the “Actions” chapter for related
information.



Blending Fonts

With FontLab Studio you can automatically blend two fonts and generate
an intermediate version of them:

ABCabcl23

First font

ABCabci23

Second Font

ABCabcl123

Resulting font (50% blend)

The font blending process is completely automatic, it analyses the shapes
of glyphs and tries to find the best way to morph one to another. Best
example of blend feature is to make a font that has weight intermediate to
two existing weights.
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You must have at least two fonts open to use the Blend fonts operation. To
activate the Blend feature, select the Blend fonts command from the Tools
menu. A dialog box appears:

Blend Fonts

Select the first fonk:
IE m

ABCabc123

Select the second fort
| OfficinaS ansC-Bold v

ABCabc123

(%) Blend fonts () Build the Multiple b aster font

Drestination font:

i FreeFontPro “ I
() &1l existing source glyphs Blend amount: :_50_31 i_'-_ __|
() Selected destination glyphs Wniform

Do not interpolate compatible outlines

[ 0K ][ Cancel ]

The dialog box is divided into three sections. The first two sections let you
specify the fonts to blend. To select the first or second font choose the font
name in the list. The Preview panel will show a sample of the font. You
cannot select the same font in both sections; FontLab Studio will take care
of that.

The bottom section lets you specify blend options.

+ Blendforts € Build the Multiple Master font

You have two main choices: to make a single master font that will contain
the result of the source fonts blend or to make a Multiple Master font that
will have the two source fonts as the masters. Here we will describe only
single-master mode. Please refer to the “Multiple Master Fonts” chapter
for information about using the Blend feature to make Multiple Master
fonts.
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In the Destination font combo box you can select the font in which to
store the blended glyphs. Choose “New font” to put the generated glyphs
into a new font.

Further down there are two options:

Al exizting source glyphs
" Selected destination glyphs

Select the second option if you want to blend only glyphs that are selected
in the destination font.

To the right there are controls to specify the blend amount:

Blend armount: |5EI j“ :I

I+ Uniform

Enter the blend percentage in the editing field. If you want to blend fonts
nonproportionally along the X and Y axes, uncheck the Uniform check box
and enter the blend amount for the two directions.

To not let FontLab Studio add nodes to compatible contours leave the Do
not interpolate compatible outlines option switched on.

Switch on the Remember source and destination fonts option if you
have more than one font open and are going to repeat the operation later.

Click OK and wait while FontLab Studio blends the fonts. After the process
is finished you will find the new glyphs in the new font or in the destination
font. The outlines of the two source glyphs will be stored in the Mask layer
of each glyph and the blending result in the outline layer.

Those glyphs that had compatible outlines and do not get additional nodes
during the blend operation will be marked with green color in the font
window. Those glyphs that had no their own outlines (composite glyphs)
will be marked with blue color.

In some cases it is not possible to blend two outlines. This happens when
two source glyphs have different numbers of contours, like O and 8. If
some glyphs were not blended, FontLab Studio will show a warning
message and those glyphs will have an empty outline layer and will be
marked with red color.
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The Font Header

Perhaps the most important information you need to define for a font is its
header or font info data. This information is mainly used to properly
register the font in the operating system and in any program that uses it.

It is very important to carefully define all font parameters. Even the best-
designed font is useless if it cannot be installed.
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Font Info Dialog Box

The control center where you define font parameters is called the Font Info
Dialog box and is accessible from the File menu:

Eml Font Info...  cirlF

or with the button on any Font window:

Fran oo

The Font Info dialog box consists of three parts:

Font Info - FreeFontPro [g|

2 it | Basic set of font names E]E]
[ Yersion and |dentification T e -
&:r] Metrics and Dimensions Family Marme: iFreeFontPro |
[#- Encoding and Unicode . T — _
& Hinting Settings Wweight: iNormaI 35 |=EQD_| L] Font s talic
2 Type 1-specific settings 'width: |Medium [normal) £ Al
[#- TrueType-specific settings
Font note
Style Mame: iHeguIar | [ Build Style Mame ]

Font Mame: EFreeFontPro |

Full Mame: iFreeFontPro |

tenu Mame: |FreeF0ntPr0 !
FOND Mame: iFreeFontF‘ro |

Check at MyFonts.com
Apply and change font, | 4 E] [ s ][ Sl ][ cael ]




At the left there is a page selection control where you can choose one of the
sections in order to edit part of the Font Info information:

and Copyright;
OpenT ype-zpecific narmes
Additional OpenT ype names
Copyright infarmation
Enbedding
Diesigner information

When you select one of the pages, it immediately appears to the right of the
list:

Basic set of font names [E][E]

Farnily Wame: |FreeFaontPra

Weight: |Mormal w || 400 [TFant is italic
[]Fant iz bold

tore Styles  »

Use the arrow buttons in the top-right area of the page to browse all
available pages:

(][]

Alternately you may use the CTRL+TAB and CTRL+SHIFT+TAB key
combinations to browse pages.

Width: |k edium [normal]
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Command Bar

In the bottom area of the dialog box you find the command bar:

Apply and change font: E]ﬂ 4 ’ Copy... l I 0K ]’ Eancel ][ Apply ]

The Left part of the bar allows you to select a font for header information
editing without closing the Font Info dialog box. Use the arrow buttons to
browse fonts:

0

or click this button El * to select a font from the list:

Hll v FreeFonkFro
CfficinaSansC-Boak,
Officinasans_-Bold

To the right you find four buttons:

Copy...  Allows you to copy font header information between fonts

OK Accepts changes you made to font info and closes the dialog box

Cancel  Cancels any changes and closes the dialog box

Apply Accepts changes but lets you continue, so you can see the results of
your changes in the Font, Glyph or Metrics windows.
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Copying Font Info

If you want to copy font info from one font to another, you can do it with
the Font Info dialog box.

1. Open both fonts.

2. Activate the font to which you want to copy information.
3. Open the Font Info dialog box.

4. Click on the Copy button:

5. In the dialog box select the font from which you want to copy
information:

B Copy Font Info Ig]

Select the font to copy Font Info data from;

(%) Copy only the curent page
() Copy all Font Info data

[ OK |[ Cancel ]

Using the options below the list you can copy only the information
from the current page or the whole font info. Make a selection and click
OK to complete.
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Font Names

=B [ arnes and |:|:||:|_I,lrig}'lt
OpenT ppe-zpecific names
i Additional OpenType names

Copyright information
Embedding
Dezigner information
. License infarmation

The names section includes the most important font-registration information.

All programs use the information on this page to refer to a font. Be sure to
enter all the values very carefully and use the automatic features where
available.
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Basic Identification and Names

Basic set of font names [E][E]
Family Mame: |FreeFontFro
Weight: |Mormal w || 400 [TFant is italic
Width: |Medium [nomal) [ Font s bold
Style Mame: | Reqular
Font Mame: |FreeFontPro
Full Mame: |FreeFontPra
Menu Mame: |FreeFontPro
FOMD Mame: |FreeFontPra

# Build Mames [ Check at Myanls.com]

Family Name

[name: 1] (this mark is the ID of the name in the TrueType and
OpenType specification:
http://microsoft.com/typography/otspec/name.htm)

The name of the typeface to which the font belongs. All fonts that
are from the same typeface must have the same Family Name field.
The Family Name is used as the root of the Font Name so we
recommend that you fill in this field first

Weight

Weight of the font. You may enter a custom value in this field or
select one of the predefined weight names in the box. Values in this
list are sorted by increased weight value. Choose Normal or leave
this field empty if you do not care about the font’s weight

Weight Value

Numeric weight value of the font. This number defines the font
weight and is used by the operating systems to organize fonts to
font families. FontLab Studio will fill it automatically when you
select some Weight in the combo box, but if you want you can
customize it

Width

The average width of the font’s characters. Enter a custom value or
select one of the predefined width values from the drop-down list.
Leave this field empty or select Normal width if you do not care
about the font’s width

Font is Italic

[0S/2: fsSelection] Switch on this check box if you are creating an
italic font
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Font is bold

[0S/2: fsSelection] The Font is defined as bold. Usually this
checkbox is related to the Weight setting, but it is not required. For
example, if you are making a family containing Light and Normal
styles, you may need to mark the Normal style as Bold so you will
not need to split these styles into two separate families

More styles

Press this button to open a popup menu where you can select one of
the additional font styles. Only TrueType fonts use this information,
but we recommend you always set it properly to simplify future font
identification

Style Name

[name: 2] Contains complete style information about the font. We
recommend that you fill in the Weight, Width and Italic data, to
automatically generate this field using the Build Style Name button
and edit this field if necessary

Build Style
Name

Press this button to automatically generate the Style Name field.
Style names are based on the Width, Weight and Italic information

Font Name

[name: 6] PostScript name. This name will be used by a PostScript
print driver to reference the font. Do not include spaces in this
name

Full Name

[name: 4] More detailed font name. It may include spaces as well as
any other characters — this is the name that is exposed to users
when the font is installed in Windows

Menu Name

The name used to access the font in applications. This name must
not include style information (bold, italic or similar). The length of
this field is limited to 31 characters for TrueType or single-master
Type 1 fonts and to 7 characters for Multiple Master fonts. To
ensure that the current Menu name is made properly, press the
Check button

FOND Name

This name is used by the Mac OS to organize fonts into font
families. Windows does not use it. We recommend you fill in this
name if you plan to port your font to Mac by FontLab Studio for
Mac or TransType

Build Names

Press this button to automatically generate the Font Name and Full
Name fields. If you are creating a new font we recommend that you
fill in the Family Name field, generate or manually fill in the Style
Name field and press this button to create the Font and Full names.
If necessary you can edit the names later.
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Accessing MyFonts.com Database

The last button on the Basic names page is Check at MyFonts.com:

[ Check at M_I,IF::-nts.ccum]

Click on this button to browse the huge database of fonts that is located on
the MyFonts.com servers to see if your font name has already been used:

MyFonts.com

Family name to check: | Times | [ Check. ]

D Type MHame 2 |
a0 Fs Times Ten Roman
a0 1T Times Ten Roman
amo F5 Times Ten ltalic
amo 1T Times Ten ltalic
2003 F5 Timez Ten Bald
2003 1T Times Ten Bald

F3 Timez Ten Bold Italic

1T Timez Ten Bold Italic

PS Timmez Ten Roman Oldztyle Figures

Time Script 0 Light v

< E

_The quick brown f

<

>
The quick brown fox jumped over the lazy dog | [ Preview ]

[ 0K ][ Cancel ]

In the topmost editing field you may enter the font name that you want to
check for similarities. Click the Check button to send a request to the
myfonts.com database.

If you have an Internet connection, MyFonts.com replies with a list of font
names (if any) that include the name you entered. Select one of the fonts
and click on the Preview button (or just double-click the font name) to see
a sample of the font in the sample box below the list.
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The sample picture is downloaded from MyFonts.com, so it may take some
time (depending on the speed of your Internet connection).

You can modify the contents of the sample string in the editing field below
the sample window. By default it has the standard “Quick brown fox”
sentence but you can enter anything there.

The Button @I will open a browser window with the currently selected
font presented in full detail:

| ZMyFonts.com: Helvetica Inserat Testdrive - Microsoft Internet Explorer: =10/ x|

File Edt Yew Favortes Took Hep |
c->-204QEBIB-ST-8
Address [] htrp:fjww, myFonts.comTesterive?id=10359 =] P |

MYFONTS.COM Support

@Search T t

e arrows Type

Helvetica Inserat
@Account Farrili pie:= gharscarin
Point size: [j5 ¥
Enter your ”'t’;[:lclle: W
@Free Updates L b

Get the latest news and
special offers from
MyFonts.comn, Enter
your e-mail address

Hote: The sample sbove may be cropped to the webpage width

—
® subseribe =
&) bone [ e mmternet 7

There is also a Buy Me button — click it if you want to buy the font.
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OpenType-Specific Names

DOpenType-specific font names @E]

Family Mame: |FreeFontPro

Style Mame: | Regular

Mac Mame: | FreeFontPro

[ # Build OpenType Names] [ ¥ Bemove namesl

The OpenType format adds several new name records that are needed to
use OpenType fonts on PC and Mac:

Family Name “Preferred Family Name” [name: 16] —This name is used to create a
family containing more than 4 styles. You need to use the same
Preferred Family Name in all fonts that you want to put into a “big”
family and make the Preferred Style Name different for each of
these fonts.

The Preferred Family name appears in the font menu as the “font
name”.

Please note that this information is used only by new applications
that can handle OpenType fonts. Adobe InDesign or other new
Adobe programs are good examples

Style Name “Preferred Style Name” [name: 17]— Used to complement Preferred
Family Name and defines a font style in a big font family. This is the
name that appears in the submenu of the fonts list:

Adobe Garamond  # Reqular

Ttalic

Semibold
Semibold Italic
Biold

Biold Ttalic

You need to include the Preferred Family Name and Preferred Style
Name on this page only if they are different from the Family and
Style names you defined on the Basic Names page

Mac Name Macintosh compatible full name [name: 16] — If you want the name
of the font to appear differently than the Full Name (defined on the
Basic Names page), you can insert the Compatible Full Name.

# Note: You don’t need to fill in the Preferred Family name and Preferred
Style Name fields if they are the same as the Family Name and Style Name
on the main naming page of Font Info. Enter names there only if the
names are different.
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How to Make a Font Family

Fonts on Windows may only include only 4 styles in a family. These styles
are: Regular, Bold, Italic and Bold Italic.

If you have more than four styles in your Type 1 or TrueType typeface for
Windows you must create several families. You may put all condensed
styles into a Condensed or Narrow sub-family (like Arial Narrow, Arial
Narrow Bold, Arial Narrow Italic), all black styles into a Black sub-family
(Arial Black, Arial Black Italic) and all “normal” styles in the “Normal” sub-
family (Arial, Arial Italic, Arial Bold and Arial Bold Italic).

Mac Type 1 fonts and OpenType fonts (TT or PS) on Mac OS and within
OpenType-savvy applications can contain an arbitrary number of styles
within one family. To make OpenType fonts (TT or PS) cross-platform
compatible, you have two choices. Either create only families with up to 4
styles (as described above) or maintain two sets of naming within the font
family: a set of “brief” families for Windows, with no more than 4 styles per
family, and one “long” family for Mac OS and OpenType applications.

Brief families on Windows with no more than 4 styles per family:

Font:
FreeFontPro
FreeFontPro
(} FreeFontPro Black —

(} FreeFontPro Cond Eold
0 FreeFontPro Cond Blac___l |Bold Italic

Font: Font style:

FreeFontPro Cond Eold

0 FreeFontPro -~

(} FreeFontPro Black —_
FreeFomtPro Cond

0 FreeFontPro Cond Blac___l |Bold Italic
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The same family viewed as a long family on Mac OS and in OpenType-
savvy applications:

I Patagraph ! # Character -E]

IFreeF-:-ntF‘m - I
IEegular - I

Zond

Iralic

Bald

Cond Baold
Bold Italic
Black
Cond Black

In FontLab Studio, the Fonts panel (Window > Panels > Fonts) can be
used to preview both sorts of naming.

Brief family naming:

FreeFontPro Black

F' FreeFontPro Black [freefontpro-black vib]

Fl FreeFontPro Black Ttalic [freefontpro-blackitalic vib]
FresFontPro

F! FreeFontPro Bold [freefontpro-bold vib]

Fl FreeFontPro Bold Italic [freefontpro-bolditalic vib]
F| FreeFontPro Italic [freefontpro-italic.wib]

F| FreeFontPro [fresfontpro-regular vib]

FreeFontPro Cond

F FreeFontPro Cond [freefortpro-cond wib]

F FreeFontPro Cond Bold [freefortpro-condbold wib]
FreeFontPro Cond Black

F FreeFontPro Cond Black [freefontpro-condblack vib]

Long (OpenType) family naming:

= FresFontPro
F| FreeFontPro [fresfortpro-regular vib]
F' FreeFontPro Black [freefontpro-black vib]
F FreeFontPro Black Italic [freefontpro-blackitalic.wib]
Fl FreeFontPro Bold [freefontpro-bold vib]
F FreeFontPro Bold Italic [freefontpro-bolditalic vib]
F FreeFontPro Cond [freefontpro-cond wib]
Fl FreeFontPro Cond Black [freefontpro-condblack vb]
F FreeFontPro Cond Bold [freefontpro-condbold vib]
F FreeFontPro [talic [freefontpro-italic.wib]
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You can use the flyout menu of the Fonts panel to switch the views between
these two sets of naming:

.
Eﬁgﬂbﬂv‘fgﬁﬂ ’z

= FreeFontPro Black Group By Family
Fl FreeFontPro Black [fi

Fl FreeFontPro Black 1t

= CrrnCmmH A

In FontLab Studio’s Font Info dialog (from the File menu), there are two
pages that are relevant for font family naming: Basic set of font names
(the first page of the Names and Copyright section) and OpenType-
specific font names.

In an OpenType font, the “brief” (Windows) family naming should be
devised on the Basic set of font names page:

Basic set of font names «

Brief family naming

» Family Name: |FreeFontPr0 Cond

Waight: [Bold ][0 [ Fontisitalic

[v" Fontis bold

More Styles »

Style Name: [Boid Build Style Name

Eont:

FreeFontPro Cond

0 FreeFontPro

0 FreeFontPro Black
FreeFontPro Cond Bold =

0 FreeFontPro Cond Blac__| [Bold Italic

Width: |C0ndense -

PS Font Name: |FreeFothro-CondBold

while the “long” (OpenType/Mac) family naming should be devised on the
OpenType-specific names page:

Long family naming

[FreeFontPro — = QOpenType-specific font names

Cond Bold

Cond Fanmily Name: IFreeFontPro

Regular

Ttalic 3

i ,’ Style Name: |Cond Bold

Bold Italic Mac Name: IFreeFentPro Cond Bold
Black

Cond Black




Below is an example of how family names should be devised using FontLab
Studio’s Font Info dialog.

1. Start by giving an identical Family Name (here: FreeFont Pro) to all
styles in your family.

Basic set of font names € 3

Family Narme: |LabFont Pra I

Weight: | =1 [ Font is italic
TR I [ Font is bold

[
More Styles  »

2. Select a Weight and a Width that best matches the true design of each
style. For light fonts, avoid the “Thin”, “UltraLight” and “ExtraLight”
settings and choose “Light” instead.

Farmily MName: | LabFont Pro

Weight; | Bold >]|700 | [ Fortis ifalic
Condensed = [~ Font is bold

All (Multiple Master) More Styles  » |

Ultra-condensed
Style Name: ensed Build Style Name |
L_oncensed
PS Fort Mame: |26mi-condensed \
" [Medium (normal)
Semi-expanded
Expanded
M [Meme: Extra-expanded

Width:

Full MName:

3. If your style is italic or oblique, check the “Font is italic” mark, but leave
“Font is bold” unchecked at this stage.

[~ Font is Dold%

4. Click on the “Build Style Name” button to automatically build a style
name.

Condensed Bold
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5. Abbreviate excessively long style names (e.g. replace “Condensed” with
“Cond”). The style name must be unique within the family, so if FontLab
builds the same style name for two different fonts, revise one of them.

Basic set of font names <

Family Mame: ILabFont Fro

Weight: | Bold >]|700 [ Fontis italic
[ Font is bold

More Styles v
Style MName: |Conden5ed Bald Build Style Name

PS Fort Mame: | LabFontPro-CondensedBold

Width: | Condensed

Full Mame: |LabF0mt Pro Condenged Bold

Menu Name: |LabFont Pro

FOMD Mame: | LabFont Pro Condensed Bold

{7 Buld Nametki ® A4 MyFonts.com

6. Click on the “Verify names” button to check the technical correctness of
your names.

7. Switch between styles and repeat the previous steps analogically for all
styles in your family.

Apply and change font; €

8. Go to the “OpenType-specific font names” page and click on “Build
OpenType Names”. Repeat for all styles in the family.

OpenType-specific font names « 3

Family Mame: | FreeFontPro

Style MName: | Cond Bold

Mac MName: | FreeFontPro Cond Bold

| » Build OpenType Namgy, : ¥ Remove names
g |
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9. Go back to the “Basic set of font names” page and apply the

brief family naming: Enter the brief family name into the Family Name
field and into the Menu Name field. Enable “Font is bold” whenever a font
is supposed to be “bold style” within the brief family. Revise the “Style
Name” field so it only contains one of the following: “Regular”, “Italic”,
“Bold” or “Bold Italic”. Leave other settings unchanged.

Basic set of font names € 2
Family Name: -| FreeFontPro Cond .
IIIIIIIIIIIIIIIIIIIIIllllIl‘.‘\l.‘l.“H‘l‘lllll
Welght: |Boid ~|f700 i Fontis ftallc 3
Width: [ Condensed |

More Styles » |

--------------------------- 'y

StvIeName'|Bo\d *  Build Style Name |
IIIIIIIIIIIIIIIIIIIIIIIIII

PS Font Name: | FreeFontPro-CondBold

Full Mame: | FreeFontPro Cond Bold

Menu Mame:s| FreeFontPro Cond .
, III.I'.IIIII.Illl'.ll.l..l'lll.ll.lllll-ll

FORND Mame: | FreeFontPro Cond Bold

? Build Names GI A4 MyFonts.com |

10. Repeat this for all styles in your family and you should be done.
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Non-English and Special Names

Mon-Englizh or special font names: [name] table E]E]
"o+ - X

[ N.| P.| E.| UD Text Al
1 |1 |0 [0 [FresfontPio !
2 1 0 0 Reqular
3 1 a a FantLab,Ltd Ine.: FreeFontPro: 2003
4 1 a a FreeFontPro .
5 1 0 0 Wersion 1.002 2003 bl
< T

[H_:Dnt Family name vJ

Platform; E ncoding: Language:

i1 Macintosh | |0 Foman w ||D English |

FreeFontPra

The TrueType and OpenType specifications let you put many names into
the font. Most of them can be defined on specialised pages of the Font Info
dialog box (Basic Names, OpenType names, Copyright, etc.) but these
names are in English. If you need to have non-English names or names
that are not covered by the FontLab Studio FontInfo pages you may use
this Non-English or special font names page.

Please refer to the OpenType specification to get full information about
TrueType and OpenType names:

http://www.microsoft.com/typography/otspec/name.htm
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Most of the page is covered by the names list:

o

FontLab,Ltd.Inc.: FreeFontPro: 2003
FreeFontPro
YWerzion 1.002 2003 W

The Columns of the list are:

NID  Name ID — code of the name (this is what we put in the [name: x] comment
on ‘X’ place).

PID  Platform ID — platform identified. Could be 0, 1, 2 or 3.

EID, Encoding and Language IDs — see the OpenType name table specification

LID

Text Content of the name table record. May include Unicode characters after the

£,

Click on the caption of the column to sort name records by one of the
values.

Below the list is a set of controls that let you define records.

Above the list there is a toolbar that you can use to modify the names table;
add or remove name records; or import custom name records from the
“English” data:

FI-

-

Import names from the basic set of names defined in other pages of
the Names section

+ Add aname record
— Remove the currently selected name record
¥ Remove all custom name records.
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To add a new name record, click on the "= button on a toolbar, select
name record options using the controls below the list and type in the name
record content. To enter non-ANSI characters use “\[unicode index]” or
“\[code]” notation where [unicode index] is the Unicode index of the
character if the name record is for the Unicode (0 or 1) platform and [code]
is the character code in the Mac Roman codepage if the name record is for
the Macintosh platform. For example you may enter “\0411” for the Cyrillic
“beh”.

Note that you can use the same notation in FontLab Studio’s Metrics
window or Preview panel, so if you open a Unicode font you may test the
name records there.

To remove a record, select it in the list and click on the "= button. Click
on the #% button to remove all name records.

You can use the OpenType page of the Options dialog box to control the
import and export of the additional name records:

OpenType Import

Read only non-English name records w

OpenType Export

Append OpenT ype name records to the names exported by default w

Import options:

Read only non-English This is the default choice — FontLab Studio will read

name records only those additional records that cannot be
interpreted to “standard” name records, which have
dedicated pages in the Font Info dialog box

Do not read OpenType With this selection any record that cannot be
name records interpreted by the default algorithm is ignored

Read all OpenType name All name records are imported as additional OpenType
records records and are placed in the page.




Export options:

Append OpenType name This is the default choice: FontLab Studio will export
records to the names English names and then add only those additional
exported by default OpenType names that aren’t already covered

Do not export OpenType With this option FontLab Studio will not export any
name records additional name records

Export only OpenType When this option is selected, only additional name
name records - ignore records are exported, all other names (from other
default names pages in the Names section) are ignored.

# Final note: please, use this page carefully — FontLab Studio doesn’t verify
information that you put into additional name records. Be sure that you
read and understand the name table specification.
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Copyright Information

Font copyright information @ @

Created by: |FontLab, Ltd. Inc.

Creation year: | 2003

Copyright: | Copyright [c] FontLab, Ltd. Inc., 2003, Al rights reserved.

Trademark: |FreeFontPro is a trademark of FontLab, Ltd. Inc..

# Build Copyright and Trademark records

Maotice:
Description:

On the copyright page you can enter information about the creators of the
font. If you have created a new font you should enter your copyright notice
here. If you have edited an existing font that was not your creation you
must not remove the information contained on this page, or you may
violate copyright laws.

Created by

Name of the company or person that created the font. If you are
creating a new font enter your name or the name of your company
here

Creation year

Year when the font was created. This is used by FontLab Studio to
automatically fill in the Copyright field and is exported in
TrueType fonts as the Creation year entry

Copyright

[name: 0] Copyright message. Must include the © sign or the
word “Copyright”, the name of the company or person that owns
the copyright and the copyright year. In Type 1 fonts this
information is stored in the Notice entry and in TrueType fonts in
the Copyright entry

Trademark

[name: 7] Font trademark — used to save font’s trademark notice

Build Copyright
and Trademark
Records

Press this button to create the standard Copyright record based
on the Created By and Creation Year fields

Notice

[name: 10] Additional information that you want to include in
Font Info. Exported in Type 1 fonts as the Copyright entry and in
TrueType fonts as the Description entry.




Font Embedding

Font embedding settings

Embedding settings (FsTvpel:

Editing af the document is allowed w

Allow subsetting
[ Bitmap embedding only

[[ImMake current selections a default chaoice

These settings control how the font may be embedded into documents.
Embedding is a feature of the Windows operating system and some
applications that allow programs to include fonts into documents to
guarantee that they will be reproduced correctly. However, this feature
may cause problems with font piracy. It is not very hard to extract
embedded fonts from a document, so the TrueType font format includes a
special setting that can control font embedding.

There are four types of font embedding:

Everything is allowed After the document is opened the font works as if it
was installed in the system

Embedding is not allowed Embedding is not allowed for this font

Only printing and The font may be embedded, but editing of the
previewing document it contains is not allowed
is allowed

Editing of the document The font may be embedded and the document that
is allowed contains the font may be viewed, printed and edited.

Additional options Allow subsetting and Bitmap embedding only are
available.
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Copyright Note

We decided to allow modification of the embedding setting only because
we are sure that the users of FontLab Studio are professionals who respect
others' rights to intellectual property. We assume that you will change the
embedding setting only in your own fonts.

You are not allowed to change this setting in fonts that were created by
somebody else. Even if according to the font license you can modify the
font for your own use, you must not “increase” the embedding rights for a
font. So if embedding is not allowed leave it as it is.



Designer Information

Information about font designer @ @

Deszigner: | Somebody at FontLab
Degigner URL: | http:/ A, fontlab, com @
Wendor URL: | hittp:/ A, fontlab, com @

This page stores information about the font’s designer. Do not modify this
data if you open an existing font to modify for personal use.

Designer [name: 9] Name of font designer

Designer URL  [name: 12] A new entry implemented only in TrueType format. It
is the WWW link to the designer of the font

Vendor URL [name: 11] This TrueType-only entry shows the WWW link to the
site of the font vendor.

Use the buttons # to the right of the Designer URL and Vendor URL
controls to open pages in a Web browser window. This requires an Internet
connection.
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License Information

Licenze information E] E]
Licenze; |MOTIFICATION OF LICEMSE AGREEMEMNT s

This tppeface is the property of Monotype Tepography and its
uze by you iz covered under the terms of a license agreemeant.
r'ou have obtained thisz typeface software either directly from
tonatype or together with zoftware distributed by one of
Monotype's licensees,

Thiz software iz a valuable asset of Monatppe. Unless pou have

Licenze URL: | http:/ At monotype. comdhtmltypedicense. himl . E]

License and License URL records are relatively new and have appeared
only in OpenType specification version 1.3.

License [name: 13] License description — contains information about how
the font can be used

License URL [name: 14] URL where additional license information can be
found.

Use the button to the right of the License URL control @ o open the page
in a Web browser window. This requires an Internet connection.



Font Identification

- Version and |dentification
K.ey indentification settings
- Pannoze identification
- |BM and M5 indentification

Sometimes the operating system or a DTP application needs to know what
the font looks like. It may be necessary, for example, to properly substitute
for a missing font with the closest look-alike.

FontLab Studio supports all the font-identification settings that are used in
Type 1 or TrueType fonts.

Version Information

Font verzion and revizion information [E][E]

Yerzsion: |2 Revizion: |38
Caomplete Version recard: 002,038

TrueType Werzion recard:

Yergion 2,98

Version Version of the font.

Revision Revision of the font. Version and revision numbers are combined
and build a complete version record that appears in Type 1 font
headers

TrueType [name: 5] TrueType font version records have a different format.

Version Record You may enter the TrueType version record here or just press the
Recalc button at the right of the field to fill this record
automatically. You must have the Names and Copyright pages
filled in to use the automatic features on this page. Press the
Apply button at the bottom of the dialog box to enter the new
Font Info values into the font’s header.
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Basic Font Identification

Font identification values @ @

TrueType Unique 1D recard:
FontLab,Ltd.Inc.: FreeFontPro; 2003

Tupe 1 Unigue [0 number;

Type 1500 numbers;

TrueT ype vendor code: | FYRS w | []Useit as default

Purus

Fant creation date: | 4/24/2003 w

1%:04:27 % Mow

TrueType Unique
ID Record

This field is necessary to identify TrueType fonts. Usually it
includes the creator’s name, font family name and creation year.
The format of this field is freeform, but we recommend that you

use the 2 button to fill this field automatically

Type 1 Unique ID
Record

An integer number identifying the font. Unique ID numbers
must be registered with Adobe Systems. However, you may
leave 0 in this field or enter a value from the users Unique ID
zone (4000000 to 4999999). If you enter this value and plan to
export Type 1 fonts, be sure not to have more than one font with
the same Unique ID value because that may cause a problem
with PostScript printers or Adobe Type Manager software

Type 1 XUID More advanced identification codes for Type 1 fonts. This

Numbers number is used only in PostScript Level 2 printers. Please, refer
to Adobe documentation for more information concerning the
XUID field

TrueType Vendor An up-to-four letter length code that is assigned to most

Code TrueType producers to identify their fonts. An uppercase

vendor code must be registered with Microsoft or Apple. All
registered Vendor codes known at the time of FontLab Studio’s
release are placed in the drop-down list box. If you want to
identify yourself without registering you may enter a lowercase
four-letter vendor code.

Below the vendor selection list you can see the full name of the
registered vendor. Click the name to open the vendor’s page in a
Web browser

Use it as default

Check this option to use the current vendor code as the default
in all new fonts. You may make your own code the default so
you will not have to enter it every time.




Vendor.dat File

FontLab Studio stores informaton about registered vendors in the vendor.dat file located in the
FontLab Studio/Data folder. This is a text file with a simple structure:

2REB 2Rebels

39BC Finley's Barcode Fonts

3ip Three Islands Press

918 RavenType

As you can see, it is just a vendor code followed by vendor name. A single space is used as a
separator.

If you want to change the file or add a new entry, just open it in any text editor (such as Notepad or
WordPad) and make changes.
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PANOSE™ Identification

PANOSE font identification (4:][»]
Select PANOSE Family Kind: | Latin Text v
Record: Walue:

Serf Style * | | Rounded w

PANOSE numbers:
[z 15 4 3 2z 2 0 2 3 3

In the PANOSE identification system 10 numbers describe a font. Each
number represents one identification category. The most important
category (represented by the first number) defines the “kind” of font — is it
a normal Roman font, a hand-written font, a decorative or symbol font.
The meaning of all the other categories depends on this setting.

In all categories the first two values (0 and 1) mean Any and No Fit. Any
means that the value of this category is not important. No Fit means that
the category value for this font is not among the available values.

To set the PANOSE identification numbers, first select the font family kind.

After that, select the category in the Record combo box and the value in the
Value combo box.



Here is a table of the categories and possible values for the Latin
Text family:

Serif Style

Cove, Obtuse Cove, Square Cove, Obtuse Square Cove, Square, Thin,
Oval, Exaggerated, Triangle, Normal Sans, Obtuse Sans,
Perpendicular Sans, Flared, Rounded

Weight

Very Light, Light, Thin, Book, Medium, Demi, Bold, Heavy, Black,
Extra Black

Proportion

Old Style, Modern, Even Width, Extended, Condensed, Very
Extended, Very Condensed, Monospaced

Contrast

None, Very Low, Low, Medium Low, Medium, Medium High, High,
Very High

Stroke
Variation

No Variation, Gradual/Diagonal, Gradual/Transitional,
Gradual/Vertical, Gradual/Horizontal, Rapid/Vertical,
Rapid/Horizontal, Instant/Vertical, Instant/Horizontal

Arm Style

Straight Arms/Horizontal, Straight Arms/Wedge, Straight
Arms/Vertical, Straight Arms/Single Serif, Straight Arms/Double
Serif, Non-Straight Arms/Horizontal, Non-Straight Arms/Wedge,
Non-Straight Arms/Vertical, Non-Straight Arms/Single Serif, Non-
Straight Arms/Double Serif

Letterform

Normal/Contact, Normal/Weighted, Normal/Boxed,
Normal/Flattened, Normal/Rounded, Normal/Off Center,
Normal/Square, Oblique/Contact, Oblique/Weighted,
Oblique/Boxed, Oblique/Flattened, Oblique/Rounded, Oblique/Off
Center, Oblique/Square

Midline

Standard/Trimmed, Standard/Pointed, Standard/Serifed,
High/Trimmed, High/Pointed, High/Serifed, Constant/Trimmed,
Constant/Pointed, Constant/Serifed, Low/Trimmed, Low/Pointed,
Low/Serifed

X-height

Constant/Small, Constant/Standard, Constant/Large,
Ducking/Small, Ducking/Standard, Ducking/Large

A detailed description of the PANOSE categories and values (the so-called
Gray Book) may be found at:

http://www.w3.org/Printing/stevahn.html
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Other Identification Systems

IBM and other identifications [E][E]
IEM Class: |BM Subclass:
Scripts w tonatone Unjoined w

Other Identification Systems

PCLID: |7 Sc[ipt W

WP D | 4 Brush Seript

51D | Swise w | [ sutomaticaly link all 1D valuess

IBM Identification

The IBM Identification system uses a different approach from the one used
in the PANOSE system. This system is based on the font’s appearance. In
the IBM system two numbers that designate the font category and sub-
category identify each font. A font’s design is compared to one of the
“standard” and well-known designs.

To set IBM Identification information select a Category that matches
your font from the IBM Class list. Then select a sub-category in the IBM
Subclass list.

A detailed description of the IBM Font Identification system may be found
in the TrueType font format specification on the Microsoft Typography
Web site at:

http://www.microsoft.com/typography/tt/tt.htm


http://www.microsoft.com/typography/tt/tt.htm
http://www.microsoft.com/typography/tt/tt.htm

PCL and Ventura Publisher Identification

These identification systems are relatively old ones and are rarely used in
modern DTP applications. However, to keep compatibility with all possible
usage of your font we recommend setting these options. They are used only
with Type 1 fonts and are exported only in the INF file.

Both systems are based on font appearance so they are close to the IBM
identification system. And both systems are one-level, so you just have to
select a well-known font that is close in appearance to your font. To
simplify this when the Automatically link all ID values check box is active
and you select one of the values FontLab Studio will select the a similar
value in the other combo box. For example, if you select Helvetica in the
PCL ID combo box, Swiss will be selected in the VP ID combo box.

If you want you may enter PCL ID and VP ID indexes manually using the
edit fields at the left of the combo boxes. Please refer to the technical
specifications for detailed descriptions of these identification systems.

Microsoft Identification

This is the simplest identification system. Just select one of the common
font categories (Roman, Swiss, Modern, Script and Decorative) and you are
done. This is the only identification system that is implemented in the PFM
files that are used by Windows to work with Type 1 fonts, so we strongly
recommend selecting the proper value in this list box.

# Note: If you are building a Type 1 font for Windows, take this field very

seriously. Do not leave “Decorative” in this option if the font is not
decorative — this will affect the font spacing.
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Metrics and Dimensions

=1- Metrics and Dimensions
- Key dimensions
TrueT ype-zpecific metrcs
Subzcnpt and Superscript

This page is used to set font dimensions that are used mostly to properly
align text lines.

Font UPM Value

Font UPM value E]

Font's UPM size: | 1000 w

[ 5cale all glyphs according to UPM size change

The most important field on this page is the Font UPM. Let’s explain what
UPM is and why it is so important.

The UPM (Units Per eM) is the basis of all font dimensions. The UPM is
the number of font units that defines the font height and the coordinate
grid on which the glyphs are drawn.

The bigger the UPM is the more coordinate space you have, so you can set
more precise positions of points. For technical reasons in FontLab Studio
the UPM is limited to 10000 units, but we strongly recommend you work
with one of the standard UPMs. In Type 1 fonts the standard UPM is 1000
units and in TrueType fonts the UPM may be set to any value, but the
recommended value is 2048 units.

If you change the UPM value in the Dimensions page of the Font Info
dialog box this doesn’t necessarily mean that the size of the characters will
change. For example, if you change the UPM from 1000 to 2000 all the
glyphs will now be half as big as they were before — because they are still
dimensioned at 1000 UPM. You have to scale all the characters to fit them
in the new UPM setting manually or you can switch on the Scale all
characters according to UPM change check box and all the font data will
be scaled automatically.



Basic Font Dimensions

Most important font dimensions [E][E]

Set dimenzions for the master:

Azcender:

LCaps height:

Italic angle:

Underline:

Fant BBox:

735 Descender: [-251 ? Recaloulate

673 # height: | 434

[ Copy values to TrueT vpe metics

i] Slant angle: (0
Synchronize Slant and [talic angles

-100 Thickness: |50

] Font iz monospaced
Thiz option is synchronized with the Panose identification settings

[-239. -319) - (1162, 1025]

The page has several editing fields with numbers and a sample window
where an appropriate character is displayed to help set correct values.

Other fields on this page mean:

Ascender

Position of the font’s ascender line. Usually this is the height of the
lowercase ‘b’ character

Descender

Position of the font’s descender line. Usually this is the position of the
bottom line of the ‘p’ character

Caps height

Height of the font’s uppercase characters. Usually the height of the
‘H’ character

x height

Height of the lowercase characters. Usually the height of the ‘x’
character

Italic angle

Actual italic or oblique angle for the font. The italic angle is measured
in the counterclockwise direction, so the default value is -12°

Slant angle

Type 1 fonts can be artificially slanted to get an “oblique” appearance
while keeping the actual outlines upright. Enter a slant angle value
(in degrees) here and check the result in the Preview panel

Underline

This is the position of the middle of the underline line in your font

Thickness

This is the thickness of the underline line.

If you press the Recalculate dimensions button, FontLab Studio will
automatically recalculate all the dimension values.

Ascender, Descender and Type 1 fonts

If you are making a Type 1 font you should set the Ascender and Descender values verycarefully. In
Type 1 fonts these values are used very directly to calculate interline spacing. It is usually necessary
to set the Ascender value higher than actual height of the “ascender” ‘b’ character, to have some
additional space between lines.
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Advanced Vertical Metrics

Additional font metrics [TrueT ppe-specific) @@

() Calculate values automatically [recommended]
(%) Set custom values

[05/2] Typodscender: | 752 [hhea] Ascender |972
TypoDescender: | -280 Dezcender  |-277
Typoline’ ap: 52 LineGap: 26
Windsoent: 972
WinDescent: 277
Strikeout position; | 250 Stikeout thickness: B0

# Recalculate

Leawe zerc in this field to caloulate value automatically

Average width; |0

In TrueType font files vertical metrics can be stored in the OS/2 and hhea
tables. Different programs and operating systems use vertical metrics from
these tables. Windows usually uses data stored in the OS/2 table while the
Mac OS uses only data located in the hhea table.

It is important to correctly define all vertical metrics if you want your font
to align properly. In most cases FontLab Studio can calculate vertical
metrics according to the system recommendations, but in some cases you
may want to customize these values.

We recommend you generally leave these values untouched in an existing
OpenType font. Of course, if you perform heavy modification of the font
you will need to update the advanced vertical metrics.

If you want FontLab Studio to automatically calculate all vertical metrics,
select the option Calculate values automatically.

If you want to customize values, select the Set Custom values option and
edit data in the fields below. Note that if you choose Set Custom values but
leave all data unchanged, FontLab Studio will restore the original vertical
metrics data from the imported font and the new updated font will align
exactly as the original one.



Here is a description of each value:

Typo Ascender

This is the typographically-correct ascender value. It is the
topmost line of lowercase characters, usually, the topmost line
of the ‘b’ character

Typo Descender

The same as Typo Ascender, but for the lowest line. Usually it
is equal to the bottom line of the character ‘p’

Typo Line Gap

“Typographically” correct line gap value (distance between
bottom line of the upper line of text and top line of the lower
line of text)

WinAscent

[0S/2] This value defines the topmost line of all important
characters in the font. “Important” characters are all non-
exceptional characters. For example, if most of the characters
have the topmost position at 900 font units and one, not often
used character, has it at 1300 font units, it’s a good idea to set
WinAscent at 900 units. Note that in most cases portions of
the characters that are above the WinAscent value will not
appear on the screen or print on some printers. Please note
that WinAscent is NOT a typography ascender, usually
measured as the topmost line of lowercase characters. It is
mostly a technical parameter used by the rasterizer to allocate
vertical space to render characters

WinDescent

[0S/2] The same as WinAscent, but for the lowest line of all
“normal” characters

Ascender

[hhea] This value is used by the Mac OS in about the same
situation as Windows uses the WinAscent value from the OS/2
table — to define the topmost position of all important glyphs

Descender

[hhea] In short: the Macintosh version of the Windows
WinDescent parameter. If there are any pixels below this line
the glyph will be squashed in the vertical direction to match
metrics defined by the Ascender and Descender parameters

Line Gap

[hhea] This value is used by the Mac OS to compensate
Ascender and Descender values and calculate the correct
distance between baselines of the text. Refer to the formulas
below to see how baseline-to-baseline distance is calculated.
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Baseline-to-baseline distance calculation

Windows:

Windows Metric OpenType Metric

ascent WinAscent

descent WinDescent

internal leading WinAscent + WinDescent — UPM

external leading MAX(0, LineGap - ((WinAscent + WinDescent) - (Ascender -
Descender)))

BTBD = ascent + descent + external leading

It should be clear that the "external leading" can never be less than zero.
Pixels above the ascent or below the descent will be clipped from the
character; this is true for all output devices.

Macintosh:

Macintosh Metric  OpenType Metric

ascender Ascender
descender Descender
leading LineGap

BTBD = ascender + descender + leading



Superscript and Subscript

Superzcript and subscript pozitions E] E]
®po: Y pos ¥ize T zize
Subsgcript; |0 Fis ER0 &0
Superscript; | 0 380 ER0 &0

TrueType and OpenType font format allows you to specify position and size
of the superscript and subscript characters:

X"y,

Subscript  Position and size of the subscript characters in font units

Superscript Position and size of the superscript characters in font units.
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Encoding and Unicode

E- E.ncu:uding and Unicode
i Unicode ranges

As we mentioned earlier, fonts may have very many characters and support
a lot of different languages. To tell the operating system what codepages
the current font can support, you set the codepages information.

TrueType and Type 1 fonts use different methods to identify what
codepages a font supports. In TrueType fonts you can identify all the
supported codepages by setting bits in a special field of the font header. In
Type 1 fonts you select only one codepage (actually, encoding vector) and it
must be compatible with the actual font encoding.



Supported Codepages

Supported codepages and default character set E][E]
Ayallable codepages: Supported codepages:

1255 Hebrew A | 1262 Latin 1 s

1256 Arabic | 1280 Latin 2: Eaztern Europe

874 Thai 1251 Cyrillic

932 JISAlapan 1253 Greek

936 Simplified Chinese 1254 Turkizh

949 Korean Wanzung 1257 Windows Baltic

350 Traditional Chineze 1288 Windows Viethamese

1361 Korean Johab | Macintash Character Set (U

QEM Character Set | 86 1BM Greek

Sumbol Character Set | 857 1BM Turkigh
866 MS-D0S Ruszian b | 855 IBM Cyrillic; primarily Bussiar ¥

Character 5 et Information
Microzoft® Character Set: .Wesl_er_n [Lat@rl '_I] CH 252 a’_A_N_S_I w
PFM Default character: _ |
Mac zoript and FOMD 1D :_FH!:_n_'ne_:_rfu B 5287

The operating system needs to know which codepages a TrueType font can
support. To set this information you select all the codepages that this font
can “cover” from the list of standard codepages that are available to the
operating system.

To select the supported codepages automatically press the “# Auto button.
FontLab Studio will analyse the Unicode information available in the font
and will automatically detect which codepages this font can support.

To add a codepage to the list of supported codepages select a codepage in
the left list and press the "* Add button.

To remove a codepage from the list of supported codepages select a
codepage in the right list and press the ** Del button.

To reset the list of supported codepages, press the % Reset button.

The Meaning of Supported Codepages in Windows
In Windows 3.1x this information is not used.

In Windows 95 and Windows NT a font that has more than one standard (1252 Latin 1) codepage
supported will appear as a font available for different scripts. So, if, for example, you setattin 1 and
Cyrillic codepages for a font with the name MyFont, in Windows 95 (and NT) it will appear as MyFont
(Western) and MyFont (Cyrillic).
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Type 1 Character Set

Type 1 fonts do not have such extensive support for multiple codepages.
The character names they use to identify characters are mapped to codes
through the encoding vector. There is one parameter that is used to tell
Adobe Type Manager (used to support Type 1 fonts in Windows) how to
interpret the encoding vector. This is the Microsoft Character set.

Some of the values for Microsoft Character set:

ANSI The Font has all the characters necessary to represent the standard
Windows Latin 1 character set. No reencoding is necessary

Symbol The font is symbolic with a custom encoding vector. It should appear as
Symbol in Windows applications and the font’s own encoding vector
should be used to access characters

ShiftJIS This is a Japanese font that includes Kanji characters

OEM The font has MS DOS characters. This setting is rarely used in Type 1
fonts

Bitstream This is a normal text font, but it has its own encoding that should be
used to access characters. This setting is highly recommended for all
text fonts with a non-standard encoding vector

Arabic The font has Arabic encoding.

Other values cover more codepages that may be supported by the font.
Choose the codepage that is the default for your font.



Custom [cmap] encodings

Additional [crnap] tables

Use custom [crnap] encoding

PID EID LID Farrmat Conkenks

1 0 0 & [Font window]
3 1 4 [Unicode]
0 3 4 [Unicode]
PlatForm: Encoding: Language:
1 Macintosh | | 0 Roman + || 0 English “
Farmat: |[&] Trimmed kable mapping hd
Contents: |[Fant window] W

When you are generating a TrueType / OpenType TT or a OpenType PS
font, it is override FontLab Studio’s default encoding options and use a
custom “cmap” table editor instead. On this page, if the option Use custom
[cmap] encoding is enabled, the user can specify how each subtable of the
“cmap” table should be built.

Please refer to the OpenType specification for the cmap table for detailed
explanation of the platform and format settings:

http://www.microsoft.com/OpenType/OTSpec/cmap.htm

Use the button to add a custom cmap subtable, and the (=) button to
remove one. The adds a set of three cmap subtables: (1,0) for Mac OS
Classic, (3,1) for Windows Unicode and (0,3) for Mac Unicode. This is a
typical configuration of the cmap table for an OpenType font.

In the Contents combo box, you can select [Unicode] to write the mapping
according to Unicode indexes specified in FontLab Studio, or choose a
custom codepage mapping. Selecting [Font window] chooses the
Codepage that is currently shown in the Font Window codepage mode.
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Supported Unicode Ranges

Supported Unicode ranges [E]E]
[w] Basic Latin A ‘z]

[w] Latin-1 Supplement

W] Latin Extended-A, |

[w] Latin Extended-B

[] IP& Extensions

[w] Spacing Modifier Letters

[T Cambining Diacritical M arks

[w] Greek

[w] Corillic:

[] Aumenian

["1 Hebrew 93

TrueType and OpenType fonts must declare Unicode ranges that the font
can Support so that the operating system can decide which characters the
font can be used to represent. In TrueType format this information is
stored as the ulCodePageRangel and ulUnicodeRange fields in the OS/2
table.

The Supported Unicode ranges dialog is relatively simple: you can see a list
of all Unicode ranges with a check box to the left of each name. If the check
box is checked it means that range is supported.

Buttons to the right of the list mean:

#  Uncheck all ranges

“# Automatically check ranges using information about Unicode indexes
assigned to fonts characters.




Hinting Settings

= H_inting Settings
Standard stems [T1 hinting]
i A dditional Rinting parameters

Information in this section is related to hinting, which is described in full
detail in the “Hinting” chapter. The information below is copied there also,
so if you're not interested in hinting right now, you can skip this section.
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Alignment Zones

There are two list boxes where alignment zones can be set: the Primary
zones list and the Secondary zones list:

Type 1 and TrueType hinting: alignment zones [E][E]

Set alignment far the master:

(#) Set local slignment zones () Set family alignment zones

Primary zones: Secondary zones:
26,0 258, 295
484, 522

653, 716

|47 E] 267 |[-248 E]

In Type 1 terminology primary zones are called BlueValues and secondary
zones OtherBlues.

BlueValues include one bottom alignment zone, the so-called baseline
zone, and up to 6 top alignment zones. The baseline zone is used to control
bottom overshoots that have to be aligned to the baseline.

OtherBlues includes up to 5 bottom alignment zones.
To add a new alignment zone, press the Add button below the list.

To edit the position of the zone, select the zone you want to edit in the
list and edit it in the edit fields below the list.

To remove an alignment zone, select the zone you want to remove
from the list and press the Del button below that list.

You can see a preview of the zones by switching on the Alignment
Zones layer = in the Glyph Window and pressing the Apply button in the
FontInfo dialog box. You will see the alignment zones in the Glyph Window
in light blue.

Press the Auto zones button to automatically calculate alignment zones in
the Primary zones list box.



How FontLab Studio Calculates Alignment Zones

To calculate alignment zones in the BlueValues list, FontLab Studio fin ds characters with overshoots
and characters that are flat in the position of the overshoot. Then it measures the top and bottom
vertical positions of these characters and detects a zone. Examples of such characters are: ‘o’ and X/,
‘0" and ‘H’, ‘p’ and ‘g’, and so on. FontLab Studio tries to find many different characters from

different languages, so it is usually able to locate some examples.

Alignment zones are also used in TrueType manual and automatic hinting.

Family Alignment Zones

To support the common appearance of fonts that belong to the same font
family the Type 1 hinting system allows so-called FamilyBlues, alignment
zones that are used in the whole font family.

To set family alignment zones switch on the Set family alignment
zones check box. Then edit the alignment zones as usual. To return to
editing “local” alignment zones switch on the Set local alighment zones
check box.
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Type 1 Standard Stems

Type 1 hinting: standard stems [E][E]

Set stems for the master:

W steme: |1 40 B0 E]
H stems: |50 EMW a0 E]

[]ForceBold [used to make Type 1 font looking bald)

Standard stem widths are also controlled through the Alighment page of
the Font Info dialog box. To edit standard stems open the Font Info dialog
box and select the Alignment page.

There are controls for both vertical and horizontal standard stem widths.
All available horizontal stems appear in the horizontal lists. You can select
any stem just as you would in normal, vertical list controls.

To add a stem to the list of the standard stems press ' at the right
side of the stems' list.

To edit a standard stem width, select it using the left mouse button
and edit its value in the edit field to the right of the list.

To remove a stem from the list, select it and press the "= button.

Note that FontLab Studio will sort stem widths starting from the second in
ascending order when you close the Font Info dialog box.

ForceBold — when this option is switched on, Type 1 rendering algorithm
makes the font looking “bold”

The quiclk brown fox ForceBold is OFF
The quick brown fox ForceBold is ON



StdHW, StdVW, StemSnapH and StemSnapV Parameters

From the Type 1 font specification you may krow that in Type 1 fonts two types of standard stem
widths are used: Standard Width and Stem Snap Width. There is one standard width for each
direction and up to 10 stem snap values. In FontLab Studio these values are united in the stem list.
StdHW and StdVW are taken from the first records in the stem lists. StemSnapH and StemSnapV
records are the remaining records in the stems' list.

FontLab Studio also has a faster way to append stems to the list of
standard stem widths. Any vertical or horizontal hint may be used as a
source of stem width information. Just point the Edit tool at the hint, press
the right mouse button and select the Define a Stem command in the
popup menu. If this command is not accessible, it means that this stem is

already in the list.

To automatically calculate standard stem widths press the Auto
stems button.

How FontLab Studio Calculates Standard Stems

FontLab Studio can calculate standard stem widths only if some characters in the font have Type 1
hints.

1. It builds a table of all hints that are used in the font, sorts this table by frequency of usage and
selects the most frequently used hints.

2. All selected hints are then compared with these most frequently occurring stem widths and
hints with widths that are close together are combined into a single record.

3. Thelistis then sorted again.
4. The most frequently used elements are then selected and used as standard stems.
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Global Hinting Parameters

Type 1 hinting: global hinting parameters @@
Set values for the master:

FB threshald: (0.5
Blug Scale: | azitiz w | iz equal to; |0.039625
BlugShift: |7

BlugFuzz |1

Some additional data may be set to control the hinting process:

FB threshold ForceBold threshold — this parameter is used only in Multiple
Master font and controls when the Force Bold parameter is ON in an
intermediate design

BlueScale Controls PPM when overshoot depression is switched off

BlueShift Gives more precise control over overshoot description (see below)

BlueFuzz Expands alignment zones in both directions

You can set all these values in the right part of the Alignment page of the
Font Info dialog box.

BlueScale is the PPM size at which overshoot suppression is switched off. If
PPM is less than BlueScale, then overshoot suppression is applied. If it is equal
to or exceeds BlueScale, overshoot suppression works only if the distance from
the aligned point to the base line of the alignment zone is less than the
BlueShift value and the scaled distance is less then half of a pixel.



The BlueScale value is stored in Type 1 fonts in a very strange format, but in
the Alignment page you can set it using one of three different ways: directly, in
the form that the Type 1 specification describes (i.e. it looks like a floating
point number), as a PPM size, or as a point size on a device with 300 DPI
resolution. Use the BlueScale: combo box to select the BlueScale editing
method and edit it in the is equal to edit field.

BlueScale Formulas
The “actual” value of the BlueScale value is calculated as:

(PPM-163333)
800.0

The BlueFuzz value allows you to expand the action range of the
alignment zones in both directions. Thus if you have defined a zone like
(700-715), and BlueFuzz is equal to 2, then the actual zone used will be
(698-717). This is usually used when you are not sure that you correctly set
all the alignment zones or when the characters are not all precisely aligned.
The normal value of this parameter is 0 but by default it is set to 1.

BlueScale =

TrueType hinting algorithms do not use BlueScale, BlueFuzz and BlueShift
values.
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Format-Specific Options

. Type 1-specific settings
- TrueType-specific zettings
kM appinig
Device metrics
Fant zrmoothing
Font flags: [head] table
- PCLT table
Font identification
Fant metrics
Codepages

This section covers options that are specific to Type 1 and
TrueType/OpenType fonts. For both destination formats you may choose
font-specific export options that will be used instead of globally set
FontLab Studio options. In addition, for TrueType fonts you can customize
some settings that are necessary for high-quality rendering.



Type 1 Export Options

Type 1 export options [E]E]

[JiUze default expart options:

[Itdake PFM file  []Make &FM and INF files
[] Use wWindscent and WinDescent as fant vertical size

Encoding options:

Automatically sort glyphs

[] Open Type 1 Ezport Terminal Rezet to default

Use this page to customize font export options for the current font. This
page copies Options/Type 1 export settings, so you may refer there for the
detailed description.

Switch on the Use default export options parameter to use default export
options that are not font-specific.
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TrueType Export Options

TrueType export options E]E]

[] Use default export options

Export hinted TrueT ype font Keep exizting TrueT ype inztructions
Export visual TrueT ype hints Autohint unhinted glvphs
Export embedded bitmaps Do kot reorder glyphs

[] Copy HD M data from base to composite glyph

Uze Unicode indexes az a base for TrueType encoding
|Jze following codepage far first 256 glyphs

Do not reencode first 256 characters ~

[T Put M5 Char Set value into z5election field
|Jze following codepage to build cmap(1,0] table:
Mac 0% Foman [defaul]] v | Autahinting Options..._|

Use this page to customize font export options for the current font. This
page copies Options/TrueType export settings, so you may refer there for
the detailed description.

Switch on the Use default export options parameter to use default export
options that are not font-specific.

264



TrueType Mapping Settings

M apping zettings: [cmap] table @ @

Autornatically add " null”, "CR" and "zpace’ characters

If the Automatically Add... option is on, then FontLab Studio will analyse
the font and add characters that are necessary for complete font
compatibility. In Windows only two characters are really necessary: the
“notdef” and “space” characters. On the Mac a couple additional
characters are required: “CR” and “NULL”. Note that FontLab Studio will
generate these characters only if they do not exist in the font, so you can
create them manually and control their appearance. We recommend
leaving this option on, especially if you are developing Macintosh fonts.
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Device-Dependent Metrics

Device-dependent metrics [hdmx] and [vdmzx] @@

[hdm=] table PPMs [use ', and ' to define ranges, like this; 11-13, 15, 16];
9-13,15-17.19, 21, 24, 27, 29, 32-33, 37, 42, 46, 50, 54, 58,67, 75

Mate that these values will not be uzed if pou try to keep existing TrueType hints.

Create [wdms] table [it iz neceszany if this font hag verical delta instructions)

The [hdmx] control lets you customize the sizes for which FontLab Studio
will generate records in the hdmx TrueType table. This table is used to pre-
calculate pixel metrics of font glyphs so it will not be necessary to run a
hinting program to get the correct width.

If you don’t want FontLab Studio to generate a hdmx table for your font,
empty this editing field.

Use a colon to separate entries and -’ to define ranges of PPM.

Use the Create VDMX Table control to ask FontLab Studio to
automatically calculate a VDMX (Vertical Device Metrics) table. This is
necessary if some characters in the font are hinted in the vertical direction,
so that at some resolutions they can extend above or below the scaled
Win/Mac Ascender or Win/Mac Descender values and unwanted dropouts
do not appear. We strongly recommend you always have this option
switched on.

Using CacheTT to Build Device Metrics Tables

There are two ways to make a device metrics tables. You can use FontLab
Studio to calculate these values or you can use the CacheTT program made
by Microsoft. FontLab Studio’s own algorithm is very fast but is not as
precise as CacheTT. We recommend you use FontLab Studio’s calculation
while you are working on the font and use CacheTT when you prepare your
font for release.



To calculate the device metrics tables using the CacheTT:

1.

Download and install the CacheTT program. You can download it from
this location:

http://www.microsoft.com/typography/tools/cachett.zip

Open the Options dialog box (Tools > Options... command). Select the
General page:

[+ Use CacheTT program to generate device metrics tables in TT fonts
Location of the CacheTT.exe file:
|C:\Distlibutives'\cachett\cachett.e:-te =

Enter the full path to the CacheTT.exe file in the Location of the
Cache TT.exe file field or click on the & button to find the
CacheTT.exe file using the file open dialog box.

Check the Use CacheTT program to generate device metrics tables
in TT fonts checkbox if you want FontLab Studio to use CacheTT to
generate device metrics tables in exported TrueType fonts.
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Font Smoothing Control

Font smoothing control [gasp] table [E][E]
PPM Ranges:

[N ;] [ 4pplinstuctions to the range

19? 15 EG Apply smoothing ta the range

Fram: |0 To |8

To improve the appearance of TrueType fonts on the screen the latest
versions of the Windows operating system use a special technique called
font smoothing. With this technique edges of the characters are rendered
using shades of gray:

Visually this decreases the dither of the characters’ edges so that text is
easier to read. This technique may be combined with gridfitting methods
that optimize the character’s appearance by adjusting its outline.

The font smoothing options let you control when to use one or both of
these techniques.

In the list box you see PPM (Pixels Per eM — font size measured in screen
pixels) ranges with one or two letters describing the applied technique.

S means that smoothing will be applied; G means that gridfitting will be
applied; SG means that both techniques will be combined to achieve the
best results.
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To set options for a range, select the range and change its settings
using the controls in the dialog box. Use the check boxes to select the
rendering technique and the edit controls below the list to change the PPM
range.

To define a new range, select one of the existing ranges and press the
*“. Split button. The range will be split into two ranges and you will be able
to set different options for them.

To merge two ranges select a range and press the »** Merge button. The
selected range will be merged with the range that is above it.

To reset the font smoothing settings press the “# Auto button and
they will be calculated as advised by the TrueType specification.

You can see the results of these settings in the TrueType hinting Preview window when the
TrueType hinting tool is active. Refer to the “Hinting” chapter for more information.
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[head] Table Settings

[head] table settings @@

LowestRecPPet: (3

fontDirectionHint: |2 -

These entries are specific for TrueType rendering. We do not recommend
you modify them if you are not sure of what you are doing.

LowestRecPPem  This parameter controls the lowest PPM at which the TrueType
rasterizer is allowed to apply instructions

FontDirectionHint This [head] table parameter defines font direction, which may
have the following values:

0: Fully mixed directional glyphs

1: Only strongly left to right

2: Like 1 but also contains neutrals
-1: Only strongly right to left

-2: Like -1 but also contains neutrals.

A neutral character has no inherent directionality. Spaces and
punctuation are examples of neutral characters.
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Basic PCLT options

Basic [PCLT] options (4[]

[]Expart the PCLT table

The PCLT table is used when a TrueType font is printing on a PCL printer.
PCL (Printer Control Language) is a page-definition and printer-control
language developed by Hewlett Packard and is used in their printers.

This table is recommended for TrueType fonts, but only if you understand
all the options and parameters.

The first page includes only one option: Export the PCLT table, which
controls table export. Note that you can define table parameters but not
export the table — all values will be saved to your FontLab Studio font file

(VFB).

Extra information on many of PCLT fields can be found in the HP PCL 5
Printer Language Technical Reference Manual available from Hewlett-
Packard Boise Printer Division.

Our description of various PCLT fields is partially copied from the PCLT
table specification available online at:

http://www.microsoft.com/typography/otspec/pclt.htm
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PCLT Identification

[PCLT] identification

(%) Mative format

() Converted format

(][

Yendaor code: |M

Unique code: 120002 Copy T1 UID

Typeface family code: (219

TypeFamily vendor code: | Monatype Typography Ltc s

Native/Converted Only original font vendors can select Native format. If you are

format

modifying an imported font, select Converted format

Vendor code

Single-character code of the font vendor - assigned by Hewlett-
Packard Boise Printer Division to major font vendors. Below is
a list of registered font vendors:

A Adobe Systems

B Bitstream Inc.

C Agfa Corporation

H Bigelow & Holmes

L Linotype Company

M Monotype Typography Ltd.

Unique code

Font’s unique code — 24-bit integer. Using the Copy T1 UID
button you can copy the Type 1 Unique ID value into this field

Typeface family
code

This is a family code assigned by HP Boise Division. Refer to
HP manuals for more information

TypeFamily vendorThis is another vendor code assigned by the HP Boise Division.

code

Choose one of values in the list.




PCLT Metrics and Font Description

[PCLT] metrics and font description [E E]
whidt: | Mormal v
Fosture: | Upright b
Structure: | Solid [normal, black) v
StrokeWeight; | 0 Book, test, reqular, ete. _ >
SenfStle: | Sans Senf Square b

(%) Sans SerfMonaline () Senf/Contrasting

‘widthType: | 0 Marmal v
Fitch: |589
% Height: [ 1052 CapHeight: | 1468

Width The appearance width. Select one of the options in the list

Posture The slant of the glyphs. Could be upright, italic/oblique or
reversed italic

Structure The structure of the glyph’s interior. Select one of the options
in the list

StrokeWeight Weight of the font. This value is related to the Weight
parameter on the basic names page

SerifStyle Style of the glyph’s serifs. This is related to the PANOSE
settings.
Use the Recalc button to calculate values automatically using
information from other pages

WidthType PCL appearance width value. Select one of the options in the
list

Pitch The width of the space in font units

xHeight The height of the optical line describing the height of the
lowercase x in font units. This might not be the same as the
measured height of the lowercase x

CapHeight The height of the optical line describing the top of the

uppercase H in font units. This might not be the same as the
measured height of the uppercase H.
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PCLT Codepages

[PCLT] supported codepages @ @

Typeface: | Arial

Recals

File name: |&RLRO0D

Character Set:

Undefined w

Character Complement: | Q000000000000000

Typeface

This 16-byte ASCII string appears in the "font print" of PCL
printers. Care should be taken to insure that the base string for
all typefaces of a family are consistent, and that the designators
for bold, italic, etc. are standardized.

Times New
Times New Bd
Times New It
Times New BdIt

File name

This 6-byte field is composed of 3 parts. The first 3 bytes are an
industry standard typeface family string. The fourth byte is a
treatment character, such as R, B, I. The last two characters are
either zeroes for an unbound font or a two-character
mnemonic for a symbol set if a symbol set is found.

Examples:

TNRROO Times New (text weight, upright)
TNRIOO Times New ltalic

Character Set

Symbol set values are assigned by HP Boise Division. Unbound
fonts, or "typefaces" should have a symbol set value of 0. See
the PCL 5 Printer Language Technical Reference Manual or
the PCL 5 Comparison Guide for the most recent published list
of codes.

In most cases all you need to do is to select one of pre-defined
values in the list to the right of the manual field. See below for
more information

Character
Complement

This 8-byte field identifies the symbol collections provided by
the font, each bit identifies a symbol collection and is
independently interpreted. Symbol set bound fonts should
have this field set to all F's (except bit 0).




File Name Treatment Flags:

Text, normal, book, etc.

Italic, oblique, slanted, etc.

Bold

Bold Italic, Bold Oblique

Demibold

Demibold Italic, Demibold Oblique
Black

Black Italic, Black Oblique

Light

Light Italic, Light Oblique

Condensed

Condensed Italic, Condensed Oblique
Bold Condensed

Bold Condensed lItalic, Bold Condensed Oblique
Semibold (lighter than demibold)
Semibold Italic, Semibold Oblique

AUV ITM>NOrOXMQO-®— >

Character Set Table

FontLab Studio stores the list of predefined character set codes with descriptions in a spedal text
file named pclset.dat located in the FontLab Studio/Data folder.

This file has a simple structure:

-- Undefined
19M Adobe Symbol
0V Arabic (McKay's)

Every line contains a Character set code followed, after a single space, by a description of the
character set. You can open this file in any text editor, like Windows Notepad, and make any
changes you want.
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Binary and custom tables

Binary and custom tables [E]

Tag Camment

=0T Stored binary OpenType lavout kables
BASE  Baseline data

OpenType and TrueType fonts may contain tables that are unknown to
FontLab Studio. These can be registered OpenType tables that FontLab
cannot interpret (e.g. BASE or JSTF), AAT tables (e.g. morx or gvar),
binary “native” copies of some tables that the user may want to retain (e.g.
the OpenType Layout tables or native TrueType hinting) or tables
generated by some private tools.

If the option Store custom TrueType/OpenType tables is enabled in
Options > Opening OpenType & TrueType, FontLab Studio will store in
the .vfb file the tables that it cannot interpret. If the option Store binary
OpenType layout tables is enabled, FontLab Studio will also store the
OpenType layout tables GPOS, GDEF and GSUB in their binary form —
although it can interpret these tables at least to a large extent. Finally, if
the option Store TrueType native hinting is enabled, FontLab Studio will
store the original TrueType instructions.

The Binary and custom tables page shows all stored OpenType and
TrueType tables. If stored OpenType Layout tables are present in the .vfb
file, the tag “—OT” is shown in the Tag column. If stored TrueType native
hinting is present, the tag “—TT” is shown. For all other tables, the actual
table tag will be displayed. In the Comment field, FontLab Studio shows a
description of the table if possible (known).

You can use the (=) button to remove any stored tables from the .vfb file.
Note that if you generate the font in the TrueType / OpenType TT or
OpenType PS format, the stored tables will only be written if appropriate
options are set.



Printing and
Proofing Fonts

FontLab Studio 5 has several new tools for visual proofing and printing of
your fonts. Several new printing modes allow you to print font content in
different ways with various options. You can print all or selected glyphs
with all character information, sample strings, detailed glyph printouts as
well as a kerning table. A new Quick Test feature that proofs the font using
the system renderer has also been added. At the end of this section, a
summary of additional methods of visual proofing is presented.



Printing

To see the printing modes available, choose File > Print. You will see the
following dialog box:

Printing &3]
Font sample @
Font Table A text ko pr\nt
e
Glyph List
il 1 he q uick brown JCOJC
[Brovun)
Font Sample
Text size! | PP v [¥]word wrap [C1erint vight-to-left
Faont Waterfall [ZIFil outlines
|A [¥] apply kerning [CIPrint kerning values
A [CIPrink metrics data
3 [C1Print underline
wenhifl
Ak

Glyph Waterfall "~

On the left side of the dialog box, you can choose one of the available
printing modes: Font Table, Glyph List, Font Sample, Font Waterfall,
Glyph Sample, Glyph Waterfall and Kerning Table.
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Printing Font Table

To print the font table of the current font

1.

Select the Print command in the File menu or click on the = button
in the Standard toolbar. You will see a dialog box that asks you to select
one of the printing modes:

Font table

Font Table Cells in the row: 16 v
m= Cell caption: EName Vi
Glyph List Print glyph index in every cell

e

Select the “Font Table” item in the list at the left to print a font chart

containing samples of all font glyphs.

Choose how many cells you want to be printed in one row. The fewer
cells will be printed in a row the larger will be each cell and the more

pages you will get printed.

Choose information for the cells caption. This option is similar to the

caption popup menu in the Font window.
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5. Select whether to print glyph index in every cell or not and click OK.
You will see the standard Windows Print dialog box that will ask you
to choose a printer and modify the printer settings:

Printer

Status: Feady
Type: Hemx Phaser 3400 PCL &
“Where:  Phazer 3400

Mame:

Commert: [ Prirt ta file:
Print range Copies
= all Mumber of copies: -_1_ 3-_,
(O Pages  from: {1 [ 2_J -
I ak ] [ Cancel ]

In this dialog you can choose the range of pages you want to print.

When you press the OK button, FontLab Studio will print a font table
containing samples for all font glyphs.

If you print a Multiple Master font the glyphs will appear according to the
current font’s WeightVector.

Printout of the font chart:

: 0EE01 10:44:58
NeoGothic Paga 11101
|ushlesped wodom | quokedl | nunibarsig) dolar parcent | ampamsand quokesing| parenialt | poranright | eskarisk | pus comma  (hyphan | parind slmh
I"(# S [% & [C])[*+]. ][]/
| H | 3 Ell 5 [ 7 B o | [ g 13 10 5 18]
|z e I Misa | v =y RN gt |nne oo | samimicn| less aqual graker | quasiion
o|1/2|3]a]s5|6]7]|8|9|:];:]|<|=]>]?
I 17} 18] | | Fll | 7 E] EE| 26 7| 28] E ) El 7]
" A B C [l E F [+ H 1 1 K L M N [=]
@ A/B|C/D|E|F|G|H|I|J]|]K|L|M|NJ|O
EE] | i E| a7 £ 7] A0 [ az e 7! 45 ) AT £
n a _H E _T u o L x _T Z _nmlnn bakstas h| brockarigh e i roun unda o
PIQIR|S|T|U|VIWIX|Y|Z|L[|N]T]|*]_
I | Eilj Bl | 53] E] 55| ] 57| EJ El| ] ] 7] &3 ]
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Printing Glyph List

To print the glyph list of the current font

1. Select the Print command in the File menu or click on the = button
in the Standard toolbar and select the “Glyph List” item at the left of
the Printing dialog box:

Glyph list

Font Table () Print all glyphs in the Font

= () Prink only selected glyphs
|

Glyph List

2. At the right choose whether to print all font glyphs or only the selected
glyphs and click OK. You will see the standard Windows Print dialog
box.

Note that some information is colored; so printing on a color printer will
have some benefits.

Printout of the glyph list:

NeOGOthiC 10/28/01 20:08:25
Page 1/1
a b
Index: 66, Unicode: 0061 Indax: 67, Unicode: 0062
Hodes: 18, Contours: 2 Nodes: 16, Contours: 2
a BBox: (46, -13) - (403, 485) BBox: (81, -12) - (488, 670)
LSB: 46, RSB 47, Width: 450 T LSB: 81, RSB: 41, Width: 529
I1sb: 337, rsb: 53, vidth: 60 1sb: 90, rsb: 48, width 391
[ d
Index: 68, Unicode: 0063 Index: 69, Unicode: 0064
Nodes: 11, Contours: 1 Nodes: 15, Contours: 2
C BBox: (49, -13) - (427, 485) BBox: (61, -15) - (470, 666)
LSB: 49, RSB 40, Width: 467 LSB: 61, RSB: 56, Width: 526
Isb: 56, rsb: 45, vidth: 66 1sb: 67, rsb: 65, width 394

e

Index: 70, Unicode: 0085
Modes: 12, Contours: 2

e BBox: (49, -17) - (459, 481)
LSB: 49, RSB: 24, Widih: 493

Isb: 56, msbr 44, width: 393

As you can see, this is the same information that is displayed in the Glyph
properties panel.
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Printing Font Sample

To print the current font sample

1. Select the Print command in the File menu or click on the = button
in the Standard toolbar and select the “Font Sample” item at the left of
the Printing dialog box:

Font sample E2]

Fant Table A text to print:
The quick brown Fox jumps over the lazy dog

Glvph List -
[The
& The quzck brown fo:c
Font Sample *
Text size: | 48 w| [¥]word wrap [CIPrint right-to-left
Font Waterfall il oubines
|A Apply kerning [CIPrint kerning values
|

[CIPrint metrics data

Glyph Sample
[CIPrint underline

2. At the right type the text you want to be printed and set the size of text.
Note that metrics information is printed only when larger sizes are
selected.

3. Set other printing options:

Word wrap If this option is on FontLab Studio will wrap words when
printing
Fill outlines If this option is on characters will be printed filled

Apply kerning If this option is on and the kerning is defined for the font
the text will be printed kerned

Print kerning If this option is on and the kerning is defined FontLab
values Studio will print kerning values

Print metrics If this option is on and the text size is large enough the
data values of the glyph width and sidebearings will be printed

Print underline  If this option is on the text will be printed underlined.
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4. Click OK. You will see the standard Windows Print dialog box.

Printout of the font sample with default printing options:

FONTLAB FONT SAMPLE Adobe Systems Incorporated

Font: BellMT-SemiBoldltalic 0ene0s 128503

String: The quick brown fox jumps over the lazy dog
Page 1/1

The quick brown fox jumps
over the lazy dog
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Printing Font Waterfall

To print the current font waterfall sample

1.

Select the Print command in the File menu or click on the = button
in the Standard toolbar and select the “Font Waterfall” item at the left
of the Printing dialog box:

Printing 3]

Font waterfall

A kext bo print:
The quick brown fox jumps over the lazy dog

o
Ghyph List .

| The quick brown fox

Fant Sample g
HER List of paint sizes ko print:

Font Waterfall | 5-36, 38, 40, 42, 48, 56, 64, 72
‘ A [T Print right-to-left

Glyph Sample apply kerning

[CIPrit point size ak the beginning of every line

nnnnn

At the right type the text you want to be printed and edit the list of
point sizes if needed. Click on the Reset button to restore the default
list of sizes.

Set other printing options:

Apply kerning If this option is on and the kerning is defined for the
font the text will be printed kerned

Print point sizes at  If this option is on FontLab Studio will print size values
the beginning of
every line

Click OK. You will see the standard Windows Print dialog box.



Printout of the font waterfall with default printing options:

Font: BellMT-SemiBoldltalic 09115105 125521

String: The quick brown fox jumps over the lazy dog
Sizes: 5-36, 38, 40, 42, 48, 56, 64, 72 Page 1/2

7 Ty dog

fox jumps over the lazy dog

The quick brown fox jumps over the lazy dog

The quick brown fox jumps over the lazy dog

The quick brown fox jumps over the lazy dog

The quick brown fox jumps over the lazy dog

The quick brown fox jumps over the lazy dog

The quick brown fox jumps over the lazy dog

The quick brown fox jumps over the lazy dog

The quick brown fox jumps over the lazy dog

The quick brown fox jumps over the lazy dog
The quick brown fox jumps over the lazy dog
The quick brown fox jumps over the lazy dog

The auick brown foxr tumbs over the lazv doo
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Printing Glyph Sample
To print the glyph sample

1. Select the Print command in the File menu or click on the = button
in the Standard toolbar and select the “Glyph Sample” item at the left
of the Printing dialog box:

Printing %]

Glyph sample

Font Table (%) Print single glyph

(I Print all glyphs in & kext string

Glyph List SSiech ah Lo R : -
J— o w
5, Qj n
| brown| ]
e @ B 9
Fork Sample: Slro:20iEh
=N Printing options:
|Aede
HECDE] Nodes [ Mode coordinates
Font: Waterfall
[ ahyph metrics
‘ A [JHints
Glyph Sample il :
.';J: CFit ghyph to page vertically (using visual ascender and descender)
A
® i
yph weaterfall <] {#} Use current Glyph window zoom

2. At the right select the single glyph that you want to be printed or type
the names of glyphs proceeded by slash. You also may use glyph
Unicode codepoints proceeded by backslash. You can use the Choose
Glyph button to open the Find Glyphs dialog box.

3. Set other printing options:

Nodes If this option is on FontLab Studio will print squares
visually representing nodes

Node coordinates If this option is on FontLab Studio will also print
coordinates for each node in font units. Node
coordinates cannot be printed without printing nodes

Glyph metrics If this option is on FontLab Studio will print lines
representing glyph metrics

Hints If this option is on and hints are present they will be
printed

Fill outline If this option is on glyph outlines will be printed filled
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Fit glyph to page If this option is selected each glyph will be printed

vertically scaled to fit the page vertically and centered
horizontally

Use current Glyph  If this option is on each glyph will be printed at the size

window zoom of the currently opened Glyph window. This option
cannot be selected if there are no opened Glyph
windows.

4. Click OK. You will see the standard Windows Print dialog box.

Use combinations of different options to see the printing result which
better meets your needs.

Printout of the glyph sample with default printing options:

FONTLAB GLYPH SAMPLE

Adobe Systems Incorporated|

Font: BellMT-SemiBoldltalic oensios 128

Glyph: A

Page 1/1

//
LI
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Printing Glyph Waterfall

To print the glyph waterfall sample

Select the Print command in the File menu or click on the = button

1.
in the Standard toolbar and select the “Glyph Waterfall” item at the left
of the Printing dialog box:
Printing X
’?i—_. “a] Glyph waterfall
GIy}HList Select glyph to prink:
B a v
1
Font vaterfall
@ List of paint sizes ko prink:
Glyph Sample '5-36, 38, 40, 42, 49, 56, 64, 72 |
Fr
Glyph Waterfall
2. At the right select the single glyph that you want to be printed. Use the
Choose Glyph button to open the Find Glyphs dialog box and find a
particular glyph for print.
3. Edit the list of point sizes if needed. Click on the Reset button to
restore the default list of point sizes.
4. Click OK. You will see the standard Windows Print dialog box.

Printout of the glyph waterfall:

FONTLAB GLYPH WATERFALL

Font: BellMT-SemiBoldltalic
Glyph: A
Sizes: 5-36, 38, 40, 42, 48, 56, 64, 72

Adobe Systems Incorporated
09/15/05 12:56:08

,_,MAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA



Printing Kerning Table

To print the kerning table

1. Select the Print command in the File menu or click on the = button
in the Standard toolbar, click on the =l button in the left pane of the
dialog box and select the “Kerning Table” item at the left of the
Printing dialog box:

Printing &3]
“a] Kerning table
Pairs Filter:
| all pairs "
Sort pairs by:
First glyph ¥

Faont YWaterfall
Print glyph shapes

@ ] Print right-ta-left

Glyph Sample Print class information Print class cankent
i

Glyph Waterfal
A

Kerning Table

2. At the right choose the options of the printout. The Pairs filter selector
is similar to the one in the Kerning Table in Metrics Window. You can
choose to print all pairs or only those where one or both glyphs are
either selected or in encoding, i.e. “in the yellow zone”.

3. Choose how to Sort pairs by in the printout (by the glyph name of the
first or second glyph in the pair, or by the kerning value).

4. Enable Print glyph shapes to print the actual glyphs. If disabled, only
glyph names and values will be printed.

5. Print right-to-left allows you to print the pairs so that the first glyph
in the pair is always on the left of the second glyph.

6. Ifyour font uses class kerning, Print class information and Print class
content allow to include basic or full information about the classes.

7. Click OK. You will see the standard Windows Print dialog box.
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Printout of the kerning table with default printing options:

Font: BellMT-SemiBoldltalic oerIes 128820
Total pairs to print: 411 Page 1/11
AC A G 25 BU B Udieresis 25
AG A G 25 C o3 period -13
A o 12 D comma 13
AO !
AQ A Q 12 D. D period 25
AV A v -3 DA D A 75
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Quick Test

FontLab Studio has a new feature allowing you to test your fonts quickly.
You can generate and temporarily install your font with one command and
then see how it works in real text-editing environment.

To test the open font, just select the OpenType TT or OpenType PS
command in the Tools > Quick Test As menu. FontLab Studio will
generate the font in the selected font format (using the current generation
Options), temporarily install it in your system, and present the following
window:

a8 e

ABCDEFGHIJKLMNOPQRSTU
VWXYZabcdefghijklmnopgrstuv
wxyz1 234567890

This is a simple text editor allowing you to type with your font, change the
text size and print the content.

Type or paste the sample text in the editing field. Use the Content popup

menu to see the characters of the particular codepage or entire character

set of the font, i.e. all glyphs that have a Unicode codepoint assigned.

= Test Font %
L - e
"#$9%8& () +,-./0123456789:;<=7 -
@ABCDEFGHIJKLMNOPQRSTUVWXYZ[\]

A abedefghijklmnopgrstuvwxyz{ |}~ jc£0¥}§~
©ra-® 223" q. 10,141534
OUUUUYPRasaz#A s ee6611TidR00606+
otitiiypjAaAaAaCeCeCeCeDdDAELeEEEeLe GG
§GgGeHhHRITIi Kk LILILILIEINANpNA TN
n060608EceRRrR#S585sS T TR UaUnUnUn U
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You can also type in your custom text. Note that since this dialog uses the
system font rendering, you will see the OpenType layout features that are
applied by the operating system by default. If you use Windows XP SP-2 or
higher and enable Control Panel > Regional and Language Options >
Language > Supplemental language support > Install files for complex
script... , you will be even able to test complex script OpenType Layout
features if your font has binary OpenType tables included (for more
information on dealing with binary OpenType tables see the “OpenType
Fonts” chapter).

T
‘Bﬂ*":ﬂ 38y 3y S0 3 e Bt ol o s

1.8 1.3 - | v N
) 7o Lo e Jela o ey 12y Dlas

You can print the display text from this dialog.

You can launch other applications (e.g. MS Word or InDesign) and see how
the font works there. The font name is generated automatically and starts
with 'FLSFNT".

To finish testing the font and close the window, click on the Close button.



Other Proofing Methods

In addition to the proofing features described above that allow you to
produce printouts, FontLab Studio offers additional methods for visual
proofing of your fonts on screen. They are discussed more extensively in
other sections of this manual but here follows a quick summary.

Preview panel

The Preview panel (Windows > Panels > Preview) allows you to preview
sample strings with a variety of options. It can be docked at the top or
bottom of the screen, or positioned on a second monitor. With the panel,
you can type arbitrary strings that will be previewed using your current
font, or choose the strings from a combo box. Extended characters can be
inserted by typing /glyphname or \XXXX or \uXXXX for Unicode codepoints.

# Tip: SC Unipad (http://www.unipad.org/) is an excellent Unicode text
editor that can quickly convert between true Unicode characters and the
\uXXXX notation. To produce multilingual previews, type your text in
SC Unipad, convert to \uXXXX and paste the result into FontLab Studio.

A new feature in FontLab Studio 5 is the ability to preview multiline text:
insert \n anywhere within the preview string to enforce line wrap.

\mmg)m%é\@m

106 detsey pmxms\o*x:‘\“mw

0NN [II6 (U OB

The text in the preview panel can be shown in reversed colors (white on
black), flipped vertically, flipped horizontally, previewed right-to-left or in
vertical orientation.
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OpenType Features panel

The OpenType Features panel is available as a second page of the
Preview panel and provides visual proofing capabilities for OpenType
Layout features included in the font. It is a great tool for quick previewing
of your OpenType feature definition code, especially for Western
typographic features. You can check whether your features are in a correct
order (to avoid unwanted effects with interaction of different features),
customize the preview size, optionally display the glyph metrics and
present the glyphs in right-to-left order.

OpenType Featwres | Prewiew | Anchors
Script: |latn +| Language: DFLT | AT v ‘«I%‘m
[lepsp = |official style 1234

uuuuu

[Csinf Rzt

- official style 1234

Currently, the OpenType Features panel does not support all lookup types
and does not allow you to apply features selectively to single characters or
words. It also does not support special shaping rules for complex scripts.
To preview OpenType Layout features for complex scripts, use the Quick
Test feature discussed earlier.



Metrics Window

The vastly enhanced Metrics Window (Window > New Metrics
Window) in FontLab Studio 5 offers attractive visual proofing capabilities.
With improved multilingual support, direct multiline text editing in the
text mode, fully customizable colors and a screen-space saving layout with
optional controls, it offers an excellent tool for letter spacing, kerning and
visual proofing.

Vsichni lidé rodi se svobodni
a sobé rovni co do dustojnosti
a prav. Jsou naddni rozumem
a svédomim a maji spolu jednat
v duchu bratrstvi.

e g e O

Hinting Tools

The Type 1 Hinting and TrueType Hinting tools (Tools > Hints &
Guides) provide accurate bitmap previews of your Type 1, OpenType and
TrueType fonts as they will appear on screen. The tools call the font
rasterizers present in the system to produce the previews so the accuracy is
guaranteed. The hinting preview panels allow you to toggle between
different screen sizes, zoom in individual glyphs and select various
rendering modes.

Type 1 Preview ® | TrueType Preview =
The quick brown Fox jumps over Black-White | The quick brown Fox jumps over i i\ack—wllﬂte m
heinlitalababilath et i | e Gavedle

m m

L 4

The quick brown fox jumps over The quick brawn fox jurnps ower
eananAAAAAAAAAAAAAAAA CaannasastAAAAAAAAAA,
e s s 01 ITA415 L6 47 16 18 20 21 Zz 23 24 25 26 £ 7 o: s E{4424744 4848 47 4% 18 20 24 22 27 24 28 26
= Thequick brovn fox jumps over [+ The quick brawn fex jumps ouer
= The quick brown fox jumps cver s The quick brown fou jurps over
1o The quick broswn fox jumps over 10 The quick brown fox jurmps ovar

11 The quick brow

fox jumps over 11 The quick brown fox jumps aver

1z The quick brown fox jumps over 1z The quick brown fox jumps over

1= The quick brown fox jumps over 1z The quick brown fox jumps over

1« The quick brown fox jumps over w The quick brown fox jumps over

= The quick brown fox jumps over = The quick brown fox jumps over

= The quick brown fox jumps over « The quick brown fox jumps over
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Generating Fonts

In this chapter, we will discuss the most important aspects of generating
workable fonts in the most popular formats. Please note that all
recommendations and guidelines in this chapter only address typical and
common cases. There can be exceptions and special situations. For those,
you need to refer to the specific sections of the manual, and to the
appropriate font format specifications.

This chapter also assumes that you have read the rest of the manual.



I Relevant Font Formats

The following lists the most relevant font formats and lists some of their
advantages and disadvantages.
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0| OpenType PS

Also known as: OpenType-CFF, PostScript-flavored OpenType, OTF
Filename extension: .otf

Pros: Works on Windows, Linux, Mac OS 8.6, 9, and OS X. Uses the Bezier
curves that are preferred by designers and used in drawing apps such as
Ilustrator and Freehand so letterforms can be drawn precisely and
outlines need not be converted. May contain up to 65,535 glyphs, supports
Unicode and can contain OpenType Layout features.

Suitable for Western Roman fonts, non-Latin fonts, multilingual fonts and
advanced typography. May include class kerning allowing for moderately-
sized kerning tables. Uses Type 1 hinting that is relatively easy to create.
Can include embedding rights information defining whether or not the font
may be attached to electronic documents.

Cons: Type 1 hinting does not allow precise control in small screen sizes.
Can theoretically contain bitmaps, but they are not displayed. Since this is
a relatively new format, there are problems with old some applications
(some styles are not displayed in menus, kerning for non-Western
characters does not work.) The multilingual and advanced typography
features only work with new OpenType-savvy applications, otherwise just
the basic character set is available. Two alternative family namings within
each font must be devised: one where a family contains an arbitrary
number of styles, and second “brief family” where one family does not
contain more than four styles. Does not work on Mac OS 8.
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1] 0] Windows TrueType / OpenType TT

Also known as: Data-fork TrueType, Windows TrueType, TrueType-
flavored OpenType, TTF

File extension: .ttf, also possible: .otf

Pros: Works on Windows, Linux and Mac OS X. May contain up to 65,535
glyphs, supports Unicode and can contain OpenType Layout features.

Suitable for Western Roman fonts, non-Latin fonts, multilingual fonts and
advanced typography. May include class kerning allowing for moderately-
sized kerning tables. TrueType hinting allows precise control in small
screen sizes, can also contain bitmaps. Can include embedding rights
information defining whether or not the font may be attached to electronic
documents.

Cons: Does not work on Mac OS 8/9. May cause output problems on ten-
year-old PostScript output and printing devices. The designer usually
needs to convert the outlines from Bezier curves which may introduce very
slight changes in the shape. When converted back to Bezier curves (e.g. in
Tllustrator), the resulting curves have superfluous points. Manual
TrueType hinting is laborious to create. The multilingual and advanced
typography features only work with new OpenType-savvy applications,
otherwise just the basic character set is available. For font families,
requires two versions of the family name within each font: the first may
contain any number of styles; the second “brief family” may contain only
four styles.



a) Windows Type 1

Also known as: Windows PostScript, PC PostScript, PC Type 1
File extension: .pfb, with supplementary files .afm, .inf, .pfm

Pros: Works on Windows and Linux. Works in all PostScript commercial
output and printing devices. Uses the same curve system (Bezier) as
drawing applications such as Illustrator and Freehand, so letterforms are
easy to edit when converted to curves. Type 1 hinting is comparatively easy
to create.

Cons: Does not work on Mac OS 9 or X, not cross-platform. Contains two
parts, the outline file (.pfb) and the metrics font (.pfm), both of which must
be in the same folder. Does not contain class kerning so kerning tables are
large. Type 1 hinting does not allow precise control for very small screen
sizes. Cannot include more than 256 encoded characters and lacks
advanced layout features such as ligatures, making the format unsuitable
for multilingual or non-Latin fonts. Cannot contain bitmaps for small
screen sizes. Does not contain embedding rights information. One family
cannot contain more than four styles.

Recommendation: Draw fonts with Beziers as Type 1. When complete,
make a duplicate FontLab master .vfb file and make TT conversions to it.
Generate either a TrueType / OpenType TT or an OpenType PS font for the
newest systems (Windows and Mac OS X).

Mac Type 1 is not included in this overview since FontLab Studio 5 for
Windows cannot generate Mac Type 1 fonts. You can use FontLab for Mac
or TransType for Mac or Windows to produce a Mac Type 1 font. However,
we recommend producing fonts in the OpenType format unless you have
Mac customers running a pre-8.6 Mac OS.
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Before You Generate

Before you generate your font, make sure the most relevant aspects of the
font are complete. Open all fonts that belong to your family in FontLab
Studio.

Font Info

Open Window > Panels > Fonts and look at the family naming. Unless you
are creating Mac Type 1 fonts, each brief family listed in the Fonts panel
should contain no more than 4 styles. If you plan to create OpenType fonts
(PS or TT), use the Group fonts by button to switch from the Group By
Family view to the Group By OT Family view. In this view, all fonts should
be grouped under one family.

Open File > Font Info and walk through all fonts of your family using the
Apply and Change buttons. On the Names and Copyright page, make sure
that all text boxes and combo boxes are filled in and that the Font is bold
and Font is italic checkboxes are checked accordingly. Use the Validate
Names button for each font to check against potentially wrong names.

If you are making an OpenType font, check the OpenType-specific names
page as well.

Check the pages Copyright information, Embedding, Designer
information and License information. All information should be filled in
there (although for Type 1 fonts, actually only a subset of the entries will be
included in the generated fonts).

In Version and Identification, put a reasonable version number into the
top fields and click on the green Auto button. Increase your minor version
number if you revised your font. On the Basic identification settings, click
on the green Auto button and on the Now button. Leave the Type 1 number
fields empty, select your vendor ID from the TrueType vendor code
combo box. If you don’t have one, register one at Microsoft Typography.

On the Panose identification page, click on the Auto button and customize
the entries as good as you can. The more precise the info the better, but it’s
not crucial.



On the Metrics and Dimensions page, font UPM size can be 1000 for all
formats. Don’t worry about things like 2048 for TrueType.

On the TrueType-specific metrics page, click on both Recalculate
buttons. Then go to Key dimensions and check Copy values to TrueType
metrics. Make sure your Ascender and Descender values are uniform for
all fonts in your family; use average values if your styles de facto have
different ascenders or descenders. The Ascender value should be positive,
the Descender value should be negative (preceded with a minus sign) in the
fields. Make sure the sum of the absolute values of Ascender and
Descender are equal to the font UPM size, e.g. if your Ascender is 720 and
your UPM size is 1000, your Descender should be -280.

Go again to the TrueType-specific metrics page and make sure the values of
0S/2 WinAscent and 0S/2 WinDescent are uniform across your family,
average if necessary. The value of all 0S/2 Typo* values should be uniform
as well. TypoLineGap should be between 5% and 20% of your UPM size

and uniform across all styles.

The hhea Ascender and hhea Descender should have the values equal to
WinAscent and WinDescent, and the hhea LineGap should be 0.
Alternatively, the hhea Ascender, hhea Descender and hhea LineGap
should be equal to the corresponding Typo* fields.

You can usually leave the other Font Info settings that were not mentioned
above at their factory settings.
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Character Set

Switch to Names mode in Font Window and select some encodings to see
whether all glyphs in a desired encoding that you wish to cover by your font
are included in the font. If you are making a text font, it should at least
cover all glyphs from the MacOS Roman and the MS Windows 1252
Western (ANSI) encodings.

You may want to create a custom .enc Encoding file that will work as your
font family “map” and will include all glyphs that you want to include in
the font.

Switch to Codepages mode and check several codepages. If you are making
a text font, it should at least cover all glyphs from the MacOS Roman and
the MS Windows 1252 Western (ANSI) encodings.

Remember that the Names mode uses glyph names and the Codepages
mode uses Unicode codepoints to reference the glyphs. Your font should
have both the glyph names and the Unicode codepoints conform to
published recommendations.

If any glyphs are present “in the yellow zone” in the Codepages mode but
are missing from the “yellow zone” of the corresponding Encoding, your
glyph names may be incorrect. Choose Glyph > Glyph Names > Generate
Names to fix this problem.

If any glyphs are present “in the yellow zone” in the Encoding mode but are
missing from the “yellow zone” of the corresponding Codepage, your
Unicode codepoints may be incorrect. Choose Glyph > Glyph Names >
Generate Unicode to fix this problem.

Any glyph cells with white background and red captions indicate that
either the glyphname or the Unicode codepoint is incorrect. Fix them
manually or automatically using the commands mentioned above.

It is recommended that all fonts in your family have the same character set.

In Font Info, on the Encoding and Unicode page, press on the green Auto
button. If you’re making non-Western single-codepage Type 1 fonts or a
Symbol-encoded TrueType font, select the appropriate character sets from
Microsoft Character Set and Mac script and FOND ID combo boxes.

On the Unicode ranges page, click on the green Auto button.



Glyphs
Select all glyphs in the Font Window (Edit > Select All). Choose Contour >
Correct Connections.

If you're making an OpenType PS or Type 1 font, choose Contour >
Convert > Curves to PostScript (if it is enabled). Choose Contour > Paths
> Set PS Direction.

If you're making an OpenType TT, choose Contour > Convert > Curves
to TrueType (if it is enabled). Choose Contour > Paths > Set TT
Direction.

# Note: you can automate most of the above operations through Tools >
Action Set.

Open the first glyph of your font in a Glyph Window, enable View > Show
Layers > FontAudit and walk through all your glyphs. Review and fix
potential problems reported by FontAudit.

Hints

If you have manually hinted your glyphs, skip this.

If you're making an OpenType PS or Type 1 font, choose Tools > Hints
& Guides > Autohinting, then Tools > Hints & Guides > Autoreplacing.

Go to File > Font Info > Hinting Settings and click on Auto zones. In
Standard stems (T1 hinting) click on Auto stems.

You can now review your hinting manually or just leave it as is — FontLab
Studio will take care of the rest as good as it can.
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Kerning

Open Window > Panels > Classes and choose Clean Up Classes from the
flyout menu.

Open the Metrics Window and review your kerning.

Open Tools > Kerning Assistance and click on the Check for overlap
button and then on Update [kern] feature.

OpenType Layout Features

Open Window > Panels > OpenType and click on the Compile button.
Observe the Output panel for possible error messages and debug your
feature definitions if necessary.



Relevant Generation Options

In Tools > Options dialog box use the following settings.

Generating Type 1

Options

Tracking
Shape groups and neighbors
Metrics window
Fontaudit
Cpening Type 1
Opening OpenType & TrueType

B

et i 1

Tvpe 1 autchinting

'—' Generating CpenType & TrueTyp
Digital signature

TrueType Aukohinting
OpenType TT Encoding
OpenType PS (.atf)
Kerning

Trace Options

*

[ 4

TrueType/OpenType TT {.LLF)

TrueType/OpenType TT {.LF

|

@_ _

Generating PostScript Type 1

Make PFM File Make AFM and INF files
Encoding options:
| select encading autarnatically
[ClExpart anlky encoded alyphs
Font Window must be in Names mode

Automatically sort glyphs

D Open Type 1 Export Terminal

[Use Winascent and WinDescent as Fant vertical size
Autohint unhinted glyphs

[ClExpart {FsType (font embedding) parameter

[ o

][ Cancel ][ apply

If you plan to create a Type 1 and an OpenType TT font from the same
source, you may enable Use WinAscent and WinDescent as font vertical

size.
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OpenType PS

=2

Tracking [
Shape groups and neighbors
Metrics window
FontaAudit

Opening Type 1

Opening OpenType & TrusType
TrueType/CpenType TT {.LLF,
Generating Type 1
Type 1 autohinting

Digital signature
TrueType/CpenType TT {.LLF,

TrueType Aukohinting
OpenType TT Encoding
OpenType PS5 {.otf)
Kerning

- Trace Options

| Generating OpenType PS, OpenType TT and TrueType

(]

[ Automatically rearder glyphs

!Append OpenType name records ta the names expaorted by default v/

[1gnore Unicode indesxes in the Fank

Use the OpenType names a5 menu names on Macintosh

‘Write stored custom TrueType/OpenType tables

Export OpenType Lavaut tables
Compile feature definitions
[ Contestual subskitutions in invalid legacy Formak
Use this option only if you know what vou are doing
Generate GDEF table
[ Expart YOLT data

{ oK ][ Cancel ][ Apply ]

If you plan to do additional work in Microsoft VOLT, enable Export VOLT

data. If you opened an existing OpenType font that has stored binary
OpenType tables and prefer to use these, disable Compile feature
definitions.

Options ]

Tracking e
Shape groups and neighbors
Metrics window
FontAudit
Opening Type 1
Cpening OpenType & TrueType
TrueType/OpenType TT (L
Generating Type 1
Type 1 aukohinting
Generating OpenType & TrueTyp
Digital signature
TrueType/OpenType TT (k)
TrueType Autohinting
OpenType TT Encoding
s

Kerning

-~ Trace Options

(]

: Generating OpenType PS (.otf)_ @

Decompose all composites

se subroutines to compress outlines in the CFF table

ukohint unhinted glyphs
Use the Postscript FontMame as Full Name on Windows

oK ][ Cancel ][ apply




Options 3]

Tracking K5 Kerning
Shape groups and neighbors
Metrics window Export "kern” table
[ Fontaudit

Opening Type 1 Expand class kerning while building [kern] table

COpening OpenType & TrueType | Generate only pairs with glyphs in Following codepage:
TrueType/CpenType TT {.LLF, R

|- aenerating Type 1

: Type 1 autohinting [#] Limit total number of pairs in the table to; | 4000 |

(=) Generating CpenType & TrueTyp T -

Digital signature

TrueTypefOpenType TT (tF, — | Generate "kern” feature if it is not defined

TrueType Aukohinting

OpenType TT Encoding

OpenType PS5 {.otf) |

Trace Options

MacOS Raman v|

el

|

@ { [s]4 ][ Cancel ][ Apply ]

You may consider disabling Export "kern" table if you are creating
OpenType PS fonts. This will be more conformant to the OpenType
specification but will result in the lack of kerning for accented characters in
Mac OS X. You can also use Tools > Kerning Assistance before generating
your font to manually expand the kerning table into plain kerning.

Also make sure that Tools > Options > General Options > Unicode and
OpenType > Add all glyph classes to OpenType... is enabled.
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OpenType TT

Tracking
Shape groups and neighbors
Metrics window
[ FonkAudit
Opening Type 1
E' Opening CpenType & TrueType
TrueType/CpenType TT {.LLF,
E' Generating Type 1
Type 1 autohinting

Digital signature
TrueType/CpenType TT {.LLF,
TrueType Aukohinting
OpenType TT Encoding
OpenType PS5 {.otf)
Kerning

Trace Cptions

% |

=i

(]

| Generating OpenType PS, OpenType TT and TrueType

[ Automatically rearder glyphs

!Append OpenType name records ta the names expaorted by default v/

[1gnore Unicode indesxes in the Fank

Use the OpenType names a5 menu names on Macintosh

‘Write stored custom TrueType/OpenType tables

Export OpenType Lavaut tables

Compile feature definitions

[ Contestual subskitutions in invalid legacy Formak
Use this option only if you know what vou are doing

Generate GDEF table
[ Expart YOLT data

{ oK ][ Cancel ][ Apply ]

If you plan to do additional work in Microsoft VOLT, enable Export VOLT
data. If you opened an existing OpenType font that has stored binary
OpenType tables and prefer to use these, disable Compile feature
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definitions.
Frag-kil-‘lg )| Generating OpenType TT_jTrueTyp_e (.xefy

Shape groups and neighbors
Metrics window
[+~ Fonkaudit

Cpening Type 1
] Cpening OpenType & TrueType
TrueTypejOpenType TT {tEF
] Generating Type 1
Type 1 autohinting
.T' Generating CpenType & TrueTyp
Digital signature

TrueType Autohinting
OpenType TT Encading
OpenType PS {.otf)
Ketning

Trace Options

Export hinted TrueType fonts
‘Write stored TrueType native hinting

xport visual TrueType hints

ukohint unhinted glyphs

wport embedded bitmaps

opy HDMZ data from base ko compasite glyph
[ Expart “mort” kable i possible

() 05/ table version 3 (3) 05)2 table version 2

[JUse CacheTT program to generate device metrics tables in TT fonks

Location of the CacheTT.exe

{ oK ][ Cancel ][ Apply ]

You may use the CacheTT program to generate your shipping fonts.




Tracking
Shape groups and neighbors
Metrics window
- Fonibaudit
Opening Type 1
Opening CpenType & TrueType
TrueType/OpenType TT {tEF
Generating Type 1
Twpe 1 autohinting
Generating OpenType & TrueTyp
Digital signature
TrueType/CpenType TT {.LLF
TrueType Aukohinting

TT Encoding
OpenType PS {.otf)
Kerning
- Trace Options

-~

==

| Generating OpenType TT/TrueType encoding

Use follawing cadepage For First 256 glyphs:

!_Do nok reencode first 256 charackers

[ClExpart: anly First 256 alvphs of the selected codepage

Use following codepage to build crnapi 1,0 bable:

: MacCS Roman

[CIPut 15 Char Set value inka FsSelection field

3(E3]
v
vl
{ (84 ][ Cancel ][ Apply ]

Tracking

Mettics window
- Fontaudit
Cpening Type 1
él Cpening OpenType & TrueType
TrueTypejOpenType TT {tEF
= Generating Type 1
Type 1 autohinting
= Generating OpenType & TrueTyp
Digital signature
TrueTypejOpenType TT {tEF,
TrueType Autohinting
OpenType TT Encoding
OpenType PS {.otf)

T R

- Trace Options

4 | i

-~

Shape groups and neighbaors

(]

| Kerning

Export "kern” table
Expand class kerning while building [kern] table

Generate only pairs with glyphs in Following codepage:

. MacCS Roman

[¥] Limnit total number of pairs in the table ta: ! 4000 !

Generate "kern” feature if it is not defined

[ o

][ Cancel ][ Apply ]

You may want to tweak the kerning settings or use Tools > Kerning
Assistance before generating your font to manually expand the kerning

table into plain kerning,.

Also make sure that Tools > Options > General Options > Unicode and
OpenType > Add all glyph classes to OpenType... is enabled.
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Options for Converting Fonts

We recommend selecting different options for converting fonts between
different formats. In addition to the font generating options, we also
suggest particular opening options that will produce the best results in

specific situations:

Source Destination Opening options Generating options

TrueType / TrueType /
OTTT OTTT

Keep instructions, do not All hinting options — on, do
convert curves, do not scale not reencode, export

to 1000, do not decompose, bitmaps

do not autohint, read all

records, read OT, store

binary OT, store custom, do

not interpret OT, import

bitmaps

TrueType / Type 1
OoTTT

Keep instructions, convert Write PFM, AFM and INF

curves, scale to 1000, do files, Select encoding

autohint, do not decompose, automatically. Before

do not read records, read  export, switch the Font

OT, interpret OT window to the Names mode
and select the desired
encoding vector

TrueType/ OTPS
OTTT

Keep instructions, convert  Autohinting on, Decompose
curves, scale to 1000, do  on

autohint, do not decompose,

store custom tables, read all

records, read OT, store

binary OT, do not interpret

oT
OTPS Type 1 Do not decompose, Write PFM, AFM and INF
Generate Unicode files, Select encoding
automatically, Autohinting
off

OT PS OT PS

Do not decompose, read all Autohinting off, Decompose
records, read OT, store off

binary OT, store custom, do

not interpret

OTPS TrueType /
OoTTT

Do not decompose, read all All hinting options — on, do
records, read OT, store not reencode first 256
binary OT, store custom, do glyphs

not interpret




Type 1 Type 1 Do not decompose, Write PFM, AFM and INF
Generate Unicode files, Select encoding
automatically

Type 1 OTPS Do not decompose, Autohinting off, do not
Generate Unicode, reencode, Decompose on
Generate basic OT
Type 1 TrueType/ Do not decompose, All hinting options — on
OTTT Generate Unicode,

Generate basic OT

Of course you can choose other options, but when you just want to convert
a font from one format to another these recommended combinations of
opening and generating options will usually give you fonts that will work
fine in most environments.
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Testing Fonts

We recommend using available font validation software. Many good
font validation software packages are available for free or included in the
system.

FontQA

A quality assurance application framework written in Python that runs
within FontLab Studio for Mac OS or Windows. It includes various tests to
be run before you generate your font.

http://www.fontga.com/
Microsoft Font Validator

A free testing application for OpenType (PS or TT) fonts, published by
Microsoft. Runs on Microsoft Windows.

http://www.microsoft.com/typography/FontValidator.mspx
Apple ftxvalidator

A free command line validator for OpenType (PS or TT) fonts, published by
Apple. Runs on Mac OS X. Font Book in Mac OS X 10.4 also validates fonts
when installing them.

http://developer.apple.com/fonts/0OSXTools.html
Adobe FDK for OpenType

A free set of tools that includes several validation applications for
OpenType (PS or TT) fonts, published by Adobe. Runs on Mac OS X or
Windows.

http://partners.adobe.com/public/developer/opentype/afdko/topic.html


http://www.fontqa.com/
http://www.microsoft.com/typography/FontValidator.mspx
http://developer.apple.com/fonts/OSXTools.html
http://partners.adobe.com/public/developer/opentype/afdko/topic.html
http://www.fontqa.com/
http://www.microsoft.com/typography/FontValidator.mspx
http://developer.apple.com/fonts/OSXTools.html
http://partners.adobe.com/public/developer/opentype/afdko/topic.html

We also recommend extensive application testing of your fonts. Many text
editing or layout applications are available in demo or trial versions and
can be used for testing. We recommend testing the fonts on screen and in
print for at least following applications:

e Microsoft Word XP or newer for Windows XP

e Microsoft WordPad and Microsoft Notepad on Windows XP
¢ Microsoft Word 2004 for Mac OS X

e Microsoft PowerPoint XP or newer for Windows XP

¢ Adobe InDesign CS or newer for Windows and Mac OS X

e Adobe Illustrator or Adobe Photoshop (any version)

e QuarkXPress 4.1/5.0 and 6.5 for Mac OS

¢ Apple TextEdit and Apple Keynote on Mac OS X

315






The Glyph Window

“The Glyph Window is a standard tool in all FontLab Studio based
applications. It is a universal and very powerful contour-editing module
that also allows you to perform many font-specific operations.



I Glyph Window Contents

Open the Glyph Window by double-clicking any character sample in the
Font Window or Metrics Window.
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The Glyph Window
The Glyph Window has the following parts:

e Toolbar area

¢ Control marks area
e Editing Field

e Top and left rulers
o Left-Top box

¢ Scroll Bars

¢ Glyphs Bar

¢ Glyphs Bar expand button
e Note icon

e Lock button

e Meter panel button
¢ Glyph mark area
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The Local Toolbar is the command center of the Glyph Window. There is a
combo box with zoom selection and two groups of buttons:

O, 100% | & @&

The first group of buttons includes two buttons that are used to select the
zoom level.

You can drag the local toolbar to any place on your screen or you can dock
it at the top or bottom area of the Glyph Window. To show and hide the
local toolbar, use this button in the top-right area of the Glyph window:

L]

ININNETE

-~

Some editing tools (which we discuss later) may have their own toolbars
that may also be docked to the sides of the Glyph Window or they can be
left floating around:

P =] L] W]

There is a control marks panel in the right-top area of the local toolbar.

Control Marks

This panel duplicates some of the information that appears in the character
cell of the Font Window so that you can instantly get important
information about the current glyph.
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Three icons may appear in this area:

i The glyph has either imported or visual TrueType hints

i The glyph has a Type 1 hint replacement program

iix The glyph has a Mask layer that is “compatible” with the outline.

Control marks area may also be located on top of the horizontal ruler. In
any case, it will be somewhere in the top-right area of the Glyph window.

Below the default (top) location of the Local toolbar and at the left of the
window you may see rulers that are used to preview positions of various
structures in the glyph space. You may switch the rulers on and off with the
View > Rulers command or using the context menu that appears if you
right-click one of the rulers.

In the bottom-right corner of the Glyph Window you will find a little

button [Z]. Click it and you will see the Glyphs Bar — a small subset of the
Font Window that lets you quickly browse the font or select characters for
editing.

The following describes the functionality of the Glyphs Bar.



The Glyphs Bar

To open the Glyphs Bar you click on the Glyphs Bar expand button E],
press the TaB key or press the B key when the Glyph Window is active.

at A E C 1] E F G H | J |

@P¥B/C D EF GHI|J|K]

Once the Glyphs Bar is open it has focus and is slightly highlighted.

Glyphs bar may be located on the bottom or on the top of the Glyph
window. Click on this icon to switch its location: #

To customize the Glyphs Bar’s appearance, right click it and select
one of the options in the popup menu:

Show caption To show or not show the cell’s caption

Name, Unicode, Choice of information to show in the caption. Options are the

Index, Width, same as the choices in the Font Window

Decimal, Hex,

Octal, ANSI

Show Marks To show or not show additional glyph information in every cell.
Same as “Show additional information in the characters cells”
Font Window Option

Add Note To add a note to a glyph’s cell.

To select a glyph for editing double click the glyph cell. Or, if the
Glyphs Bar is active, choose the cell with the left and right arrow keys and
click the ENTER key.
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If you hold down the SHrFt key while using the left and right arrow keys
glyphs are opened instantly.

The fastest way to open a glyph is to use the keyboard:
1. Open the Glyphs Bar with the Tas key.
2. Press the key of the character that you want to open on the keyboard.

3. Ifthe glyph is not directly accessible from the keyboard, enter its
name. You have one second to enter each character of the name.

4. Click the TaB key again to close the Glyphs Bar.

You may close the Glyphs Bar at any time by clicking the Glyphs Bar
collapse button (2] or pressing the TaB key. When the editing area is active,
you can just press the B key.
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Selecting a Glyph for Editing

In addition to using the Glyphs Bar you can open a glyph in the Glyph
Window using any of the following methods:

¢ Double click the glyph’s cell in the Font Window to open it.

If you already have an open Glyph Window with a glyph from the same
font, the new glyph will be opened in the same Glyph Window (where the
previous glyph was shown). Hold the Ctr1 key down when you double-
click on the glyph cell to open it in a separate Glyph Window. Note that if
this method doesn’t work it usually means that it is switched off in the
Font Window’s options in the Options dialog box.

You can force FontLab Studio to always open a glyph for editing in
a new Glyph Window. Use the Double-click opens a new window
option in the Font Window page to activate this feature.

e Click the right mouse button in the Font Window and select the Open
Glyph Window command to open the glyph in a separate Glyph Window.

¢ The lock button = allows direct keyboard access to glyphs in your
font. If the button shows a closed lock, single-letter keystrokes are used
for keyboard shortcuts such as Z for zoom in. If the button shows an
open lock, pressing single keys on the keyboard takes you to the
corresponding glyph in your font; so pressing Z will open the “z” glyph
for editing (Shift+Z will open the uppercase “Z”). To access an
extended character, quickly type its glyph name. For example, to
open the “4” glyph, type ApIERESIS on your keyboard. Note that usually,
just typing ap1 will do if there is only one glyph in the font with the name

that starts with that string. Use Shift for uppercase names.

e Click the left mouse button on the glyph selected in the Font Window
and drag it into any Glyph Window.

¢ Select the Find command in the Edit menu and find the glyph that you
want to open.

e If you have a wheel on your mouse, hold down the Ctrr key and scroll
the wheel to move to the previous or next glyph.
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Creating Glyphs

If you want to create a new glyph in an empty place in the font (a gray cell
in the Font window), double-click the cell.

If you want to create a group of new glyphs with a single command, select
the cells and use the Glyph > Create Glyphs command.
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Changing the View in the
Glyph Window

Use the zoom level and scroll bars to change the view in the editing field of
the Glyph Window. By using the scroll bars you can scroll the viewing field
of a symbol. With the zoom level you can define how the glyph unit
coordinates are converted to screen coordinates and vice versa. If you
choose a higher zoom level you will see more details of the glyph and you
can do the editing operations more precisely. However, in the larger zoom
levels only part of the glyph will be visible so you will have to use the scroll
bars to see the different parts of the glyph.

There are fixed zoom levels and custom zoom levels. You can select one of
the fixed zoom levels in the Zoom combo box located in the upper part of

the Glyph Window: Q100%™ When you choose a fixed zoom level

FontLab Studio will return to this glyph mode on every Zoom Out
command (or when you press CTRL+0).

You can also use the Zoom menu in the bottom of the window, it will show
the same selection of the zoom levels and is very useful when the Zoom
toolbar is hidden:

To magnify part of the glyph, select the Zoom tool ( &, button on the
toolbar, the + key or CTRL+SPACE on the keyboard) and declare a custom
zoom level using a marquee. This zoom level is temporary and you can
always return to the previously selected fixed zoom level by clicking on the
# button (or by clicking on the — key or CTRL+0).
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Alternative keyboard shortcuts are:

Mac Windows

CMD+SPACE CTRL+SPACE Zoom in

CMD+OPTION+SPACE, CTRL+ALT+SPACE  Zoom out
then click

SPACE and drag Scroll (hand cursor appears)

After you select the zoom tool, move the mouse pointer to one of the
corners of the rectangular area that you want to zoom on and click the left
mouse button. Then, holding the button down, define the zoom-in area by
dragging the cursor to form a rectangle. Release the button and the new
custom zoom level will be selected.

If your mouse has a wheel, use it to scroll the Glyph Window vertically,
press the SHIFT key to scroll it horizontally, press the ALt key to zoom in
and out, and press the CTrL key to go to the next or previous glyph.



Quick Zoom Selection

You can quickly change the zoom level of the Glyph Window by selecting
the Zoom In or Zoom Out command from the View menu. Alternatively
you can click the Z key for zooming in or the X key for zooming out.

This command increases or decreases the zoom level by a factor of two. If
the mouse cursor is in the editing area of the Glyph Window the new zoom
level will be centered around the cursor position.

These keys are active even when you drag something with one of the
editing tools.

If you have a wheel on your mouse, you can press the ALt key and use it to
change the zoom level.

327



328

Vertical Alignment Options

When you select 100% as the zoom value, FontLab Studio needs to choose a
scaling factor to fit the font unit space in the Glyph Window. Two vertical
levels in the font space define this scaling: Visual Ascender and Visual
Descender:

Visual Ascender

Editing Field

Visual Descender

When you select 100% zoom, it means that Visual Ascender is fitted to the
top of the editing field and Visual Descender to the bottom.

The same values are used to build the icons that you see in the Font
Window or panels like the Classes panel.

To set Visual metrics, use the Glyph Window > Dimensions page of
the Options dialog box (Tools > Options menu):

Wizual azcender and dezcender: | 100 E [-40 % of LUPK

Values are measured in percentage of the font UPM size, so —20% is —200 if
UPM size is 1000 and —410 if UPM size is 2048.



Tools and Operations

FontLab Studio’s Glyph Window may work in several modes. The four
most important modes are:

Ei*

Edit mode The main mode used to draw new glyphs, move everything in
the glyph, from guidelines to nodes to glyph margins

03

Sketch mode Used to draw new outlines in an alternative manner, using
only on-curve points (remotely similar to Ikarus®)

=

VectorPaint

A set of tools used to create new glyphs or modify existing

mode glyphs using vector drawing tools that simulate natural
bitmap tools

&

Meter mode  Used to measure contours, distances or angles.

Other modes include TrueType and Type 1 hinting and eight additional
operations:

I

Free Transform

Scales, rotates or skews the selected portion of the outline

Interpolate Nodes

Manually modify the outline by moving a few nodes,
other nodes intelligently follow

Move and Scale
Background

Sets the size and position of the bitmap background layer

Envelope

Modifies the outline as if it was stretched on rubber

Simplify Path

Manually approximate a segment of the outline with a
curve, can be used to remove nodes without much change
in the shape of the outlines

2 Move Node Precise positioning of outline points

7 Reverse Path Manually reverse direction of single contours

w3 Set Startpoints Manually change the startpoints of contours and
rearrange contours

i Type 1 hinting Type 1 hinting

%= TrueType hinting Manual TrueType hinting.

329



330

When the Glyph Window is switched to one of these modes, you may see
additional toolbars, panels and dialogs. They are shown and hidden
automatically, depending on the mode and most of them hide when the
Glyph Window is deactivated.

Use the buttons on the Tools and other toolbars or keyboard shortcuts to
switch modes. The four most important modes are:

Alt+1 Edit mode

Alt+2 Sketch mode
Alt+3 VectorPaint mode
Alt+4 Meter mode

Though the Tools toolbar contains a button only for Meter mode you can
easily customize it (Tools > Customize) or even create the custom special
toolbar containing buttons for switching modes:

Ri|7S A &




Edit Mode

The Edit mode is the most important in FontLab Studio. In this mode you
can modify the contents of all the editing layers.

All operations performed with the edit tool can be undone with the Undo
command of the Edit menu, or just by clicking the Undo button ¥ on the
toolbar at the top of the Glyph Window. You can undo up to 200
operations. All undone operations can be redone with the Redo command
of the Edit menu or with the Redo button £ on the toolbar.

In Edit mode you can use eleven different Edit Tools. You can easily choose
one of the tools using the Tools toolbar:

Zezolv - OO oA T H|®

g

Note that the Tools toolbar also contains buttons of other modes.

Alternatively you may use the keys from 1 to 9 to quickly select edit tools:

x 1 Edit Main tool, used to drag objects on the editing layers
and perform other operations. In the following
chapters we will assume that this tool is active in the

Edit mode

& 2 Eraser This tool is used to quickly remove unnecessary
nodes

£# 3 Knife Tool to insert nodes and break outlines

*R 4  Magic Wand Tool to quickly select contours (just click anywhere

near the contour and it is selected). Note that this
tool is not available in the Tools toolbar by default

*+ 5, Add Corner, Tools to create new contours or insert nodes
*== 6, AddCurve,

" 7 Add Tangent

*% 8 Bezier Drawing Tool to draw the contour with the Bezier curves
) Rotate, Tools to quickly transform outlines.

= Scale,

7 Slant
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Temporary Activating the Edit Tool

There are two methods to temporary activate the Edit tool while you are
using any other tools: Ctrr-hold and Ctre-Click-Click.

First mode is active by default and means that you can press and hold CTrL
key while using most tools to temporary activate the Edit tool.

To switch to the Click-Click mode, us the Glyph Window page of the Tools
> Options dialog box:

= Editing behaviar
Tap on Ckrl key toggles Edit ool

When this option is active, you can temporary activate the Edit tool "%
from any other tool. Just click on the CTrL key on the keyboard. Second
click on the CtrL key will return the tool you were using before.

Snap-to Distance

In the following sections we will discuss how to use the Edit tools to modify
the outline and other editing layers. All other tools will be explicitly named.

When you need to select a node or any other object on any of the layers,
you need to click it with the mouse. You don’t need to click the object
precisely, but you must be within a certain distance, which is called the
“snap-to distance”.

ﬁﬁ\ Snap-to zone around a node

Snap-to is used when you select an object for which the feature is allowed.
By default the snap-to distance is set to 3 screen pixels, but you can change
it on the Glyph Window > Dimensions page of the Options dialog box:

Snap-to digtance: |3



I Editing Layers

In FontLab Studio every glyph contains several editing layers. Some of
them are used when the font is exported; others are FontLab Studio-only
and are used to help you work with the glyph. Below is the list of all the
layers that you can see in the Glyph Window. Later we will describe them

in full detail.

i Outline Main layer containing the glyph’s outline

i Grid Regular grid which helps to align the outline

1= Guidelines Horizontal, vertical and/or diagonal guidelines

i Hints Type 1 hints — pairs of vertical or horizontal lines set at a

fixed distance

Mask Outline template

= Background Bitmap background

= Alignment Special zones that define the overshoot positions in the font
zones

Glyph metrics

Glyph metrics — left and right sidebearings and a baseline

= Vertical Vertical font metrics, such as ascender, descender or cap
metrics height
Global Mask  Global (font-wide) mask

o] Anchors and
carets

Anchors are special named marks and carets that define
stop positions in ligatures

i Shape Group

Shapes of glyphs from the same group

(LT Neighbors

Shapes of glyphs defined as neighbors of the current glyph.

You can control the layers’ appearance and features with the View menu:

Show layers Lists all layers (and a few other options) and lets you switch them
on or off. You cannot switch off (hide) the outline layer

Lock layers Lists the layers that you can lock to protect from accidental
modification. E.g. if the Outline layer is locked you will not be
able to add, move or delete any nodes or change any curves

Snap to layers  Controls which layers have the “snap to” feature activated.
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An alternative way to control the editing layers features is the special
Editing Layers panel, which you can put on the screen with the Window >
Panels > Editing Layers command (or with this button E on the Panels
toolbar):

Editing Layers =

Metrics
Guides
] Hinks
Mask.

AUt select layver

In this panel you can select a layer for editing (just click on the layer
name) and control layers appearance using the check boxes to the layer
names.

FAE me  E

= &
O] [F] alllayers

[ [ outline
[ cuidelines
11+ ] Hints
[1 Mask
il Grid
[T ] vertical mekrics
[ Global mask
[1 ] Glyph metrics

|:| Components

[1] anchors and carets
[Elafe] Alignment zones
¥ Shape groups
| Meighbors
Background

The left column # of checkboxes controls the layers’ appearance in the
Glyph Window.

The middle column &' controls the “snap to” feature and is equivalent to
the View > Snap to Layers menu



The right column & lets you lock layers and is equivalent to the View >
Lock Layers menu.

Please note that you must open the Glyph Window to make it possible to
open the Editing Layers panel.

With the panel you can easily control all the layers at once using the check
boxes in the top row:

[=] [=] [2] &l layers

If you frequently need to switch some layers on and off you can drag the
View > Show Layers menu and convert it to a toolbar:

Yiew
Show Layers I I
i orid Ctrl4+5h+i3
Lock Layers 4 | Drag to make this menu FIDatlSh_'_L
Snaptolayers k| — i e
| Hints Ckrl4+5h4H
- Toolbars r | Mask
| v | Rulers £ | Background Ckrl+Sh+E
Za0m v | = Alignment Zones Ckrl+5h+2
e & FonkAudit Chrl4+5h+F
Zoam Ot (@ Fil Dutline Ckrl+5h+P
£%  Edi Mask Ctrl+H

In the following sections we will describe all the editing layers and their
modification and control.
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Easier Way to Control Editing Layers

The Editing Layers panel may be opened in the simple mode:

Editing Layers X

Metrics
auides
[] Hints
Mask,

Auto select |laver

(which is described in the previous section). In simple mode you have a
list of five layers and you can control their lock and show status.

To activate the layer, just select it in the list. When you do it, this layer
becomes unlocked and all other layers are locked. If activated layer was
hidden, it will appear until it is deactivated.

Use check boxes to the left of the layer names to control layer appearance.

For example, to edit the glyph metrics, just select the “Metrics” in the
list. Glyph and font metrics layers will appear in the glyph window and will
be available to edit while all other layers (outline, hints, guides and mask)
will be locked.

To edit the Mask layer, just select “Mask” in the list. The outline layer
will be shown as a mask (and will be locked), hints will disappear and the
mask layer will be set to front and open for editing.

Use the Auto select layer option to let FontLab Studio to automatically
switch to the layer that you begin to edit in the Glyph window. If this
option is off and some layer is active, all other layers are "locked" so to edit
them you need to activate the layer in the Editing Layers panel. If option is
on, all layers are "unlocked" and editable.

Use the panel in the expanded mode to have more control over all layers.



Outline Layer

The Outline layer is the most important of all the layers. It stores
information about the glyph shape while all the other Studio editing layers
and most of the tools are designed to help you create good outlines. Before
we turn to the outline editing tools let’s talk about outline structure.

Units of Measurement

The coordinates of any object in the font are presented in a standard
measurement system. One unit of this system is called a font unit. The
scale of font units used in a particular font is the Units Per eM (UPM) size.
The program that scales the font knows the UPM size of the font and can
use it to properly scale it. To get a text string of the same visible size a font
that has a larger UPM size must be scaled with a smaller scale factor.

Usually Type 1 and OpenType PS fonts have a UPM size of 1000 font units.
Therefore, to get a text string with a height of 100 pixels (assuming that we
use a raster output device) we would scale this font with a scale factor of
10%.

TrueType fonts can have practically any UPM size. They often have a UPM
size of 1000 or 2048 units. If a font has the UPM size of 2048, to get a text
string of 100 pixels we would scale this font with a scale factor of 4.9%.
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A more “graphical” font parameter is the font height. The font height
(measured in font units) is the measurement of the font that is used to
align strings in text. It is important not to confuse UPM size and font
height. UPM size is just a scaling base, and, for example, all Type 1 fonts
have the same UPM size of 1000. Font height depends on the font design
and may be different:

The font height can be defined as the distance from the bottom of a letter
that is partially located below the baseline, like the ‘p’ character, and the
topmost point of an uppercase character, like ‘H’, or a tall lowercase
character, like ‘b’. Sometimes a font contains special glyphs that can be
taller than ‘b’, like an integral sign, but usually these glyphs are not
counted when font height is measured.

# Note: When a font is shown on screen on printed, the UPM size is always

scaled to the chosen point size.

Let’s say that your UPM size is1 000 units and that your uppercase H letteris 700 units high. If you
set some text in your font at10 pt size, the 10 pt will correspond to the UPM size, thatis 1000
units. This means that your uppercase H letter will be 7 pt high. In a different font, the uppercase
letter H can be 800 units high so set at 10 pt, the letter H will be 8 pt high. This is why point size of
typeset text is not really related to any “graphic” element of the typeface

Therefore, if you would like to make your letter H to appear visually larger when set at a specific
point size, you need to increase the ratio of the size of the letter in units to the UPM size. With the
letter H being 700 units high and the font having the UPM size of 1000, the ratiois 700/1000 =
0.7 or 70%. To increase this ratio, you have two possibilities: you can either increase the size of the
letter H in units (i.e. rescale the glyph) or you carreduce the UPM size. The visual effect will be
identical. Let’s say you wish to visually increase your letterforms so the letter H i8 pt high (rather
than 7 pt) when the font size is 10 pt. Your desired ratio of the height of the letter H to the UPM
size will be 0. 8. So you can eitherincrease the size of the letter H so it is 800 units high and keep
the UPM size of 1000, or you cankeep the height of the letter H at 700 units, but reduce the UPM
sizeto 875, since800/1000 = 700/875. Note that the change of the UPM size is not practical
for all font formats. You can use an UPM size of3 75 (or any other) with TrueType and OpenType TT
fonts safely, and to a large extent, with OpenType PS fonts. However, Type 1 fonts work best with
the UPM size of 1000.



Reference Points

By default all coordinates are measured relative to the zero point of the
glyph. This is located at intersection of the baseline and the left sidebearing
line:

Reference point

Zero point

As an alternative, distances may be measured relative to the reference
point, which may be positioned by the Edit tool to any point in the glyph
space. Often a reference point is very useful when you are working on a
symmetrical shape.

To set the precise position of the reference point, you can just Ctrl-click on
it. You will see the reference point properties dialog box and will be able to
enter the horizontal and vertical position of the reference point.

By default the reference point is located on the position of the zero point.
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Contours

The most important and most complex information in a font is the glyph’s
shape. All glyphs are defined as a series of contours. All contours consist of
a series of segments: straight lines and curves. Nodes — that is outline
points — define all segments.

Open and Closed Contours

Contours may be open or closed:

(OO

All known font formats require contours to be closed, but during outline
editing it may be useful to have some contours in an open form and later
connect them to each other to build final closed contours.

In FontLab Studio it is very easy to open closed contours or to close open
contours. It is also possible to customize the appearance of the open
contours: they may be automatically filled (they are automatically closed
by an invisible straight line that connects their starting and ending points)
or not and their starting and finishing point may be optionally highlighted.



Filled and Unfilled Contours

Contours can be of two types: black or white. They can also be of two
directions: clockwise or counterclockwise. The basic rule that applies to
Type 1 fonts is simple: clockwise-directed contours are white and
counterclockwise contours are black. A simpler form of the rule, known as
the rule of the left hand, is: if you face along the direction of a contour,
black (fill) will be on your left side.

Directed contour ——_ |

Filled interior zone

In the TrueType specification the opposite is the case, so a contour is filled
on the right hand side. However, not all TrueType rasterizers require
glyphs to follow this rule, so it is recommended, but not necessarily
required, that you reverse contour directions when you are converting
Type 1 fonts to TrueType.
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Startpoint and Closepath

All contours have a startpoint (start point). The startpoint is the first node
of the contour. The last node of the closed contour is automatically
connected to the startpoint with a straight line, which is called closepath.
The color of the startpoint in the Glyph Window is blue.

Optionally, a contour-direction mark may appear on a startpoint:

7N

[

You can switch this direction mark off with the option in the Tools >
Options > Glyph Window:

= Outline drawing
Show contour direction

Also you may want to see arrows on all closepath lines.

Use the following option:

—-| Appearance
[] show arrow on closepath

If this option is active, closepath appears as an arrow:

You can customize the appearance of the color direction mark on the
Tools > Options > Glyph Window > Colors page:

Path direction mark:

This feature allows you to make the direction marks almost invisible, but
still know the direction of the contours.
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Curves and Lines

Segments are of three types: straight segments, PostScript curve segments
or TrueType curve segments. Straight segments (sometimes called vectors)
are straight lines that connect two sequential nodes. PostScript curves (also
called Type 1 curves) are Bezier curves (31 order, cubic B-splines). To
modify the form of the curves two additional sub-nodes are used:

Bezier Control Point
ezier Control Poin \ / End Point

Bezier Curve

/
/
! \ Control Vector
| |

<+— End Point

These sub-nodes are called Bezier control points (BCPs) and the vectors
that connect the control points with the curve’s ends are called control
vectors. In the Glyph Window straight segments end in square (in black-
white mode) or red (in color mode) dots and curves end with round or
green dots. Note that the contour direction plays a role here: it is always
the shape or color of the final node of a segment that tells you about the
type of the segment.

TrueType curves are 2nd-order curves (quadratic B-splines) that have one
control point, called the “off-curve” point:

Control (off-curve) point

- End (on-curve) point
L / ( )p

End (on-curve) point
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Some TrueType curves may appear linked together and form a long curve
with off-curve points only. In such curves, the intermediate on-curve
points do not exist explicitly, but are implied by the rasterizer:

Off-curve points

TrueType curves end with points that look exactly like straight segment
points. Off-curve points of the TrueType curves have a “plus” (in black-
white mode) or light-blue (in color mode) appearance.



Connections

The type of connection between segments is very important if you want to
keep the contour smooth at appropriate nodes. There are two types of
connections: sharp and smooth.

At a sharp connection, the two connected segments (curve and curve or
straight segment and curve) are absolutely free in their angle relative to
each other at the connecting node.

At a smooth connection, the direction of the straight segment and the
control vector of a curve or the control vectors of two sequential curves are
kept collinear (lie on the same straight line). I.e. the angle between the two
segments at the node is fixed at 180 degrees.

|
4

Smooth connection Y
\ / 7/
/

/

Sharp connection \

/7

"
It is very important to maintain the smoothness of the glyph’s contours at
the appropriate places. Small corners (sharp connections that are invisible
when glyphs are small) become visible (and ugly) when you print large text.
Furthermore, rasterizing programs that convert outline glyphs into bitmap
images on paper do not like outlines where sharp connections are present
in places where the outline should be smooth.

# Note: A quick way to change the connection type is to double-click on a
node. More detailed control is available on the Properties panel. Use
Contour > Correct Connections to automatically fix incorrect sharp
connections, that is sharp connections that can be turned into smooth
connections without any change in the shape of the contour. Contour >
Optimize will do some additional clean up to your contours but may
slightly change the shape.
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Node Type

FontLab Studio has several types of nodes that are represented by different
node symbols. The node symbol unifies two essential kinds of
information: the type of segments that the node connects (straight segment
or curve segment) and the type of connection (sharp or smooth).
- Curve node. (Green) round node symbol indicates a smooth
' connection between two curve segments.

‘ Tangent node. (Violet) triangular node symbol icon indicates a
] smooth connection between a curve segment and a straight
segment.

* Corner node. (Red) square node symbol indicates a sharp
connection between any types of segments.

A blue node indicates the startpoint. To display the nodes similar to
Fontographer, in black-and-white only, enable Tools > Options > Glyph
window > Appearance > Black/white. To display the additional color
information as in older FontLab versions, disable that option.

# Note: Corner nodes may exist between any types of segments (straight or

curve). If possible, you should convert a corner node between two curve
segments into a curve node, and a corner node between a curve segment
and a straight segment into a tangent node (see the section “Connections”
above). A smooth connection between two straight segments does not exist
— it is always a sharp connection; also, it usually constitutes a “collinear
vector” and should be simplified into just one segment.



To visually emphasize the connection type (smooth or sharp) of all nodes,
you can enable the Connections layer: View > Show Layers >
Connections. If enabled, additional connection symbols appear next to
each node. A small “x” next to the node indicates a sharp connection; a
small “0” next to the node indicates a smooth connection.

In older FontLab versions the node symbols indicated only the type of the
incoming segment (in contour direction order). A square node symbol
indicated that the incoming segment was straight, a round node symbol
that it was a curve segment. The connection type was always indicated by
the additional “x” or “0” symbol next to the node. To restore this behavior
in FontLab Studio, disable the option Node shape shows point and
connection type in Tools > Options > Glyph window > Appearance.
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Outline Appearance

You can view an outline in contoured or filled mode. These modes are
equivalent for all editing operations, but the filled mode is a little bit
slower. However, in the filled mode you always see how the glyph will look
in the resulting font. Switch between modes with the '8 button on the
Show layers toolbar or with the View > Show Layers > Fill Outline
command.

— _
Outline mode Fill Outline mode

Smoothed Contour

By default a contour is rendered with black color and sometimes this may
result in jaggies:

X—x_:"_'*«x

Optionally you can smooth the contour appearance on screen, which will
result in a much smoother outline appearance:

:'f_"‘-__..-ﬁ'_'_"“\/(

To smooth contours, use the Glyph Window page of the Options dialog
box (Tools > Options):

= Cutline drawing

Smoath outline
Mask and inactive masters are smoath too



You can use the Apply button in the bottom-right of the Options dialog box
to check the result of the changes you make in the Glyph Window options.

# Note: If your computer is slow and a contour is complex, smoothing the
outlines may degrade the performance of the editing tools. Turn it off in
this case.

High-quality Preview

No matter which mode is active you can quickly view a high-quality
preview of the outline by pressing the >’ key on the keyboard (the key
under Esc). Until you release the key you will see a high-quality preview of

the outline. Note that you can use the ‘,” and ‘.” keys to browse characters
without releasing the **’ key.

# Note: On the U.S. English keyboard layout, the **’ key is located between

the TaB and the Esc keys. On other keyboard layouts, you may need to use
a different key, e.g. O on the German keyboard.

Outline Preview Options

You can choose other options in the View > Show Layers menu
for previewing the contour layer:

& Nodes To show nodes or not

f Control vectors  To show curve control vectors or not

7~ Connection mode To show connection mode marks

—a

= Positions To show the coordinates of each node.

You will see the positions of nodes only when the nodes are visible. All
other contour presentation modes may be combined in any way.

A few more notes about outline appearance:

Selected parts of an outline appear red in color. Selected nodes are marked
as red rectangles and they are visible even if non-selected nodes are
hidden.
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Many options related to outline appearance can be customized on the
Appearance and Outline Drawing sections of the Glyph Window page of
the Options dialog box (Tools > Options) described in the “FontLab Studio
Options” section.

Here is a list of some available options and a description of the features
they control:

Small nodes Nodes may be small or large:

Node shape shows Activate this option to show node type. Otherwise only the
point and type of the segment and a connection type will be visible (this
connection type  is how it was in FontLab 4.x)

Black/white nodes Nodes may be colored or black/white:

QO

Show node position One node may be selected as the current node. It will be
highlighted and its position will appear on screen:

[44E, 211)

To deselect the node, click anywhere in the empty space of
the editing field or click the Esc key

Node position is on Position of the node (see above) may appear below or above
top of the outline the path:

— AP —ITh BT

Highlight first node When this option is on, start and end nodes of the open
of an open contour contour are highlighted with a small diagonal cross:

."_\-"‘-..,_\_._.;-'"_'_\""\




Bezier control When this option is on and Show Layers>Control Vectors is
points are visible in off, the control points become visible when the curve is
selection selected:

+ o
Show arrow on Activate this option to see small arrows on every closepath
closepath line:
Smooth outline Allows one to select between standard and smoothed

rendering of the outline:

X_\._f_‘\x
H—Hh,.f—xx

Show contour An outline consists of several contours and each contour is
direction directional. The direction of the contour is marked with a
small arrow:
——
g st

Leave echo while When editing contours the original contours shape/position
editing is shown gray:

Fill open contours When this option is off, the open contour appears unfilled in
fill outline (preview) mode:

D

351



352

FontAudit

FontAudit is a set of algorithms that analyses a glyph’s outline to find
errors that may decrease glyph rasterization quality.

To switch on FontAudit, press the &) button on the Show Layers
toolbar.

If FontAudit finds what it thinks is an error, it shows an error mark in the
editing field of the Glyph Window:

FontAudit error mark

To see a description of the error, activate the Edit tool (' *); position the
mouse cursor on the mark; and click the left mouse button.



You will see a FontAudit error message:

Fontaudit ¥

Unneceszan inflection.

Idnnecesszan inflection point. e
recammend pou recanfigure the
curve or ingert a node at thiz point

[ Fisadl | [ Cancel |

This message has two buttons, Fix and Fix All, which you can use to try to
automatically fix an error (Fix button) or all errors in the glyph (Fix All).
Sometimes correcting one error causes others and when you press the Fix
(or Fix All) button you will see even more errors, so use this feature
carefully.

You can customize the FontAudit algorithms using the FontAudit page of
the Options dialog box:

Fontaudit (

Empty lines and curves

Yectors on closepaths

Flat curves

Callinear vectors

Inflections on curves

"Weak" extrerum points
"Morrnal extrernum poinks
Incorrect smooth connection
Cusp and self-intersecting curves
Sermi-horizontal and wertical wectors
Cantour is not clased

Object is tao shart
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Here is a short description of each test and the error that it detects:

Empty lines and
curves

Lines or curves that have no length (I.e. two nodes on top
of each other.)

Vectors on closepaths

Unnecessary straight segments that should be removed. In
Type 1 fonts this error can cause problems with rasterization

Flat curves

Curves that can be replaced with a straight segment without
loss of quality (I.e. a “curve” that is really a straight line.)

Collinear vectors

Two sequential straight segments are collinear; therefore
the first straight segment can be removed (Straight lines
with extra nodes in the middle.)

Inflections on curves

Detects curves that have inflections. It is better to replace
such curves with a combination of two curves

Curve with an inflection

"Weak" extremum
points

There are “invisible” extreme points on curves. This error
can cause problems with rasterization of the glyph

== o®

?

Curve with an invisible extreme point

"Normal” extremum
points

Curves need nodes at extreme points

Incorrect smooth
connection

A straight segment and curve or two curves are connected
very close to a smooth connection, but not precisely. I.e.
what looks like it should be a smooth connection is labeled
as a sharp connection.

Cusp and self-
intersecting curves

. .

Cusp curve Self-intersecting curve

Semi-horizontal and
vertical vectors

The direction of the straight segment is close to vertical or
horizontal but is not parallel to one of the axes (i.e. not
exactly horizontal or vertical)

Contour is not closed

Contour appears to be closed (visually) but is defined as
open. Use Fix button on the error reporting dialog box to
automatically correct this situation

Object is too short

Curve or line is short enough to be deleted.




You can switch off any of the FontAudit tests by switching off their check
box in the FontAudit options page.

As you can see, FontAudit testing can detect errors that are invisible
without your having to do a tough, lengthy analysis. On the other hand,
some errors are in fact warnings and do not necessarily impair the glyph's
outline quality.
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Moving Nodes

The most important editing operation is the modification of the contours
that build each glyph. You can modify contours in three ways: moving
nodes, editing segments using non-node editing, and selecting several
nodes and moving them together.

To move individual nodes:

1.

If nodes are hidden, make the node that you want to edit visible: switch
nodes on with the View > Show Layers > Nodes command or click
near the node to make it visible. If you missed and an incorrect node is
highlighted, use the PAcGe Down and PAGE UP keys to move to the
correct node:

[44E, 211)

Drag the node to the new place. It will stick to the objects in other
layers if they are visible and snap-to those layers was activated (View >
Snap to Layers menu).

Hold down the SHiFt key to constrain the direction of the node’s
movement in 45-degree increments and to snap the cursor to the
original node’s position.



Options

If you are moving a node that is connecting two Bezier (PostScript) curves
you have the following options:

1.

If the connection of the curves is smooth, press the SuirT key before
clicking the node to constrain movement to a line between the curves’
control points:

If the connection is sharp, press the Avt key at any time while dragging

the node to move it without the adjacent control points:

¥

)

If the connection is smooth, press the ALt key before moving the
connecting node to keep the connection’s curvature optimised. Hold
down the CTrL key to involve all 4 control points in the process:

%-J'—l—

+
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4. When you are editing control points of a Bezier curve press the SHIFT

key before clicking the button to keep the direction of the control
vector unchanged.

z
a

5. If you are moving a control point of a curve with a sharp connection,
press the ALt key to temporarily change the connection type to
smooth, so that the adjacent control vector will be collinear

Do not forget that you can press the ‘*” key (the key under Esc) at any time
to get an instant high-quality preview of the glyph outline as it will print:

DX _
o Bo

Normal outline High-quality preview

Outline Echo

If you want to see how the outline looked before you moved a node, switch
on the Echo mode. Open the Glyph Window page of the Options dialog
box and switch on this option:

el QLN TS T LR R R L ETE T TR )

® Leave echa while editing

This is how editing field will look when echo mode is on:

(<



Using the Keyboard

You can use the keyboard to move nodes and to select a node for editing:

Arrow keys Every click moves current node by one font unit
Shift+Arrow keys Every click moves a node by 10 font units

Ctrl+Arrow keys Every click moves a node by 100 font units

Page Up Selects the previous node for editing

Page Down Selects the next node for editing

Tab Alternates between the node and Bezier control vectors
Esc Drops the selection of the current node.

# Note: You can make a line or a curve a current object and arrow
operations will move it as a whole. Just left-click on a curve or a line with
the Edit tool and it will be highlighted by a pair of short lines:

/N\
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Non-node editing

Sometimes you may want to modify a contour in a more flexible way than
by moving nodes. For example, to adjust the shape of a curve in node
editing you would usually make the control points of a curve visible and
move them to modify the curve. A more intuitive way would be to “grab”
the curve somewhere between the nodes and move this imaginary “inside”
point. The curve’s shape changes accordingly. We call this method “non-
node editing”. This means that you can move not just nodes, but every
point of a glyph’s contour. You can even switch off nodes and still be able
to edit the contour as you wish.

To modify a curve or straight segment using the non-node
editing method:

1. Move the mouse cursor onto the place on the segment that you want to
move.

2. Press the left mouse button. You will see a small color point that will
show you the temporary point that you are moving.

3. Drag the mouse and observe how the shape of the curve changes. After
a few experiments (which can be undone) you will have enough
experience to use this method of editing.
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Several notes that you should remember:

1. In non-node editing, guiding objects are not sticky. So, temporary
points do not snap to the grid, guidelines, hints or anything else.

2. Ifyou choose a temporary point near one of the ends of a curve, you
will move that end, not just change the curve’s shape. This is a useful
method to locate a curve’s endpoints.

3. When you press the mouse button to begin non-node editing you will
see that the endpoints of the curve as well as the control vectors
appear, simplifying the editing of this segment.

4. Ifyou want to highlight the line or curve but don’t want to modity it,
hold down the Ctrrkey while clicking on the line or curve.

If you drag a “point” on a curve, its control vectors may change direction:

R

+

To fix the direction of the control vectors, hold down the ALt key and
double-click the node. You will see the connection mark turn yellow.
Avrt+double-click it again to remove the fixed state. Alternatively you can
right-click the node and use the Fixed BCP Direction option to control this
feature.

You can also fix the direction of all control vectors when you edit a curve
using non-nodes editing. Open the Options dialog box (the Tools > Options
menu), select the Glyph Window page and use the following option:
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Changing Connection Type

The type of connection between segments is very important in maintaining
the smoothness of contours. Connections can be of two types: smooth and
sharp.

If a connection is smooth the direction of the adjacent curve control
vectors or of the curve control vector and line is collinear and the contour
is smooth at the connection.

To change the type of connection

1. Make the node visible.
2.1 Double-click the node with the left button

2.2 Right-click the node and select the connection type in the popup menu:

Conneckion Smioakh

|Z| Fixed




Deleting Nodes

To delete nodes using the Edit tool:
1. Begin moving the node by dragging it.

2. While holding down the left mouse button, click the right button. The
node will be removed.

1. Move the mouse cursor onto the node and press the right mouse
button.

2. In the popup menu choose the Delete node command.

# Note: If you click the right mouse button while editing the curve using the
non-node editing method or while you are moving the control points of a
curve the curve will not be removed. Instead it will change to a straight
line.

Deleting Lines and Curves

You can delete a whole line or curve with the Knife tool. Activate the Knife
tool with the £” button on the Tools toolbar or click ‘3 on the keyboard.
Press the Art key and click on the line you want to delete. Note that with
this method you will break the outline:

#

&
';“""“‘“-

1
o]

Another way to delete a line or a curve is to left-click on it with the Edit tool
and then select the Delete command in the Edit menu. This method
works differently depending on the following option in the Glyph Window

page:
Edit/Delete command breaks conkour
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Eraser Tool

The eraser tool can be used to quickly remove nodes. Sometimes this is
necessary, for example, with contours from an auto-tracing program. The
eraser tool can work in two modes: like a standard eraser or as a rectangle
eraser.

In the first mode, all nodes that are inside the eraser mouse cursor are
deleted. In the second mode, you define a rectangle by clicking and
dragging (as when you select nodes with the Edit tool or change the zoom
of a Glyph Window) and all the nodes inside the rectangle are removed.

The first (eraser-like) mode is the default for the Erase tool. To switch to
the rectangle mode, hold down the CtrL key.



Inserting Nodes

To insert a new node on a segment with the Edit tool:

1. Activate the Edit tool '%.

2. Position the mouse cursor on the segment where you want to insert the
node.

3. Press and hold the right mouse button. You will see a mark that shows
you the current position of the mouse cursor. This mark will stick to all
objects in the editing field, including nodes and glyph contours.

4. Position the mark on the point where you want to insert the node and
click the left mouse button. The new node will appear in that place.

Using the Knife tool to insert nodes:
1. Activate the Knife tool £*
2. Click on the point on the contour where you want to insert a node.

3. Press the left mouse button anywhere on the empty area of the editing
field and drag the mouse to form a “knife line”. After you release the
mouse button new nodes will be inserted at all points where this line
crossed the outline. Hold down the SHrrr key to constrain the direction
of the “knife line” to 45-degree increments.

If the “knife” line will cross two lines you may find a part of the glyph
to “cut off”. Hold the Avrt key to limit Knife tool to insert new nodes
only.

Using the Add Corner, Add Curve and Add Tangent tools:
1. Activate one of the tools.

2. Click on any outline point. The Corner tool will add a straight line, the
Curve tool will add a smooth connection and curve and the Tangent
tool will add a sharp connection and curve.

# Note: You can insert nodes on the closing straight segment that
automatically connects the first and last nodes of a contour. If you insert
nodes on the first half of a closing straight segment (closer to the ending
node of a contour), then the new node will be added to the contour. If you
insert the node on the last half of the closing straight segment, then it will
be inserted before the startpoint and become a startpoint.
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Using the Drawing Tool

The easiest way to create a new contour is to use the Drawing tool: o

You can create a new contour or you can continue any existing contour. If
you want to add new nodes to the existing contour, just activate its first or

next node:

S

The last node of the open contour is activated

1.

To add a point, just click the left mouse button.

g &

If you want to create a line point, just release the button. If you
want to define a curve, drag the mouse to set the position of the
curve control vector:

To adjust the position of the curve control vector without

moving the control vector of the previous curve, hold ALt and left-
drag:

You can press and release the ALt key while you drag the mouse —
when ALt is released you are defining the positions of the control

vector that belongs to the previous curve and the control vector of the

next curve. When Arr is pressed, you are not moving the previous
curve’s control vector.



4. When you are adding a new node, you can hold the CtrwL key to not
move the curve control vector but move the node itself.

5. Finally, you can use the SHIFT key at any time to constrain the
direction of the line (if you are holding the CtrL key) or a curve
control vector.

To close the contour, just click on its starting node and drag the mouse
to set the direction of the control vectors.
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Adding Points to a Contour

In addition to the Drawing tool you can use three more tools to create a
new contour or to add points to an existing contour. These tools are: Add
Corner, Add Curve and Add Tangent.

To create a new contour:

1. Activate one of the tools.

2. Click anywhere in the empty area of the glyph window to create the
first point of a new contour. Drag the mouse to put new node into
correct position. Release the mouse button.

3. Click again in the empty area to add a corner line, curve or smoothly
connected curve (with Add Corner, Add Curve or Add Tangent tools
respectively).

4. Continue the procedure until your newly defined contour is complete.
To close contour, drag the last node onto the first node.

5. You can switch to the Drawing tool “# at any time and use it to add
new points to a contour you are creating.

# Note: A new node is added to the contour if the last node of the contour is

highlighted. If it is not highlighted a new contour is started.

To highlight a node click it. To deselect it, press the Esc key on the
keyboard.

You can move outline nodes with the Add ... tools. Note that if you click on
the contour (not on the node), a new node is inserted. The type of node
depends on the tool you are using. To prevent adding a new node, hold
down the Art key when you click on the contour.



Converting Segments

Sometimes you may want to convert a curve to a straight segment or vice
versa. To convert a curve to a straight segment “delete” (drag +
right mouse button) one of the control points of the curve, or “delete” (drag
+ right mouse button) the curve while you are in the non-node editing
mode.

To convert a straight segment (normal or closing) to a curve drag
an inside point of the straight segment while holding down the ALt key.

To convert a curve to a 1/4 part of an ellipse (the curve’s control
vectors will be treated as an ellipse axis), press the ALt key and click on the
curve.

You can also convert curves and straight segments with the popup
menu. Right-click the end node of the segment and select the Convert
PS/TT command in the popup menu. With this command a line segment is
converted to a Bezier curve, a Bezier curve to a TrueType curve and a
TrueType curve to one or more Bezier curves.

The last way to convert segments is to use the selection menu:
1. Surrr-click any point on the curve or line segment.

2. Right click the highlighted (red) segment. A popup menu appears.

3. Choose one of the commands in the Convert submenu: To curves (to
convert to a Bezier curve) or To lines (to convert to straight line
segments).
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Breaking and Joining Contours

To break the contour with the edit tool hold down CtrL and ALt and
left-click the node where you want to break the contour.

To break the contour with the Knife tool just click on the node.

When a contour is broken its first and last nodes are highlighted by
diagonal crosses:

!

s

}

You can use the Knife tool to “cut out” part of the contour:
L—'—'_':_._,_,—-

— .
I |

R —

1. Activate the Knife tool.
2. Press the mouse button and drag the cursor to define the “cutting line”.

3. Release the button. Note that you can only cut part of a single contour,
like in the sample picture above.

To join two contours you need to move the starting or ending node of
one contour to the starting or ending node of another contour.

Hold down the ALt key to prevent the contours from joining.



Node Commands

If you right-click a node you will see a popup menu with many useful
commands:

Cancel

Make Mode First
Conwert PSJTT
w Delete Node

+ .

#  Dwplicate Node
Retrack BCPs
Add Anchar...

Reverse Conbour

Conkour

Delete Contour

I
v+ Break Contour

Subkract Conkour

Select Contour

Fixed BCP Direction
. Make Parallel Path
Zonneckion »
Properties
flacro r
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Below is a description of all the commands in this menu:

Make node first

Starts the current contour from the selected node (i.e. makes it
the startpoint). This command is useful when you need to join
contours since you can only connect starting and finishing nodes

Convert PS/TT

Cycles the node type from line to Bezier curve to TrueType curve

Delete node

Removes the node

Duplicate node

Adds a zero-length straight segment to the node. I.e. puts a new
node on top of an old one. This command is useful when you are
editing Multiple Master fonts

Retract BCPs

Removes the control vectors of the node, making it sharp

Break contour

Breaks the contour at the selected node

Make corner

Makes a 90 degree corner (this operation is not always available)

Fixed BCP Makes the connection fixed. You can use it instead of

Direction Alt+double-clicking the node

Connection Popup menu with connection settings. You can use it instead of
double-clicking node

Contour Set of commands related to the contour to which the selected
node belongs (described below)

Properties Opens the Node properties panel.




Contour commands:

Reverse contour Reverses the contour direction

OO

Close contour Makes open contour closed

Delete contour Removes the contour

OO

Subtract contour “Subtracts contour” from the outline

OC

Select contour  Reverses the selection state of the contour

Make Parallel Opens the Parallel Path dialog (described later).
Path
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Node Properties

Ctri-click the node or Right-click and choose the Properties command in

the menu Propetties

. You will see the Node properties panel:

Node Properties %)
Bezier curve #8724 [1]
A

(2] 2] 2 (383 3

[& & | Cleces
e
iJF F_T;J []5elected

(][]

In this property panel you can control the position of the node, the
alignment type, the selection status of the node and the position of the
control points of the curves.

The figures in the first line are the index of the segment, the node index
and the contour’s number.



To change the position of a node:

1. Select the origin point you want to use and set the coordinates of the
node. By default the origin is the glyph’s origin point #. With the radio
buttons you can select the previous F or next # node as the origin
point.

2. Modify the coordinates of the node in the edit boxes. You can use the
spin buttons to increase or decrease the coordinates. The new
coordinates will be applied to the node when you press the ENTER key
on the keyboard or move the focus from one edit control to another or
when you close the property panel by clicking on a free space in the
edit field.

To change the selection state of a node: modify the state in the
Selected check box.

To change the connection mode for a node use these check boxes:
==

To edit the position of the curve’s control vectors: switch on the
Control vectors check box (it will be gray if you are editing a node between
two straight segments) and modify the relative position of the previous or
next control point that belongs to that node.

Use the buttons with arrows E] E] to edit the previous or next
node.

# Tip: when you are editing node positions in the Properties panel, press the
ENTER key to accept changes and move the focus to the editing field of the
Glyph Window. There you can use the keyboard to move the selected node
and the PAGE DowN/PAGE UpP keys to select another node for modification.
You will see the node properties change in the Properties panel as you
move the node by keyboard or mouse. Click ALT+ENTER to put the focus on
the Properties panel to set the node position more precisely.
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Previewing Glyphs

Sometimes you need to get a high-quality preview of the glyphs you’re
editing. You can preview any glyph in its Glyph window with the ‘*’ key
(the key under Esc), but it doesn’t give you a feeling of how this glyph will
look in a line of text or in multiple sizes.

To get a better preview, use the Preview panel. Open it with the Preview
command in the Window > Panels menu:

You will see a panel containing three pages: OpenType Features, Preview
and Anchors. The OpenType Features and Anchors pages will be described
later, so activate the Preview panel now:

OpenType Features | Frewiew | snchars

v we 4T v Box @ B P

hamburgevon:

High-quality rendering provided by the FreeType library is used to show
glyphs in the preview panel, so the visual resolution is higher than the pixel
resolution of your screen and is close to what you can get on some printers.

In preview mode the preview panel shows the glyph string in the top area
of the window:

hamburgevons w

You can type any text in this area or you can drag-drop glyphs selected
in the Font Window or in the Classes panel.



To preview a glyph that cannot be easily encoded by a single
keyboard character, enter the slash character and then the name of the
glyph:

|.-"EHCLEII‘I‘IdDWI"I.-"aStEriSkr"brEVEa"rind ﬂ

kv o
|

To enter Unicode characters, type the Unicode index (in hexadecimal form,
exactly 4 characters) after the backslash:

[NOOEENODEFAOOFOMDOFTNOOFEY |
e 6 ~ N\

To enter line break, type "\n". You will get two lines of text in the preview.

To choose one of the predefined sample strings, open the list with the
button to the right of the sample string:

harmburgevons W

LMMOPORST Wi Z[5h] " abodet
WELMMOPQRST LW

FORSTU

ABCDEFGH

WELMMOPE

abizdefghijkim

nopgrstuviaspz

1234567330

You can scroll the sample string in the Preview panel — just left-drag to
scroll the window or right-click to reset to the initial position.
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Preview Modes

The height of the sample string is determined automatically and depends
on the vertical size of the preview panel. You can choose other sizes in the

Size popup menu:

.ﬂ' -
W Auko
Cuskom, ..

24
a6
7z
=)
128
256

The Preview panel can work in two modes: string preview and waterfall
preview. You can switch to the waterfall mode in the Preview Options

m  Glyph Group

++  Show Metrics
i3 Wertical Origntation

FTL - Right-to-Left

Note that the waterfall preview is possible only when the Glyph Window is

active.



With the Show Metrics command in the Preview Options menu you can
activate metrics preview mode:

In this mode you can see a preview of every glyph and its width.

If you are working with Arabic or Hebrew script you may need to preview a
sample string in right-to left mode. Use the Right-to-Left command in the
Preview Options menu to activate this mode:

The Glyph Group command will show you the current glyph (for example,
"A") along with other glyphs from the same shapes group:

AVTY
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The following three buttons allow you to flip previewed glyphs vertically,
horizontally or to see the preview inverted:
= B F

Vertical and horizontal mirrors will help you to observe glyphs but not
meaningful words:

' injurnpedinaver thelnlazy dog vl o E! m P

U6 dﬂIC|(

Vertic al Preview

The Vertical Orientation command in the Preview Options menu turns
the preview into vertical preview mode:

| OpenType Features Fraview E.ﬂ-.nch-:-rg

dinover theinlazy do e T v - H E F

b iakerfall

A |E| Glyph Group
V +++  Show Metrics
=R B

| Bl ertical Crientation

T FTL  Right-to-Left

The vertical font metrics or the vertical glyph metrics (if defined) are used
to vertically align glyphs. Right-to left preview mode still works when the
Preview panel is vertically oriented, so you can align glyphs to the left or to
the right to check the balance of their sidebearings.

380



Waterfall Preview

When you are working on a glyph, you may need to see it in many sizes at
once. Open the glyph in the Glyph Window and switch the Preview panel to
the waterfall mode with Waterfall command in the Preview Options
menu.

You will see multiple sizes of the glyph previewed:

_ceee32828BBBBBBBBBB B B B B

EEF 2 S1C1112131448 16 17 15 19 20 21 2 23 24 25 Ze  ZF ZE e 40 4z L5

Size is measured as PPM, which means Pixel Per eM. This is a resolution-
independent way of defining the pixel height of the glyphs. For standard
PC screens, the point size (which you enter to define text size in text editors
or page layout programs) is equal to 34 of the PPM.

With the Preview Options dialog box (***) you can choose which PPMs you
want to preview:

Lizt af paoint gizes to preview in waterfall mode;

536, 38, 40, 42, 43

You can choose what sizes you need to see in the waterfall preview mode.
Enter the sizes separated by ‘,” or use ‘-’ to define size ranges. Click the
Reset button to select the default PPM ranges.
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Waterfall preview also works in vertical mode with left-to-right or right-to
left writing mode:
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You may print the Waterfall preview of the font if you click on the =
button on the Standard toolbar. Refer to the “Printing and Proofing Fonts”
chapter for further details.

Preview Options

To edit the contents of the sample strings list, click on this button:

You will see a dialog box that contains all the strings that appear in the list
plus a few other options:

Preview Options

Contents of the preview test combo box:

harmburgewors A | Open...
LMMOPORS TUWWHYZ[M]"_ abedefghiklm |l M
WELMMHOPORST LW
PQRSTU|

RETL W i
defghijklmna

ABCabc

ABCabc123
HaMBLURGEYONS

SHE WERSE ASHORE

v

Font to uge in the preview combo box: | [ Select... ]

List of paint sizes to preview in waterfall mode:
536,38, 40, 42. 48 | [ Reset |

ak. H Cancel H Apply ]




By clicking the Open button you can select the text file that will be used to
preview sample strings.

This option:

Font to uze in the preview combo box; | Arial

allows you to choose the system font that is used to show text in the sample
string. You may need to change this font if you are working with non-Latin
fonts:

| MpHEEp pycc koo j

[Tpumep |
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VectorPaint Mode

VectorPaint is FontLab’s unique set of tools that allow you to paint vector
contours with tools that look and feel like bitmap tools. You can choose
brushes, pens, freeform selections and even enter text. The idea of
VectorPaint is that all the tools produce contours that combine with the
existing glyph contours using our unique contour-processing technology.

When you click on one of the tools on the Tools or Paint toolbar you enter
the VectorPaint mode. To open the Paint toolbar select it the View >
Toolbars menu:

CAYNEOOT (DmEO 2=

The keyboard shortcut for the mode is Art-3.

The type of interaction between existing and new contours depends on the
selected color mode. This process is very fast and is completely transparent
to you, so if you switch on the preview mode (where the glyph appears
filled), the illusion of bitmap-like editing of a contour-based glyph image is
very realistic.

All the paint tools can work in 4 different color modes:

Transparent Newly created vector objects that are generated by the
application of VectorPaint tools do not interact with the
existing glyph’s contour and appear selected for easy editing

Ft Automatic The color of the brush depends on the point where you begin
drawing. If you begin in a white area, a white brush will be
selected, if in black, a black brush will be selected. Use this
color mode to easily extend white or black areas of the glyph

Hl Black Generated contours are added to existing contours, expanding
the black area of the glyph. It looks like a black brush applied
to a black picture

[ ] White New contours are subtracted from existing contours,
simulating a white brush.




Here is an example of a brush stroke applied with Transparent, Black and

White “colors™:

created shape.

€

# Note: VectorPaint tools have an option to automatically activate the Free
Transform operation when any of the painting operations is completed.
This option allows you to instantly move, scale, rotate or slant the newly

Here is a list of all available VectorPaint tools with a short description of
each:

4 Freehand Used to select non-rectangular areas of a glyph. It selects not the

Select nodes, like the Edit tool, but actually cuts lines and curves and

selects black areas that can be moved or otherwise transformed

f Pen Used to create new contours or modify existing ones. It is not
really a “paint” tool, because it deals with contours, but it is a very
natural and flexible tool used to adjust the result of the
application of VectorPaint tools

¥ Brush Exactly that - a brush. It can be round or calligraphic. A
calligraphic brush can be of any size and slant angle

~, Line Used to draw straight lines with a selected brush

[=. Polygon Has two modes: point-by-point polygon drawing with easy
combination of straight segments and curves, or point-by-point
definition of a polygon that will be drawn by using the selected
brush

{:} Ellipse Used to draw ellipses or circles

[[1 Rectangle Used to draw rectangles or squares

T Text Used to enter text (vector based) using any TrueType font

installed in the system.

385



386

Freehand Select Tool

This tool works like a precision knife. You can cut part of a contour, and it
will be automatically selected so you can transform it, delete it or copy it.

To select part of a glyph with the freehand select tool:

1. Select the freehand select tool (5:’) in the Paint toolbar.

2. Position the cursor on the point where you want to start the selection
and press the left mouse button.

3. Drag the mouse to extend the selection polygon in freehand mode, or
click the left mouse button to extend the selection polygon by straight
segments.

4. Click the right mouse button to finish the selection.

When you finish the selection, you will see that the selection polygon was

applied like a knife and you have a new contour (or several contours) that
is separated from the glyph. The new contours are selected so you can use
the Edit tool to move them or transform the selection. Of course, you can

use any Edit menu command with this selection.



Pen (Contour) Tool

With the Contour tool & you can create new contours or modify existing
contours in a more artistic manner than with the Edit tool. When you use
the Contour tool, you can draw new contours just as you do on paper.
FontLab Studio will trace your drawing and replace it with a series of
curves and lines.

How to create a new contour

If you begin a contour in a free area (where the cursor has its ordinary
shape), you will define a new contour. If you want to begin a new contour
but its startpoint is on an existing contour press the Ctrr key to force
FontLab Studio to create a new contour.

How to modify an existing contour

When you move the cursor of the Contour tool onto an existing contour or
node, it changes. If you begin drawing (without holding down the Ctrr key)
the new contour will be inserted into the existing one. If the finishing point
of your drawing is on an existing contour also, and the starting and
finishing points are on the same contour, then the new drawing will replace
the part of the existing contour that lies between the starting and finishing
points.

How to draw a single curve
Hold the SHirr key down when you release the mouse button after drawing

a new line. Your drawing will be approximated by a single curve. This is a
good way to draw a new contour step-by-step.
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Brush Tool

The Brush tool ¥ works like the usual bitmap brush that you find in any
bitmap-editing program. You begin a brush stroke by pressing the left
mouse button. Draw the stroke by dragging the mouse and finish drawing
it by releasing the mouse button.

To change the color of the brush, use the color selection buttons on
the Paint toolbar:

F¥] for the “auto” color

Il for the “black” color

[] for the “white” color

Other brush options are accessible in the VectorPaint options menu:

oy

-

& | Round Brush
#  FElat Brush

+ 20 Uniks

®* | 40 Units

& Z0Units
& 120units
23 Options...

You can paint with round or calligraphic brushes of different widths:

# Calligraphic-style brush

# Round brush

+ 20 unit wide line

# 40 unit wide line

& 80 unit wide line

& 120 unit wide line




You can also specify a brush stroke shape. Press the =Z button and select a
shape in the popup menu:

]
I3

Smookh Right
Srnooth Left
Paoint Right
Paint Lefk
Simple Curved
Simple Flat
Shaped
Inflated

ttlerityd

Opkions. ..

This is an example of different brush strokes:
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VectorPaint Options

You can also change the brush properties in the Paint Options dialog box.
To open the Paint Options dialog box, choose the Options command

in the Brush options menu (*%) or Brush style menu (=%). You will see

following dialog box:

Paint Options

Brush options:
width: [40 | Angle:[s0
capp O @& OB O&
e @ E O/ ORE
Body: | GEEEEED |

Roundness: ?80

Polygon tool options:

(%) Mormal {conkour) palygon () Brush trace

Other options:

[] Autamatically activate Transform operation after any paint ackion
|:| Rewerse auto colar

l OK_] [ Cancel

|

In the Paint Options dialog box you can enter the width of the brush and
change the slant angle of a calligraphic brush. Additionally, you can select
how the brush strokes are started and finished. Choose the brush’s starting
and finishing shape by activating one of the radio buttons.

You can also select the style of the connection between two sequential
segments of brush strokes. It can be sharp, smooth or flat. Select one in the
dialog box. Icons near the radio buttons give an explanation of the styles of

connections.

Last field in the Brush options area lets you to select the shape of the brush

stroke.

Other options relate to the Polygon tool (described later) and the options
for automatic activation of the Free Transform operation and reversing of

the "auto" color.



To choose one of the Polygon tool modes use the options in the Polygon
tool field. If you choose Normal (contour) Polygon the polygon tool will
create a simple contour that can include straight segments and curves. If
you choose the Brush trace option the current brush will be applied to the
created polygon’s contour. In the Brush trace mode you cannot draw
curves while defining a new polygon.

If you mark the Automatically Activate Transform Operation check box
and select the Transparent painting color the Free Transform operation
will be activated and applied to the contour that you created after the
completion of any paint operation.

The last option, Reverse auto color, changes the behavior of the "auto"
color brush mode. If you begin drawing in a white area, a black brush will
be selected, if in black, a white brush will be selected.

The following option on the Glyph Window page of the Options dialog box

|:| WectorPaint tools have separate wiew settings

allows you to have different view settings (View > Show Layers set) when
you enter the VectorPaint mode. To use this option, first turn it on; then
enter VectorPaint mode for the first time and switch editing layers to
create the most comfortable environment. For example, in Edit mode you
may use an unfilled outline with all nodes switched on. In VectorPaint
mode you may switch on the Fill Outline mode and switch off all nodes.
Now when you enter VectorPaint mode the next time, the editing layers
will be switched automatically to your preferred environment.
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Line Tool

The Line tool ™ allows you to apply brushes to straight-line segments.

To draw a line segment:
1. Position the mouse cursor on the beginning point and press the left
mouse button.

2. Move the mouse to the end point and release the button. Hold down
the SHrFT key to constrain the direction of the line to 15-degree
increments.
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Polygon Tool

The Polygon tool [ can be used in two modes: as a tool to draw a polygon
consisting of lines and curves or as a tool to draw an outline of a polygon
with a selected brush. The second mode can be treated as a series of
applications of the line tool. The mode of the polygon tool can be selected
in the Paint Options dialog box.

To draw a polygon using the Polygon tool:

1.

5.
6.

Select the Polygon tool in the Paint toolbar. Be sure that the Polygon
tool is in the polygon mode.

Move the mouse cursor to the first point of the polygon and click the
left mouse button.

Move the mouse cursor to the position of the next polygon point. To
add a line segment, click the left mouse button. To add a curve
segment, click the Tas key, press the left mouse button and drag the
mouse to define the control vector of a curve. Hold down the Surrr key
to constrain the direction of the control vectors to 15-degree
increments.

If the polygon in its present state is finished by a curve, the next
segment that the polygon tool will try to add will be a curve. To switch
between adding a straight segment or a curve, use the Tas key on the
keyboard.

Repeat steps 3 and 4 for all points of the polygon.
Click the right mouse button to finish creating the polygon.

The Brush Trace mode of the polygon tool works just like the normal
(contour) mode.
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Ellipse and Rectangle Tools

The Ellipse £ and Rectangle [ tools are very similar. The only difference
is in the result.

To draw an ellipse or rectangle:

1.
2.

Select the tool that you want to use.

Position the mouse cursor on the spot where you want to place one of
the rectangle corners (or on one of the corners of the rectangle that
surrounds the ellipse). If you hold down the ALt key the mouse cursor
will become the center of a rectangle or ellipse.

Press the left mouse button and drag the mouse to define the rectangle
(or ellipse).

Hold down the SHiFT key to draw a square or a circle.

Release the button to finish creating the rectangle (ellipse).



Text Tool

With the Text tool you can add text to a glyph. Carefully select the color
mode when planning to use the text tool. It is usually best to use the
“Empty” color because in that mode the text stroke will not interact with
the existing contour and you will be able to adjust its position using the
Edit tool or the Free Transform operation.

Select the Automatic Activation of Transform Operation option in the
Paint Options dialog box. With this option on the Free Transform
operation will be activated immediately after entering the text string,
allowing you to modify its size or position.

To enter a string of text:

1. Select the Text tool T in the Paint toolbar.

2. Position the mouse cursor (with the crosshair and the “suggested
rectangle” of the future string) on the place in the editing field where
you want to add the string.

3. Click the left mouse button.

4. Inthe dialog box, enter the character string. Use the Font button to
select the font that will be used.

Enter Text X

Sample

Arial at 300 unitz

(] ] [ Cancel

Below the sample string you will see the name of the current font and
the size of the text string. The size is presented in font units. You can
change the string size in the Font dialog box. The size of the placed text
will be 10 times the selected point size. For instance, if you select a 24
pt. font you will get a string that will be 240 units in height.

5. Press OK to enter the string or Cancel to abort this operation.
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Selections

Many operations can be applied not only to single nodes or segments but
also to several nodes together. For example, you may want to move many
nodes or delete part of a contour. First, select the nodes that you want to
process.

To select nodes with the selection rectangle:

1. Make sure that the Edit tool ' k is active.

2. Press the left mouse button anywhere in the empty area and drag the
mouse to surround the nodes with a rectangle. Hold down the SuiFt
key to reverse the selection state of the nodes.

To select or deselect individual nodes just shift-click them.
To select the contour segment (line or curve) — shift click on it.

To select the whole contour double click the contour (not the node)
with the left mouse button or press the Ctrr key and click anywhere on the
empty area close to the contour. Hold down the SuiFT key to reverse the
selection state of the contour’s nodes.

To select all the contours in a glyph use the Edit > Select all
command.

To deselect all nodes click the left mouse button somewhere in the free
space of the editing field or use the Edit > Deselect command.

To reverse the selection state of all nodes in the glyph use the Edit >
Invert Selection command.
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Using the Magic Wand Tool

With the Magic Wand you can easily and precisely select contours. It is
especially useful when you are working with glyphs that have many
contours, such as Far-Eastern ideographs:

[Tt

To select the contour with the Magic Wand tool just activate the tool (press
"4" on the keyboard) and click anywhere near the contour. You don’t need
to be precise — FontLab Studio will automatically locate the closest
contour.

To reverse the selection state of the contour, hold down the Surrr key and
click anywhere near it:

You can also select a contour and all contours that are inside it. Just hold
the Art key when you using the Magic Wand tool:
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Moving the Selection

You can move the selected part of the contour by mouse — drag any
selected part of the contour or use the arrow keys. If you press the arrow
key then the selection will move in that direction by one font unit. Hold
down SHiFT or CTrRL while pressing the arrow keys to accelerate the
movement of the selection.

You can change the value of SurFT -arrow increments on the Glyph Window
> Dimensions page of the Options dialog box:

Shift+arrow keys increment: | 10



Selection Commands

When a part of the glyph is selected, right-click it to get access to the popup

menu:
Cancel

Zuk
Copy

Delete

X W e

[
| Y
a8

Eree Transform

Delete

Crl+2

Retrack BCPs
Align Poinks

Reverse Conkaurs

Conwert L4

Conneckion L

Properties

Macro

Some commands are just copies of the Edit menu commands, but others
are much more interesting:

Cut Copies the selection to the Clipboard and removes it

Copy Copies the selection to the Clipboard and leaves original
untouched

Delete Removes the selection

Free Transform

Activates the Free Transform operation

Retract BCPs

Removes the control vectors of the selected nodes, making them
sharp

Align Points

Aligns the selected nodes vertically or horizontally

Reverse Contours

Reverses the contour’s direction

Convert

Converts all selected segments to lines, Bezier curves or off-
curve points
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Connection Changes the connection mode of the selected nodes. If the mode
is changed to smooth, all connections are forced to be smooth:

Properties Opens the Selection properties panel.

There are some differences between the Cut and Delete commands. First
of all Delete doesn't put anything on the Clipboard. But the main
difference is that the Delete command removes nodes with their adjacent
curves:

0—

2

|
|
|
|
|
|
|
)

i
|
|
1V
|

I
|
|
|
|
|
|
A

Selection Result of Cut Result of Delete

If you switch on the option

[] Edit/Delete command breaks contour

on the Glyph Window page of the Options dialog box the result of the
Delete command will be the following:

I
|
|
|
|
|
|
X
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Selection Properties Panel

To make the Selection Properties panel visible, choose the Properties

command Broperties in the selection context popup menu or use
the OpTION-RETURN keyboard shortcut.

The Selection Properties panel is very simple:

Selection Properties ]

G nodes zelected

Contours zelected: 1
i (66, 383 £ [27A, BYT)

It contains the following information about the selection: the number of
selected nodes, the number of selected contours, and the selection
bounding box’s bottom-left and top-right corner coordinates.

You can click on the Deselect button to discard the selection and get the
Glyph Properties panel instead.
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Copying the Selection

Sometimes you need to copy glyphs or parts of glyphs to another place in
the font or even into a different font. With FontLab Studio you can put any
part of a glyph or an entire glyph (with hints, guides, etc.) into the
Windows Clipboard and paste it into a different place.

To copy parts of the glyph’s outline use the commands from the Edit menu
or the buttons on the Standard toolbar:

Cut %  To copy a selected part of the glyph onto the Clipboard and delete
it from the glyph
Copy To copy a selected part of the glyph onto the Clipboard
Paste 2 To add a contour part copied to the Clipboard into the current
glyph as a new contour
| |
D)
| |2
L9
Insert To replace the current selection with the Clipboard contents
Delete To remove the selected part of a glyph’s contour
Duplicate To insert a copy of the selection into the current glyph as a new

contour




When you use the Paste command, the selection is pasted without offset
from the original location. If needed you can set the amount of shift in the
Options > Glyph Window > Dimensions dialog box (Tools > Options
command):

Copy/Pazte offzet: (100 = |100

On the same page you can adjust the amount of shift during the Duplicate
operation:

Duplicate offzet; |1EIEI % 100

Because the Clipboard is used as a buffer for copying contours you can
paste glyphs and their parts not only to the current font but also to any
glyph of any font of any application that is compatible with FontLab Studio
(ScanFont 3.0, for example).
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Transforming the Selection

Sometimes you need to scale, rotate or slant a whole or part of a glyph
outline. In FontLab Studio you can do this using several methods:

1. Using the Transformation panel

2. Using the Transform tools

3. Using the Free Transform operation

# Note: To avoid naming confusions, former Tools > Transform and Tools >

Transform Range features have been renamed to Action and Action Sets,
respectively. Starting from FontLab Studio 5, the user interface uses the
terms Transform and Transformation to refer to geometric transforma-
tions such as rotation or scaling that can be applied to glyph outlines.
Actions refer to operations that may affect outlines but also other font
elements such as metrics or hints.

Using the Transformation Panel

The Transformation panel allows you to apply several simple
transformations to the selected area or to the whole glyph. To open the
Transformation panel you can select a Transformation command in the
Window > Panels menu:

Transformation [

Center: -
=

Center of selection |




To transform the glyph or the selected area:

Select the type of the transformation by clicking on one of the buttons in
the left and the transformation options in the right area:

ﬂ Shift Shift [, y):
a El: ] El: u

Enter a distance to move the selection in font units

ﬂl Rotate Fotate:

Center:

|Zeru:| paint j

Enter the rotation angle (degrees, counterclockwise) and select a
center of rotation:

L i1k i
Center of selection
Battom left cormer
Reference point

Scale Scale =, v):

100.0 EI: 100.0 EI: 4

I~ Urifarmn

Center:
|Zen:- poirk ﬂ

Enter the scaling factor and select a center point of transformation.
Use the Uniform option to scale proportionally

27' Slant Slant:
oo EI: :
Center;

|Zen:- poirk ﬂ

Enter the slant angle (degrees, positive value slants to the right) and
select a center point

"-p{\_-..l Mirror  Mirar axis:

oo x|
Center:

Center of selection  »

Enter the direction of the mirror axis and select the center point of
the transformation. Use the buttons to mirror horizontally or
vertically quickly.
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Press the Apply button or ENTER key to apply the transformation to the
selected area.

Pressing the L*] button will align all selected nodes horizontally or
vertically.

If you press the L2/ button the Actions dialog box will open (see the
“Actions” chapter below). Pressing this button is the same as choOsing the

Tools > Action command. If you press the == button the previous
transformation action will be repeated. It is the same as choosing the Tools
> Repeat Action command.

Using Transform Tools

In the Edit mode you have access to three transform tools (in the Tools
toolbar):

+ Rotate Rotates the contour

7] Scale Scales the contour

¥7 Slant Slants the contour vertically or horizontally.

To transform the outline:

1. Select part of the outline you want to transform or undo all selections
to transform the entire glyph outline.

2. Activate one of the transform tools.

3. Position the mouse cursor at the center of transformation, press the
left button and drag the mouse to make the transformation. Remember
that you can press the **’ key (the key under Esc) at any time to get a
high-quality preview of the transformed glyph.

4. Use the SHrFr and CtrL keys to constrain the transformation.

5. Release the mouse button to complete the transformation of the
outline.



Using the Free Transform Operation

To activate the Free Transform operation select the Free Transform
command from the Contour > Transform menu or click on the £%% button
in the Tools toolbar.

Or you can double-click on any selected (red) segment to activate the Free
Transform operation.

When this operation is activated, you will see a transformation rectangle
surrounding the selected area. If nothing is selected, the entire glyph will
be subject to transformation.

Slant handle

= B B Rotate handle
-""H.Hh. /

W ™

*e—1 ¢

Center handle

Scale handles

So, what do all these handles mean, and how can they be used?

To move a selection:

1. Position the mouse cursor somewhere inside the transformation
rectangle but not on the center handle.

2. Press the left mouse button and drag the rectangle to its new place.
3. Release the button. The selection will be moved.

To scale or skew a selection:

1. Position the mouse cursor on one of the scale handles .

2. Press the left button and drag the mouse. You will see that the
transformation rectangle is scaled. Hold down the SHrFT key on the
keyboard to constrain the scale proportionally.

3. Release the button when you are done. The selection will be modified.
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To rotate a selection:

1. Move the mouse cursor onto the rotation handle .

2. Press the left mouse button and drag the mouse. The transformation
rectangle will rotate around its center. Hold down the SurFt key to
constrain the rotation angle to 15-degree increments. You can also use
the rotation handle for slant — just press the CTrL key to alternate
between rotate or slant.

3. Release the button to accept the rotation.

To move the center of rotation just drag the center handle # by the
mouse to its new position.

To slant a selection:

1. Move the mouse cursor onto the slant handle &.

2. Press the left mouse button and drag the mouse. The transformation
rectangle will be slanted. Hold down the SHiFt key to constrain the
slant angle to 15-degree increments. You can also use the slant handle
for rotation — just press the CtrL key to alternate between rotate or
slant.

3. Toslant in vertical direction, hold the Ctri key and drag the rotate
handle:

4. Release the button to accept the slanting.

Double-click in the editing field or press ENTER to accept the completed
transformation or press the Esc key to reject it.

You can use the arrow keys while the Free Transform operation is active to
move the selection by one font unit in the direction of the key you clicked.
SHiFT+arrow keys move the selection by 10 font units at each key click.
CtrL+arrow keys move the selection by 100 font units at each key click.



Find and Replace Outline Operation

In FontLab Studio you can perform a unique outline find/replace
operation that allows you to replace an identical part of an outline that
occurs in many glyphs with an alternative form. It is also very useful in
analysing an outline for correctness.

Here is a typical situation where you could use the Edit > Find Outline
command:

Original glyph Modification

It is relatively easy to make the change above in a single glyph, but what if
you want to do the same thing in all glyphs of the same font that have
serifs?

1. Select the element that you want to find:

Lo

2. Copy the selection to the Clipboard with the Edit > Copy command.

3. Modify the original shape as needed and select the new version of the
serif:

409



410

4,

Using the Edit > Find Outline command open the Find Outline dialog
box:

Find Dutline

Find what Replace with:
i Find Mesxt

h Replace

Replace & Find

IIII =

Close

[ Local search only

The left panel shows the outline that FontLab Studio will look for and
the right pane shows the outline it will use as the replacement.

The two buttons to the right of each pane mean:

& Place the Clipboard contents into the pane

B Place the current selection into the pane.

In our sample you need to place the Clipboard contents (original
outline) into the left pane (click on the i button) and the selection
into the right pane ( Ifl) button.



5. Click the Find Next button to find the next appearance of the source
outline in one of the glyphs. The first such glyph located will appear in
the Glyph Window and the outline that is found will be selected:

6. Click Replace to replace the old outline with the new one or click
Replace & Find to replace and find the next location of the outline.

7. Check | Losalseachonly 44 Jimit the search area to the current glyph

only. If this option is unchecked, FontLab Studio will look for the
outline in all glyphs of the font.

Use the buttons at the bottom of the dialog box for additional
features:

to select all glyphs with the found outline in the Font window

%" to mark all glyphs with the found outline in the Font window in red.

Using these buttons doesn't replace contours, but only finds glyphs.
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Building an Outline from Blocks

Now you know how to select parts of an outline and copy it, so let's do a
few experiments to show how to use this knowledge.

Suppose that we have an ‘T’ character and we want to create an ‘H’
character.

1. Open the T in the Glyph Window (double-click the ‘T’ cell in the Font
Window, use the Glyphs Bar in the Glyph Window toolbar or just
browse the font with the arrow buttons).

2. Cut the character in the middle. Activate the Knife tool, press the left
mouse button at the left of the character, hold the Avt key on the
keyboard and drag the mouse cursor to the right to define a cutting
line. Release the mouse button:

—_ — —_ —
/
E g

__J_.-f"

—  — — =

3. Click on each inserted node to break the contour:
—_

A



Select the bottom half of the ‘T'. Temporarily activate the Edit tool
(click on the CtrL key on the keyboard) and Crrr-click near the bottom
area of the glyph:

_

p o3
- —g
Copy it to the Clipboard with the Edit > Copy command.

Go to the ‘H’ character. Use the Glyph > Create Glyphs command to
remove the contents of all editing layers.

Open the Options > Glyph Window > Dimensions dialog box and
set the Copy > Paste offset to zero and Duplicate offset to 400 x 0:

Duplicate offset; |4|:||:| w |0
Copy/Faste offzet: |EI « |0

Click OK to close the Options dialog box and use the Edit > Paste
command to place a copy of the ‘T’ bottom:

| |
Pre B

Use the Edit > Duplicate command to make a second copy:

r

1 3 B
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10. Duplicate it again and drag it to a place above the first segment:

o

o

o7
— —g

— ":—._! I—

-

Use the contour snap function to position the segment. Activate the
contour snap with the View > Snap to Layers > Outline. We also
recommend that you activate the feature that will snap a point which
you are moving to all outline nodes, by X and Y direction
independently. Use the Tools > Options > Glyph Window dialog
box:

B Align ta all contour paints if snap to contour iz an

11. Use the Contour > Transform > Flip Vertical command to flip the
selected segment:

=

|
|
|
|
|
|
-
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12, Duplicate the top segment and locate the copy above the bottom-right

segment.

% S é._ﬂ E———
| |
k] |
| |
| |
| |

-:é:lf’l '\-—._I I_—r’ '\-—._I I—

13. Left-click on an empty area of the Glyph window:

14. Activate the Add Corner tool “* click somewhere and drag the line to
connect the left line of the top-left and bottom-left segments:

________ ]

415



15. Then click on any other starting or ending node of the contour
segments and use the Add Corner tool to connect them

e S — ,__:|
|
|
|
|
|

|
|
|
|
|
|
#

!d—r" '*-—._! !d—r" '*-—._! I—

You’ll notice it takes more time to read the instructions than to actually
perform the procedure.
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Contour-related Commands

You can find the commands described below in the Contour menu:

(g

Flip Horizontal

Makes a mirror transformation in the horizontal direction.
This operation is applicable to a selection or to a whole
outline if nothing is selected

=

Flip Vertical

Makes a mirror transformation in the vertical direction.
This operation is applicable to a selection or to a whole
outline if nothing is selected

0P

Merge Contours

Combines all overlapping parts of the outline. This
operation and the two following operations are applied to
all contours that have at least one node selected. If nothing
is selected, they will be applied to the whole glyph

Get Intersection

Leaves only areas that are covered by at least two contours

Delete Removes all areas that are covered by more than one
Intersection contour
—{s* Set PS Direction Sets the direction of all curves to PostScript curves (black
on the left)
+ir+ Set TT Direction Sets the direction of all curves to TrueType curves (black
on the right)
/}’ Reverse All Paths Reverses the direction of all contours of the glyph
& Expand Path Converts contours to strokes
I Make Parallel Creates a contour that is parallel to the existing contour.
Path See the next section for more information about this and
previous features
~qy Set Startpoints  Opens the dialog allowing you to set the preferred position
of the startpoints
+% Curves to Converts all Type 1 (3'd-order) curves to TrueType (2nd-
TrueType order) curves
+71  Curves to Converts all TrueType (2d-order) curves to Type 1 (31-
PostScript order) curves
+% Selection to Creates a new glyph from the selection and converts the
Component selection into a component. Current glyph becomes a
composite glyph
'-}:'- Correct Analyses an outline and fixes the types of connections
Connections between outline segments (lines and curves)

Join Broken
Contours

Automatically joins all "broken" contours in a glyph. This
command may not work if the nodes that should be
connected are not close enough to each other
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Close Open Closes all open contours in a glyph creating a straight

Contours segment between first and last nodes
% Nodes at Automatically inserts nodes at the extreme points of
extremes curves. We highly recommend that all curves have nodes

at their extreme points

¥ Optimize Optimizes the outline

% Align to Guides  Move all nodes on to guidelines, hints or grid if they are
sufficiently close to them. This command will “snap” nodes
only to the guiding layers that are currently visible.

Most of these commands can be applied to many glyphs at a time if you
select a number of glyphs in the Font Window. Commands marked with
the » sign in the Contour menu are tools and were not included in the table

above.



Creating Contours

FontLab Studio has two commands that can help you automatically create
contours. These commands are Expand Path and Make Parallel Path.

Both commands will take one or more existing contours and create new
ones using some options.

Expand Path

This command will use contours as a trajectory for parallel contours or for
the paintbrush:

\

\""ﬂ-\_

—

J

Source open contour

Path is expanded with parallel contour Path is expanded with the shaped brush

To use this operation first select the contours to which you want it to
apply. All contours that have at least one node selected will be processed. If
nothing is selected, the whole glyph contour will be taken.
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Select the Contour > Paths > Expand Path command in the menu. You
will see a dialog box that lets you select options:

Expand Stroke

(% Simple stroke:

Stroke width: [40 | height: [ | [#luniform

("1 Brush tracing:

A @
L
0

K, ] [ Zancel

First choose between Simple Stroke and Brush Tracing.

In the first case you may just set the Width and the Height of the stroke.
The resulting contours will be closed anyway.

In the latter case you may specify brush size and shape. Width is the width
of the brush ellipse at its widest part. Angle is the degree of the brush
ellipse slant and Roundness is the relation (in percent) of the narrow and
wide widths of the brush ellipse. Below is a sample of the path expand with
different brushes:



The next line of options specifies the way the expanding algorithm will
process the contour corners and the ends of an open contour:

—

Flat contour ends vs. round ends

The last option lets you specify the shape of the brush stroke:
L]

W

il

This is the sample of the stroke above with different brush shapes:

k/‘\k/‘

When you finish selecting options, click OK to expand the selected
contours.

)
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Make Parallel Path

With this operation you can create a path that is parallel to any existing
path. The method of selecting contours for processing is simple: all
contours that have at least one node selected will be taken into account. If
no nodes are selected, the whole glyph outline is processed.

Select the contours that you want to process and choose the Contour >
Paths > Make Parallel Path command from the menu. You will see a
dialog box for specifying the options of the command:

Parallel Contour El

Relative pozition

() Left () Right ) Eoth

[ ] Remove the original [] Generate clozed contour

Contour offset

20 : =y [#] Urifarm

I (]S ][ Cancel ]

The relative position section lets you specify the side of the original path at
which the new path will be created:

T 6
Left and right side option (original path is not selected)

The side depends on the direction of the original path. Select the Both
option to generate parallel contours on each side of the source contour.

Contour offset defines the distance at which the new path will be created.
Use the Uniform option to have the same distance set for X and Y
directions.

Check the Remove the original check box to remove the source contours
and keep only the generated parallel paths. Check the Generate closed
contour check box to create contours automatically closed. This feature is
available only if the Both option is selected.



Below is a sample of what you can do with the parallel path feature and
contour-editing tools:

Glyph contour after multiple parallel paths created and then closed with the Add
corner tool

Rendering of the glyphs above

As you can see, with the “Make parallel path” feature you can create
complex ornaments in minutes.
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Merging and Intersecting Contours

With the Merge Contours, Get Intersection and Delete Intersection
commands, which are available in the Contour > Transform menu, you
can perform very interesting operations on contours.

All three operations are applied to contours that have at least one node
selected or to the whole glyph outline if nothing is selected.

The Merge Contours command combines contours, removing all outline
overlapping and keeping the filled result unchanged:

Ou @=

The Merge Contours command is the outline equivalent of the Boolean
“OR” operation.

The Get Intersection command will keep only the area of intersection,
removing all other parts:

¢&= »

This command is the outline equivalent of the Boolean “AND” operation.



The last command, the Delete Intersection works in the opposite manner
of the Get intersection command, keeping only those areas of contours that
don’t overlap:

This is the outline equivalent of the Boolean “XOR” operation.

# Note: You can select multiple glyphs, or all glyphs, in the Font Window
and apply the commands to many glyphs at a time. You can also use
Actions or Action Sets to apply the “Remove overlap” command in batch
mode.
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Converting Contours

Several commands in the Contour menu are used to change contours'
attributes.

Sometimes, you may find that e.g. the interior counter of “o” is black
instead of white/transparent, or two overlapping contours create a white
intersection. This means that one of the contours in your glyphs has a
wrong direction.

FontLab Studio can detect such problems and automatically correct the
contour direction for PostScript (Type 1/Bezier) or TrueType outlines. For
that, use the Set PS Direction (for Type 1 or OpenType PS contours) or Set
TT Direction (for TrueType / OpenType TT contours) commands in the
Contour > Paths menu. These commands will reverse some of the
contours so that all contours have the contour direction prescribed by the
font format.

To reverse all contours in the glyph, i.e. change the direction of every
contour in the glyph to the opposite, use the Reverse All Paths command
in the Contour > Paths menu.

Use the Curves to PostScript and Curves to TrueType commands in the
Contour > Convert menu to convert glyph's outline to 3rd-order curves or
2nd-order curves respectively. These commands only convert curves but do
not change their direction so you may need to use the Set PS Direction and
Set TT Direction commands later.

# Note: You can select multiple glyphs, or all glyphs, in the Font Window

and apply the commands to many glyphs at a time. You can also use
Actions or Action Sets to apply the commands in batch mode.



Outline Optimization

With the Optimize command FontLab Studio tries to automatically adjust
the outline to remove unnecessary elements and correct others.

To perform optimization, use the Optimize command in the Contour
menu.

Optimization does three things:

1. Removes unnecessary curve and line segments
2. Aligns vertical and horizontal lines that are not precisely directed.

3. Corrects the connection types of lines and curves.

You can control the optimize features with the Font Audit section of the
Options dialog box:

Optimizer

Cuthne simphfication level: | Process nomally w

Auto-alignment level: | Process nomally L

Outline Controls curve removal feature, from “do not simplify outline”
Simplification to “extreme”. The bigger value you choose — the more curves
level FontLab Studio will try to remove

Auto-alignment  Controls auto-alignment feature in a range from “do not align”
level to “extreme”.

# Note: You can select multiple glyphs, or all glyphs, in the Font Window
and apply the command to many glyphs at a time. You can also use Actions
or Action Sets to apply the command in batch mode.
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Grid Layer

This layer is very simple: if the Grid is on, you will see a grid of vertical and
horizontal lines in the edit Window. If View > Layers > Snap to Layers >
Grid is enabled (which it is by default) any node that you move will snap to
the gridlines.

You can adjust the grid frequency on the Glyph Window > Dimensions
page of the Options dialog box (Tools > Options):

GEnd step: |'IEIEI w100




Guidelines Layer

Guidelines are straight lines that are used to guide the drawing of specific
elements of a glyph. Guidelines can be vertical, horizontal or slanted.

Guidelines can be slanted at any angle from -45 to +45 from the vertical or
horizontal direction. Slanted guidelines can help to mark italic characters,
or specific slanted elements in normal characters, like the inner bar in the
letter ‘N’.

You can see little numbers giving the position and slanting angle of each
guideline near the edges of the editing field of the Glyph Window where the
guidelines cross the rulers.

There are local and global guidelines. Local guidelines appear only in the
glyph where they were set. Global guidelines appear in all glyphs of the
font. Global guidelines are very useful to mark important levels in the font
(by using horizontal global guidelines) or to set the base direction of an
italic or oblique font (using slanted guidelines).
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Editing Guidelines

Be sure that the Edit ‘% tool is active and the guidelines layer is visible —
use the View > Show Layers > Guidelines command to switch it on. Note
that the Guidelines layer will automatically switch on if you add a new
guideline.

To add a new local guideline:

1. Position the mouse cursor on the horizontal ruler bar (for a horizontal
guideline) or on the vertical bar (for a vertical guideline).

2. Press the left mouse button. The bar will appear “pressed” and the new
guideline will appear.

3. Holding the left mouse button down, drag the guideline to the desired
place and release the button.

To add a new global guideline:

1. Create a local guideline as described above.

2. Position the cursor on the guideline and click the right mouse button.

3. Inthe menu, select the Convert to Global command.

To move the guideline:

1. Move the mouse cursor onto the guideline that you want to move. Be
sure that no other objects (such as nodes or hints) are near the cursor.

2. Press the left mouse button and drag the guideline to the new place.

While you are dragging the guideline and the mouse cursor is within the
snap-to distance the guideline will stick to the node. Nodes must be visible.

The guideline will snap to all nodes regardless of the mouse cursor position
if the option View > Snap to > Outline is on and the following checkbox on
the Glyph Window page of the Options dialog box is also switched on:

Align bo all conkour points iF snap to contour is on

To slant the guideline:

1. Move the cursor onto the guideline near one of the sides of the editing
field of the Glyph Window.

2. Press the left mouse button. The mouse cursor will change to a pair of
curved arrows & that shows you the guideline slant direction.



3. Moving the mouse, slant the guideline to the angle that you want. Hold
down the SHrFT key to constrain the slanting angle to 3-degree
increments.

To remove the guideline:

I.1. Start moving or slanting the guideline.

I.2. While holding down the left mouse button, click the right mouse
button.

I.1. Position the cursor on the guideline and click the right mouse button.

II.2.In the menu, select the Delete command.
You can use this option:

Remowe hints and guides by moving oot of the window

located on the Glyph Window page of the Options dialog box, to remove
any guideline or hint by simply dragging it from the editing field of the
Glyph Window.

To remove all guidelines use the Remove guidelines command in the
Tools > Hints & Guides menu. Options of this command include:

Both to remove all guidelines

Vertical to remove only vertical guidelines

Horizontal  to remove only horizontal guidelines.

The same command is available in the rulers popup menu that appears if
you right-click the vertical or horizontal ruler.
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Guidelines Popup Menu

More commands are available in the guideline’s popup menu.

There are two different guideline popup menus - one for local and one for
global guidelines. Both menus include Align, Delete and Properties
commands. The Properties command, as usual, will open the Property
panel for the active guideline. The Delete command will remove the active
guideline. The Align command is available only for slanted guidelines and
will align them to the vertical or horizontal axis (i.e. remove their slant and
make them vertical or horizontal guidelines).

Global guidelines have an additional set of commands located in the
Guideline Is submenu. By selecting the commands in this submenu you
can set the font parameters: Ascender, Descender, Caps Height, x Height
or Visual Ascender and Descender that are used to set 100% zoom in the
Glyph Window. The Create Local command will create a new local
guideline on top of the global one.

The local guideline menu has one additional command, Create

Orthogonal, which you can use to create a guideline that is orthogonal to
the current one:

czd !




Guidelines Tracking

There is a special feature that lets you modify an outline by moving
guidelines. You switch this feature on in the Glyph Window page of the
Options dialog box (choose the Options command in the Tools menu to
open the dialog box):

Tracking

[ Hints tracking

Tracking offset: | 5 % of UPM

Guidelines tracking
[ ]Track global guidelines

When guidelines tracking is active and you move a guideline a distance not
greater than the Tracking offset parameter all outline nodes that were on
the guideline will be moved with it:

Original outline Same outline after topmost guideline moved up

If you move a global guideline and the Track global guidelines option is
on, then all glyphs of the font that have nodes on this guideline will be
modified. Be careful with this feature because the results of global
guideline tracking are not undoable.
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Guidelines Properties Panel

To open the guideline properties panel, CtrL+Click the guideline or right-
click it and choose the Properties command from the popup menu:

Guide Properties [%]

Horizontal guideline
I |HE <
4 |00 &

Marne: i |

Default calor

— ]

In this properties panel you can change the position and slant angle of a
guideline. You also can name the guideline (or global guideline) and
change its color. This will help you to distinguish different guidelines.

To name the guideline, just enter some text in the Name field and
press ENTER. The guideline will get a label:

4
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To change the guideline color, click on Default color to switch it off
and then select some color in the color palette:

Marne: l Glabal line

[ ]Default color

Guidelines' default colors are set on the Options > Glyph Window >

Colors page.
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Meter Mode

With this tool you can measure any distance and angle in your glyph. It is
very useful if you want to create very precise, extremely high quality
symbols.

To measure distances between two points:

1. Select the Meter tool & in the Tools toolbar. The Meter tool panel
appears:

% 2305 % 2308

H S - PIET 0 o 0. Ay
Yy pwl %y |t s 0 ¥ s o B 0

This is a brief description of the fields on the Meter panel:

- 2132 Absolute position of the point (relative to the glyph zero

08 oing)
x, © 2188 Reference distance (relative to the position of the reference
U 1 :
point)
ok ggg Horizontal and vertical distance (from the beginning to the

end of the metering line)

& Egg.g Geometric distance an angle of the metering line
4 I

o 23 The total quantity of nodes and of selected nodes in the
al * glyph.

Note that you can open the panel at any time if you click on the Il
button in the bottom-left corner of the Glyph window. A second click
on this button will close the panel.

2. Position the mouse cursor on your first point.

3. Press the left mouse button and drag the mouse to the second point. In
the Meter panel you will see the vertical, horizontal and direct
distance between two points and the angle of a vector that would
theoretically connect these points. Hold down the SuiFT key while you
drag the mouse to constrain the measurement to 15-degree
increments.

You may dock the Meter panel to any edge of the Glyph Window.
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While you are dragging the mouse you will see that the Meter tool arrow
sticks to any object that it can find in the editing field.

To measure the distance from a contour:

1. Put the mouse cursor on the contour from which you want to measure.

2. Press the left mouse button and drag the mouse to what you want to
measure to. Hold down the SuirT key and the direction of the mouse’s
movement will be constrained to the normal direction of the contour
startpoint.

3. When you're done, release the button.
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Setting Guidelines, Anchors and
Sidebearings

With the Meter tool you can not only measure angles and distances but
also mark glyph elements with guidelines and anchors and set right and

left sidebearings.

Press the right mouse button instead of the left one and measure the
distance. When you release the button a popup menu appears.

Here is what you can do:

Add two guidelines

Two guidelines, vertical and horizontal, will be added. The
point where they will be added depends on the option
selected in the secondary menu: 100% means that the
guidelines will be added at the end point of the measured
distance. 50% means that the guidelines will be added in
the middle of the measured line segment and 200% means
that guidelines will be added at twice the measured
distance

Add horizontal
guideline

The same as above, but only a horizontal guideline will be
added. This command with the 50% option can be very
useful in finding the middle of a glyph element

Add vertical guideline

The same, but only a vertical guideline will be added

Add slanted guideline

A slanted guideline will be added along the meter tool’s
arrow. Note that the next guideline that you drag from the
rulers will be parallel to this one

Set right sidebearing

Set the right sidebearing at the destination point

Set left sidebearing

Set the left sidebearing at the destination point. Set
sidebearing commands are very useful when you need to
set sidebearings at given distance from some glyph
element

Add anchor

An anchor point is added at the destination endpoint of
the meter line.




Mask Layer

When you need something more than guidelines or a grid to help with
glyph editing you can use the mask layer. The mask layer is an outline that
is created with the same segments as the glyph’s outline. It appears in the
Glyph Window as a dashed outline and the glyph’s nodes “stick” to the
mask. You can think of the mask as a “freeform” guideline.

The mask layer is very useful when you want to use one font as a template
for another font. For example, you can put the sans-serif version of the
typeface into the mask layer while you are working on the serif version in
the outline layer.

Another application of the mask layer is the creation of Multiple Master
fonts. In this case you put one style of the typeface in the mask layer,
another style on the outline layer and, after defining the design axis, you
can put one of the masters on the mask, using the mask’s “snap” feature or
some other techniques that will be discussed later.

The mask layer can be filled in two ways: by copying the selected
part of the outline to the mask layer or by using the Assign Font Mask
command.

To copy the selected part of the outline to the Mask layer use the
Copy Outline to Mask command in the Tools > Mask menu. If nothing is
selected in the outline layer the entire glyph outline will be copied.

You can customize colors of the Mask layer background and outlines on the
Glyph Window > Colors page of the Options dialog box described in the
“FontLab Studio Options” section.
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Editing Mask

To edit the mask layer with the usual editing tools you need to activate it
with the Editing Layers panel:

Cutline =
Metrics

Guides

[ Hints
T

Auko select laver

Alternatively you can use the Edit Mask command in the View > Show
Layers menu.

When the Mask layer is selected for editing, the outline layer will be shown
as a mask and may be filled, if Fill Outline (preview) mode is active, so
you can use it as a reference. The editing field changes its color to remind
you are in the Mask layer. Use any tool of the Edit mode to create, edit or
remove the nodes and contours of the Mask layer outline. (Re)Activate the
Outline layer when you are finished working on the mask.

You can switch to the Mask layer and back to the Outline layer simply by
double-clicking contours of the mask and outline. The editing field
background color will change accordingly showing you whether you are in
the mask-editing mode or not.



Mask Operations

All operations related to the Mask layer appear in the Tools > Mask menu:
Paste Mask to Outline

Adds the contents of the mask layer to the outline. The added part will be
selected so you can start to work with it immediately.

Clear Mask
Clears the mask layer, removing all its contents.
Swap Outline with Mask

Exchanges the Outline layer and the Mask layer.
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Assigning a Mask

With this command you can take glyphs from one font and put them into
the Mask layer of another font. The glyphs of the fonts are linked using
their names, so the glyph with the name “zero” in the assigned font will be
placed into the Mask layer of the glyph with the name “zero” in the font
where the mask is being made.

When you select the Assign Font Mask command from the Tools > Mask
menu, you will see the dialog box:

Assign Mask [@
Chaoose font that you want to use as mask of the current Font:
ArialtT A
ArialmT =

BellMT
1yriadi-Te

You have selected Font "Myriadh-1t",

ABCabc123

[ assign all masters
Weight ¢ | s [am |
width ¢ ' s 6o |

[ create news glvphs if they do not exist in the Font
[ Assign mask only to selected glyphs

[ ok, l[ Cancel ]

There is a list of all open fonts in the top of the dialog box. Select the font
whose glyphs you want to put into the Mask layer of the current font (it
may be the same font). If you select a Multiple Master font scroll bars and
edit controls will appear allowing you to select an intermediate design of

the font.
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If you switch on Create new glyphs if they do not exist in the font
options, then FontLab Studio will create definitions for glyphs that are
present in the “mask” font but absent in the current font. The newly
defined glyphs will not have an outline but they will have a Mask layer that
you can use as a template.

You can apply the operation only to the glyphs selected in the Font
Window. Check the Assign mask only to selected glyphs option in this
case.
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Global Mask Layer

A global mask is a kind of mask that is font-wide and appears in all Glyph
Windows.

Global Mask features and operations are very similar to those of a Mask:
you can copy a selected part of any glyph to the Global Mask layer; copy a
local mask to the Global Mask layer; paste the Global Mask layer to the
outline layer or clean the Global Mask layer.

If the snap-to- global mask function (View > Snap to Layers) is on and the
Global Mask layer is visible (View > Show Layers), all nodes in all glyphs
will snap to the template.

Commands related to the Global Mask layer are concentrated in the Tools
> Mask menu:

Copy Outline to Global Copies the selected area of the glyph outline (or the
Mask whole outline if nothing is selected) to the Global Mask
layer

Copy Mask to Global Mask Copies the Mask layer of the current glyph to the
Global Mask layer. In other words, converts a local
template into a global, font-wide template

Paste Global Mask to Mask Copies the contents of the Global Mask layer to the
Mask layer of the current glyph

Clear Global Mask Clears the contents of the font Global Mask layer.

You can customize the color that is used to render the Global Mask layer
using the Colors page accessible from the Tools > Options dialog box. Refer
to the “FontLab Studio Options” section for description of this dialog box.

# Note: In previous versions of FontLab, this layer was called the Template

layer.



Background Layer

When other methods are not adequate you can use a background bitmap
template. A bitmap template is a black-white bitmap image that appears on
the screen underneath all the other layers. You can use it as a template for
a glyph outline (it is especially useful when working with the VectorPaint
tools) and you can automatically convert it into an outline.

To see the background layer switch it on in the View > Show Layers menu.

Create a background layer using any of the three following
methods:

1. Open a bitmap image file (in BMP or TIFF format).
2. Paste an image from the Clipboard.

3. Rasterize the current outline to make an image in the bitmap
background layer.

You can also copy the contents of the background to the clipboard to paste
it into any Windows image-editing program; save it to the image file; and
set its size and position on the screen.

To open a bitmap image, select the Background command from the
File > Import menu:

Impark * WA Eackaround. .
Expart r Bitrnap Fork. ..
S EPs...
n;. Metrics. ..
Mac Eont File. ..

You will see the standard Windows Open File dialog box where you can
select the bitmap file that you want to put into the background layer. Use
the format selection combo box to choose the format of the bitmap file.
FontLab Studio supports two formats: BMP (standard Windows bitmap
format) and TIFF (standard image interchange format). Bitmap files that
you import into FontLab Studio must be black and white (line-art) images.
Neither color nor grayscale images can be imported into FontLab Studio.
Your image editing application can usually make this change.
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To export a bitmap image, select the Background command from the
File > Export menu:

Import »

Expork

AFM .
& Metrics...

You will see the standard Windows Save File dialog box where you can
name the bitmap file that you want to save from the background layer. Use
the format selection combo box to choose the format of the bitmap file.
FontLab Studio supports two formats: BMP (standard Windows bitmap
format) and TIFF (standard image interchange format). Select the
destination for the file and click Save.

To copy a bitmap image from another Windows program into
FontLab Studio, select the image in the program using its selection tools;
copy the image onto the Clipboard (the image may be color, black-white or
grayscale); switch to the FontLab Studio window; and select the Paste
command from the Edit menu.

To rasterize a glyph’s outline and make a background layer from it, select
the Create command from the Tools > Background menu.



Below is a table containing all the commands from the Background menu
related to background bitmap layer:

Create Rasterizes the outline and makes a background layer

Copy Copies the contents of the background layer to the Windows
Clipboard. You can also use the Paste command from the Edit
menu to paste the bitmap contents of the Clipboard to the
background layer

Remove Removes the contents of the background layer

Move and Scale

Activates the Bitmap Positioning operation described in the
next section

Trace Pixels

Automatically traces the background layer on the pixel basis
and adds the tracing results to the outline. This operation
doesn't create curves but makes a pixel font outline: each pixel
results in a square “staircase” element.

Trace

Automatically traces the background layer and adds the
tracing results to the outline. You can customize the
autotracing options on the Trace Options page of the
Options dialog box described in the “FontLab Studio
Options” section.

Note that if you apply the File > Export > Background command to the
glyphs selected in the Font Window (when the Font Window is active),
then the backgrounds of all selected glyphs will be saved using filenames
that have the last two letters replaced by the sequential number of the
glyph, starting from 0.

You can change the color which is used to render the bitmap background in
the Glyph window on the Colors page of the Tools > Options dialog box
described in the “FontLab Studio Options” section.
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Background Positioning

This operation lets you set the size and position of the background layer:

+ — —

4 —C 14 = |
Different sizes and positions of the bitmap background layer

To set size and position of the background layer:

1. Activate the Bitmap Positioning operation. Select the Move and Scale

command from the Tools > Background menu or press the EI button
on the Background toolbar or simply double click on the bitmap
background while the Edit tool is active.

2. You will see a control box surrounding the bitmap.

3. Dragthe handles in the corner of the control box to scale the
background. Hold the SHirt key to keep the proportions.

4. Position the mouse inside the control box and press the left mouse
button and drag the mouse to position the background.

5. Use the arrow keys on the keyboard or Suirr+arrow keys to move the
background.

6. Press the right mouse button to open a popup menu with the following
commands:

Fit to glyph  Aligns the Bitmap background so it will fit the glyph outline

Delete Remove the contents of the background layer.

Press the ENTER key on the keyboard to finish positioning the background
or the Esc key to cancel changes.



Tracing Background

In FontLab Studio you can easily trace background bitmap that is create
contours from it and add to the glyph outline. There are two tracing
commands in the Tools > Background menu: Trace and Trace Pixels.
These commands stand for smooth tracing and pixel tracing.

Smooth Tracing

To trace bitmap and put the result in the glyph outline layer, select the
Trace command in the Tools > Background menu. FontLab Studio will
autotrace the image accordingly to the options set on the Trace Options
page of the Options dialog box, place the result on the outline layer and
select it so you can copy, move, transform the selection right after the
tracing operation.

The smooth tracing algorithm is customizable:
Easy trace options
How kight a Fit should the generated contour be? | Mormal W

Advanced trace options

Trace kolerance (distance from the outling ko the bitmap edge):

< less % * more = |1

Curve fit quality (allowed error of curve's approximation;
< less (£ #* | more = | 1.0

Straighten angle {alloveed error of straight lines
< less (£ * more = |3

Tracer may generate curves

Tracer should generate extreme paints on curves
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Easy Trace Options

In the easy trace options popup menu you can quickly select common
predefined options, changing from Very tight to Very loose. When you
select one of these easy options in the popup menu FontLab Studio will
automatically adjust all the tracing parameters. The tighter the option you
choose the more accurate the tracing will be. In other words, the outline
will be closer to the original bitmap image. This is the first law of
autotracing. The second law is that the tighter the option you choose the
more nodes you will get on the outline. More nodes mean more time and
larger font files.

Usually, the Normal option will be the best. If you find that the Normal
autotracing option does not work for you, you can try the other tracing
options listed in the popup menu.

Advanced Trace Options

You can customize the autotracer parameters with the more detailed
options in the advanced options section:

Trace tolerance Allows you to change the distance between the generated
outline and the edge of the original bitmap

Curve fit quality Allows you to change the accuracy of curve fitting in the
generated outline

Straighten angle Defines the angle between two lines less than which the
autotracer will replace several lines with one line

Tracer may generate This option (active by default) allows the autotracer to

curves generate curves
Tracer should This option (active by default) forces the autotracer to
generate extreme insert nodes at the extreme points of curves.

points on curves

The algorithm of smooth tracing used by FontLab Studio is the same as the
one used in ScanFont and BitFonter applications.


http://www.fontlab.com/Font-tools/ScanFont/
http://www.fontlab.com/Font-tools/BitFonter/

Pixel Tracing

To trace bitmap with the simple pixel-based algorithm, use the Trace
Pixels command in the Tools > Background menu. FontLab Studio will
trace bitmap pixels using straight segments only not curves:

| |
_g. | =
You can achieve the similar result using the FontFlasher utility for creating
pixel fonts.

Note that the pixels do not overlap each other and some pairs of nodes may
have the same coordinates. You may want to further edit the result
manually.

In this algorithm the outline depends completely on the size of pixels in the
bitmap. If the bitmap is quite smooth you will get too many nodes on the
outline:
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Shape Groups and Neighbors

In FontLab Studio you can define special groups of glyphs that we call
shape groups and neighbors.

The shape groups and neighbors are useful in the process of working with
glyphs that have common design. For example, glyphs "C", "O", "G", "Q"
are quite similar and may be designed at the same time, as a group.

Shape Groups

To see glyphs belonging to one shape group in the Glyph window,
select the Shape Group command from the View > Show Layers menu:

¥ Lonnections CErahl

2z Mode Positions

Shape Group

|E| Meighbors
Q)  Fontaudi Chrl+5h+F

If the current glyph belongs to a group other glyphs from that group will
appear grey in the background:

You can now visually compare sidebearings and shapes of all glyphs of the
group. And more: you can quickly open any of the glyphs in the group
simply by double-clicking its outline.



The view of the grouped glyphs are fully customizable on the Glyph
Window > Shape groups and neighbors page of the Options dialog
box.

For example, to place the grouped glyphs vertically, use the following
setting:

Shift glyphs in the shape group: | 0 w100 | % of UPM
To change the opacity of the grouped glyphs, use this control:
Shape group opacity: | 25 Y

When the Glyph Window is active and you open the Preview panel you can
see the preview of the current glyph group. Select the Glyph Group
command in the Preview Options menu:

b W aterfall

Glvph Group

-+ Show Metrics
,ﬂ Yertical Crientation

ML pight-to-Left

The group for the current glyph ("C" in our sample) will appear:

COGQ

Double-clicking any of the group members will open it in the current Glyph
window for editing.
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Neighbors

To see glyphs belonging to one neighbors group in the Glyph
window, select the Neighbors command from the View > Show Layers
menu. Neighbors of the current glyph defined in the neighbors.txt file will
appear:

\ +

| /’; A\
| ||

i |

Every glyph may have only two neighbors defined. Neighbors allow you to
look at your current glyph in a context. If kerning is defined for neighbor
glyphs they are shown with kerning. You may switch this feature off on the
Glyph Window > Shape groups and neighbors page of the Options
dialog box:

apply kerning to neighbors

Clicking on the neighbor's outline will open it for editing in the same Glyph
window. This feature can be switched off in the Options dialog box.



Editing Groups and Neighbors

Shape groups and neighbors are defined in two files: groups.txt and
neighbors.txt located in the \Studio5\Data\ user data folder. Open these
files in any text-editing application and you will see their structure is very
simple:

%%FONTLAB GROUPS

hamburgefonstiv

qckwxjplzyd

zero one two three four five six seven eight nine zero
AVTY

BPR

%%FONTLAB NEIGHBORS
lhn

period i

ij period

hkK

In the groups.txt and neighbors.txt files groups and neighbors are defined
as lines of glyph names delimited by space. Each line of text is a group.
Lines of neighbors may contain only 3 names. The middle glyph name is
the main while others are neighbors. You may edit the content of these files
to fit your needs.

You can also click on the Edit Groups button on the Glyph Window >
Shape groups and neighbors page of the Options dialog box to edit
shape groups.
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Outline Operations

In FontLab Studio, operations are temporary tools that let you modify your
glyph. Operations are activated by pressing on their buttons in the Tools
toolbar or by selecting a command in the Contour and Tools menus.

When an operation is activated one or more handles appear depending on
the operation. After you make changes double-click to accept them (you
can also press the RETURN or ENTER key on the keyboard) or press the Esc
key to reject the changes.

When the operation is completed the tool that was selected before will be
activated again. As with all permanent tools you can use the zoom selection
tool, quick zoom keys and all the other viewing options of the Glyph
Window while you are working with the operations tool.

Here is a list of all available operations:

i#3 Free Transform Scales, rotates or skews the selected portion of the
outline or the whole glyph (described on page 407)

i¢ Envelope Modifies the outline as if it was painted on rubber

% Reverse Path Reverses the contour’s direction

=3 Set Startpoints Changes the startpoints of contours and rearranges
contours

__:I_*; Simplify Path Approximates a segment of the outline with a curve

2 Move Node Lets you set precise positions of outline points

Interpolate Nodes Modifies the outline by moving a few “base” points

L ghet

Position Background  Sets the size and position of the bitmap background
(Tools > Background > layer (described on page 448).
Move and Scale)

Below you will find a detailed description of the outline operations that
have not already been described. The Free Transform operation was
described on page 407, the Position Background operation was described
on page 448.



Envelope

This operation transforms your glyph as if it were on a rubber plate and
you began to stretch it:

Original glyph Glyph after envelope transformation

Envelope is the most “freeform” transformation available in FontLab
Studio. Be careful with it because it can produce very unusual results.

To apply an envelope to a glyph:

1.

Activate an Envelope operation. Select the Envelope command in the

Contour > Transform menu or press the EI button on the Transform
toolbar.

You will see a control box surrounding your glyph:

The control box consists of 8 curves with control vectors and control
points.
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3. Position the mouse cursor on any of the handles of the control box,
press the left mouse button and drag the handle to a new location. You
will immediately see the results of the transformation:

“eaoe

4. Double-click in the free space of the Glyph Window to accept the
changes or press the Esc key to reject the changes.

You can select one of the predefined envelopes. Press the right mouse
button in the free space of the Glyph Window and choose Select
predefined command in the popup menu. You will see a dialog box with
several predefined envelopes:

Select an Envelope

i EEees

Force: (100 |Z [ Randomize

[ 1] H_ Cancel ]

Choose the envelope in the Effect list that you want to apply and fill in a
Force option. A force of 100% will make the envelope look as it is in the
selection list. A value of 0% will make a plain rectangle. Check on the
Randomize option to apply the envelope with random force.

When you select one of the predefined envelopes you can still modify it
using envelope handles.



Reversing a Contour’s Direction

Sometimes you need to reverse the direction of a contour. In FontLab
Studio you can do this in one of two ways: click on each contour that you
want to reverse with the right mouse button and select the Reverse
Contour command in the popup menu, or activate the Reverse Path
operation.

To activate the operation select the Reverse Path command in the
Contour > Path menu.

When you activate the Reverse Path operation you will see that all the
contours now have arrows that show their direction.

You can reverse any path by clicking on it with the left mouse button.

By double-clicking you can finish the operation and accept all the changes
that you just made. By pressing Esc you finish the operation and reject all
the changes.

# Tip: We recommend that you switch to the Fill Outline mode when you
use this operation. The direction of a contour changes the contour’s
“colors," and in the Fill Outline (Preview) mode you will see the changes
immediately.
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Rearranging Contours

Sometimes you need to change a contour’s sequence to simplify the
programming of hint substitution. An easiest way to do this is to use the
Set Startpoints operation.

Select the Set Startpoints operation in the Contour > Path menu.

When you activate this operation you will see the yellow marks that show
the sequence number of each contour.

To change a contour’s startpoints just click on a new startpoint
position.

To change a contour’s sequence:

1. Place the mouse cursor on the contour whose sequence you want to
change.

2. Press the right mouse button. The selected contour will be highlighted.

3. Inthe popup menu choose one of these commands:

Up To move the contour one step up (contour #3 will be #2)

Down To move the contour one step down (contour #3 will be #4)

First To move the contour to the top of the sequence (contour #3 will be
#1)

Last To move the contour to the bottom of the sequence (contour #3 will

be the last contour in the sequence).

Double-click to accept the changes (you can also press the RETURN or ENTER
key on the keyboard) or press the Esc key to reject the changes.



Simplifying Path

Using this operation you can simplify a segment of the glyph’s outline to a
single curve (i.e. remove excess nodes on a path):

R L.

Original outline Outline after simplifying
To simplify part of the outline:

1. Activate the Simplify Path operation: select Contour > Path >

Simplify Path (CTrL-ALT-C) or press the él button on the Path
toolbar.

2. Click the left mouse button on the outline where you want to start the
curve. Hold the Suirt key down to make a smooth transition between
the new curve and the old outline.

3. Click the left mouse button where you want to finish the curve. Again,
hold the SHirt key down to make a smooth transition. The shorter
segment of the closed path will be simlified. Hold the ALt key when
clicking to simplify the longer segment.

Note that the starting and finishing points must be on the same contour
but don't have to be on exiting nodes.

Double-click on the white space to accept the changes and exit the
operation. You can also press the RETURN or ENTER key on the keyboard.
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Moving Nodes

This operation lets you set the position of the nodes very precisely. Of
course, you can use the nodes’ property panel but this operation may
simplify the job:

1. Activate the Move Node operation by selecting the Move Node
command in the Contour menu.

2. Click anywhere in the editing field to set up a reference point. If you
click close to any of the guiding elements or close to one of the nodes
the reference point will “stick” to that object. The reference point will
be highlighted.

3. Position the cursor on the node you want to move and click the left
button again.

The destination node will also be highlighted and a dialog box appears:

J
o~

Relative OFffzet:
| % [+

“\\ ot [
I 447 4| w7 (71
,.——yg{@ Abszolute Position:
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40| (4

|48

[ 1]8 ] [Eancel]

In this dialog box FontLab Studio shows the relative position of the
reference point and the destination node in rectangular and polar
coordinates as well as the absolute position of the destination node. You
can change any value and all the other values will automatically be
recalculated.

After you press the OK button the destination node will be moved to the
new location and you can repeat steps 1-3 to move other nodes.
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Interpolation

With this operation you can move a few points and all other points of the
glyph outline between the moved points will be interpolated:

Original glyph Glyph after interpolation

As you can see, this operation can save a lot of time when you want to
proportionally modify your glyph but want to save some important values,
like stem widths.

Interpolation is extremely useful when you are making Multiple Master
fonts. Refer to the “Multiple Master Fonts” chapter for more information.

When the Interpolate Nodes operation (the Contour menu) is activated a
small panel appears, consisting only of two buttons, OK and Cancel.

Press the OK button to accept any changes that you made with the
interpolation operation (you can also press the RETURN or ENTER key on the
keyboard) or press the Cancel button to reject the changes (the Esc key is
the equivalent of this button).

How interpolation works

1. You set the new position of several glyph points. We call these points
reference points.
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2. All points on contours that are between two reference points are
interpolated. All contours are processed independently:

4

Points 2 and 5 are reference points. Points 3 and 4 are between these
points and will be interpolated. Note that points 1 and 6 are also
between reference points, because all contours in FontLab Studio are
closed.

3. All non-reference points are interpolated between two reference points
according to the following rules:

a) If the contour has only one reference point, it is shifted with that point:

b) Ifapoint is befween two reference points, it is proportionally
interpolated:

_»» Reference point 1

--- —»/ Reference point 2



¢) If point is outside the interpolated points, it is shifted with the closest
reference point:

- /‘" Reference point 1

- v¥ Reference point 2
/

-

/

To interpolate a glyph:

1. Activate an Interpolation operation. Select the Interpolate Nodes
command in the Contour menu.

2. You will see a panel with the OK and Cancel buttons. You can press the
OK button any time to finish your work with the Interpolation
operation or press the Cancel button to reject all changes.

3. Position the mouse cursor on the reference point that you want to set;
press the left mouse button and drag the point to a new location.
Release the button when you are done. Note that the point will “stick”
to all guiding layers as well as to other glyph nodes. Hold the Suirt key
down to constrain the direction of movement to 15-degree increments.

4. You may want to set a so-called base point — a reference point that
points to itself. A base point will remain in place during interpolation.

5. When you set the new position of the first reference point, you will see
the results of outline interpolation as a gray outline.

6. Click on a reference point with the right mouse button to remove
that reference point.
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7. Click on a link with the right mouse button to open the following

popup menu:
Cancel

Criginal Position
Set Destination. .
Repeat Lask Link,
Cancel Link

Choose Set Destination... command to open following dialog box:

Set Link Destination 3]

Relative Dffset:

it (240 )] T [e0
k[ 1404 2 pf 2470
Absolute Position:

B [7s @ rles &

[ 54 ] [Cancel ]

Here you can specify properties of the link with all possible precision.

Original Position command will reset link to zero, so node will retain
its position.

You can select several points using the usual point selection
procedure. If you add a reference point after selection all selected
points will move to the position of the same reference point. Use this
technique to “collapse” parts of the outline.

Press the OK button to finish your work with the Interpolation
operation or press the Cancel button to reject all changes.



Metrics

The Metric data of a glyph includes information about the horizontal and
vertical width. Glyphs have an origin point, a baseline, sidebearings, and
left and right margins:

«——— Character width

( /— Right margin

A4

— Left sidebearing

v

Baseline “—5>

Right sidebearing

Zero or origin point

The baseline is used to align characters in a series. The left and right
margins are used to define the positions of sequential characters in a series
when the horizontal writing mode is selected. In the vertical writing mode
the left and right margins are used to horizontally align characters and the
top margin is used to vertically align characters.

In FontLab Studio, the position of the origin point is the position of the left
margin in the horizontal direction and the position of the baseline in the
vertical direction. However, you can modify the position of any of the four
margins. If you move the baseline or left margin line you will shift the
entire glyph.
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Editing Metrics

FontLab Studio has a special window for editing glyph metrics, of course,
but you can make small adjustments right in the Glyph Window, using the
main edit tool.

To change glyph metrics first activate the Metrics layer in the Editing
Layers panel:

Editing Layers [

Cutline =
Metrics

Guides

Hinks

Pask,

[ ] auto select layer

Then use the mouse and drag the left or right sidebearing or the baseline.

In FontLab Studio you can define vertical glyph metrics: the vertical
advance “width” (called vertical advance vector) for Asian glyphs used to
type in vertical direction from top to bottom. To define a vertical glyph
advance vector, hold the Surrr key while moving the base line:
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Using the Measurement Line

By default the sidebearing values are measured from the rightmost and
leftmost points of the glyph:

Left sidebearing Right sidebearing
; B ‘ ; |‘

H

T

Sometimes you need to measure sidebearing values from some other point
on the glyph outline. In FontLab Studio you can do that by using the
measurement line — a horizontal red line that defines the “height” of the
sidebearing measurement:

Error! Objects cannot be created from editing field codes.

You can see measured values appear above the line when you move the
right or left sidebearing:

The same values appear in the glyph properties panel:
Error! Objects cannot be created from editing field codes.

You can drag the measurement line to any position and the information in
the Glyph properties will be updated accordingly.

You also can change the measurement line position in its Properties panel
if you left-click the measurement line while holding down the CTrL key on
the keyboard.
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Baseline Properties Panel

With this property panel you can adjust the position of the glyph’s baseline.
To open it click the right mouse button on the baseline and select the

Properties command in the popup menu Properties or left-click
the baseline while holding down the CtrL key on the keyboard.

Baseline Properties X

B azeline pozition

Position: |4 3 | units
ALl =
| bazeline pozition w

To change the position of the baseline:

1. Select the base level of the modification. It can be the old position (for
relative offset) the top of the glyph, the bottom of the glyph, the top
sidebearing, or the bottom sidebearing.

2. Change the position of the baseline relative to the base level.

Press the ENTER key or click anywhere in the editing field to apply the
changes.



Metrics Properties Panel

To open the metrics property panel, position the mouse cursor on the left
or right glyph margin, click the right mouse button and select the
Properties command E=TI=Eciis
button on one of the margins.

, or CTRL-click the left mouse

In this panel you can modify a glyph’s sidebearings and/or width.
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Vertical Metrics

Every font has several vertical font metrics for alignment of text:

Ascender

The Ascender line defines the position of the top of lowercase characters
(usually the topmost point of the Latin ‘b’).

The Descender line defines the position of the bottom of the lowercase
characters (usually the bottom point of ‘p’).

The Caps height defines the height of the uppercase characters (without
overshoot). Usually it is the height of the ‘H’.

The x Height is the height of most lowercase characters, like ‘X’ or ‘v’

In FontLab Studio you can modify the vertical metrics values in the Font
Info dialog box, but you can also preview and change them visually in the
Glyph Window.

Make sure that the Vertical metrics layer == is active and not locked.

In the Editing field vertical metrics appear as gray lines with a label at the
right:

[#] Ascender
f#] Descender
Caps height
[#] x Height



To change a metric, just drag its line with the Edit tool or Ctrl-click the
metric line to open its properties panel and enter a numeric value.

In FontLab Studio you can also define vertical glyph metrics: the
vertical advance “width” (called vertical advance vector) for Asian glyphs
used to type in vertical direction from top to bottom. To define a vertical
glyph advance vector, hold the SurrT key while moving the base line.
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Hints and Links Layer

Hints are used by the font rasterizer to improve a glyph’s appearance on
devices with low output resolution, like computer monitors or low-res
printers. A detailed description of the hinting methods and manual and
automatic hinting features available in FontLab Studio is in the “Hinting”
chapter. For now we’ll just mention that in the Glyph Window you can see
font-level alignment zones and Type 1 character-level hints and links.

There are two hinting methods applied to Type 1 fonts (hints for True Type
fonts are always generated automatically): font-level hinting and
character-level hinting. Font-level hinting is generated automatically in
FontLab Studio, so you don’t have to edit it manually.

Character-level hinting is applied to the characters’ stems:

| —

7 Vertical stems

y 4

T~

= =

All important stems in a glyph should have stem hints, a pair of vertical or
horizontal lines. The information in the hint includes not just the position
of each of the two lines that “build” the hint, but also the position of one
(major) line and the width of the hint.

Horizontal stem

You can declare stem hints in FontLab Studio just by dragging them and
modifying their width. Because hints in FontLab Studio are very
“intelligent,” they automatically snap to the contour, minimising your
work. In most cases the autohinting algorithm that is included in FontLab
Studio produces good results - usually not any worse than the results of
manual hinting.

There is a special feature, called Hints Tracking that can be used with
hints. It will be described later, when we discuss editing hints.



Links

Stem hints are not connected to the outline - they exist in a different layer.
This allows you to use hints as pairs of guidelines while you work on an
outline. But if you change the outline after hints are set you have to set all
the hints again to reflect the outline changes. Another kind of stem hint,
called a link, may help in this case.

Links connect two outline nodes, using the position of the nodes and the
distance between them, to define a stem hint. If you move one of the nodes
connected by a link the link will automatically reflect the changes. Links
can also be either vertical or horizontal:

Vertical links

Horizontal link

Links are extremely useful when you are working with Multiple Master
fonts. In these fonts each point has several “layers”, called masters, which
represent different styles of the font. If you try to set hints in Multiple
Master fonts, you will have to manually define the hints’ positions in each
master. But with links you can just connect two outline nodes and hints
will be generated automatically for each master when you export your font.
Refer to the “Multiple Master Fonts” chapter for more information about
links.
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Editing Hints

Editing hints is very similar to editing guidelines. You can add new hints
through the ruler bar of the Glyph Window; drag them with the mouse;
and delete them by using the menu command or by clicking on both mouse
buttons.

In contrast to guides, hints consist of two lines that can be moved together
or separately. Hints cannot be slanted.

To add a new hint:

1. Position the mouse cursor on the horizontal ruler bar (for a horizontal
hint) or on the vertical bar (for a vertical hint).

2. Press and hold the Ctrr key. Press the left mouse button. The bar will
appear “pressed” and a new hint will appear. Release the CTrw key.

3. Holding the left mouse button, drag the hint to the desired place and
release the button.

To move a hint:

1. Move the mouse cursor onto one of the hint’s lines.

2. Press the left mouse button and drag the hint to its new place. Both
hint lines will move together.

To move a hint’s lines separately hold down the Surrr key while
dragging one of the hint’s lines. Using this procedure you can change the
width of the hint.

While you are dragging the hint and the mouse cursor is within the snap-to
distance the hint line will stick to the node. Nodes must be visible.

The hint will snap to all nodes regardless of the mouse cursor position if
the option View > Snap to > Outline is on and the following checkbox on
the Glyph Window page of the Options dialog box is also switched on:

Align to all conkour points iF snap ko contoor is on

# Note: While you are editing the hint, its parameters are shown on the
status bar.
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To remove a hint:
I.1. Start editing the hint.

I.2. While holding the left mouse button down, click the right button.

Il. 1. Position the cursor on the hint and click the right mouse button.

I.2. Select the Delete command from the menu.
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Hints Tracking

If the Hints tracking option of the Glyph Window page of the Options
dialog box is on:

Tracking

Hints kracking

Tracking offset: |5 % of LIPM

and you move hints a distance less than the Tracking offset setting, all
nodes that are on the hint will be moved with it. Use this feature to keep an
outline on the hint when you want, for example, to modify the hint’s width.
Note that this feature also works when you change a hint through the
property panel described below.



Editing Links

Links connect two nodes. The only way to edit links is to connect them to
different nodes of the outline.

To add a new link:

1.

Click on the Add New Horizontal (or Vertical) Link command in the
Tools > Hints & Guides menu.

2. Click the first node of the link.

3. Drag the mouse cursor to the second node and release the button.

To edit a link:

1. Position the mouse cursor on one of the link’s lines.

2. Press the left mouse button and drag the mouse. You will see that when
you move the cursor onto the outline’s nodes they become highlighted.

3. Position the mouse cursor on the node where you want to connect the
link (it will become highlighted) and release the mouse button.

4. Release the mouse button while the link is not connected and a vertical
link will disappear. A horizontal link will become a ghost link in this
case (more on ghost links later).

5. Click the right mouse button while dragging a links’ line to remove a

link.
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Hint and Link Popup Menu

To open the hint or link popup menu, right-click one of the hint or
linKk’s lines.

The Hint popup menu includes the following commands:

Convert to Link Converts the active hint to a link

Reverse Reverses the direction of the hint

Delete Removes the hint

Define a Stem  Defines a vertical or horizontal stem (global hinting parameter)
as equal to the width of the current hint

Properties Opens the hint property panel.

The Link popup menu includes the following commands:

Convert to Hint Converts the active link to a hint

Reverse Reverses the direction of the link
Delete Removes the link
Properties Opens the link property panel.




Hint Commands

The Tools > Hints & Guides menu contains several commands related to

hints:

Remove Hints

Removes vertical or horizontal or all hints and links.
This command is duplicated in the rulers context menu

Autohinting

Automatically generates hints for the current glyph.
Autohinting options can be adjusted in the Type 1 page
of the Options dialog box

Autoreplacing

Automatically generates a hint replacement program for
the current glyph. Refer to the “Hinting” chapter for
more information about hint replacement

Convert Hints to Links

Converts all hints to links

Convert Links to Hints

Converts all links to hints

Type 1 Hinting

Activates the Type 1 hinting tool (described later in the
“Hinting” chapter)

TrueType Hinting

Activates the TrueType hinting tool (described later in
the “Hinting” chapter).

Same commands are duplicated in the Glyph Window context menu
(which appears if you right-click in an empty area of the editing field).
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Autohinting Options

You can customize the autohinting algorithms using the Hinting
Settings > T1 Autohinting page of the Font Info dialog box (File >
Font Info):

Type 1 autohinting

Min width  Max width  Min, length Aspeck ratio
Horizontal: | 20 250 &0 2

Wertical: | 20 250 a0 z

All values are relative to UPM = 1000 uniks
You also may need to use the following option

Remove all existing hints before autohinking

on the Options > Generating Type 1 > Type 1 autohinting page.

Width limits Declares the minimum and maximum width of hints that the
autohinting algorithm is allowed to create

Min. length Declares the minimum length of the nearest vertical (or
nearest horizontal) straight segments (or curve control
vectors) that can be a candidate for building a hint

Minimal length/ Declares a critical correlation between the width of a
width aspect ratio candidate for the hint and the length of the straight segment
that builds that candidate

Remove all Allows you to remove all existing hints before autohinting the

existing hints glyph. If this option is switched off new hints will be added to

before autohinting the existing hint set. Of course, a hint substitution program
will be built.

Note that all values are set for a 1000 UPM font and are automatically
scaled by FontLab Studio according to the real UPM size.



Some recommendations:

1. If you want FontLab Studio to generate thin hints (horizontal serif
hints, for example), set the Min width parameter to a value less then
the width of the serif. Use the Meter tool to measure the width of the
serif. Set Min. width to a value that is greater than the serif width to
prevent FontLab Studio from autohinting the serifs (the real width of
the serif in the picture is 18 units):

| : :
Min. width = 20 Min. width = 10

2. Decrease the Min. length value to generate more hints. Increase the
value to generate only the most important hints.

3. Increase the Max. width value if you are working on a black or heavy
font that has very thick stems.
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Hint Properties Panel

To open the hint properties panel, Ctrr-click one of the hint lines or right-
click and choose the Properties command in the popup menu

Properties

Hint Properties

Harizontal hint
Position; ?55 _v\

widh 20 3

In the hint property panel, you can modify the position of a hint in the
upper edit box and modify the width of the hint in the lower box. Press the
ENTER key or click the mouse outside of the properties panel to apply the
changes.

Link Properties Panel

In the Link properties panel you can modify a link’s properties: enter the
index numbers of the two nodes which you want to “connect” by the link in
the editing fields or check the Ghost Link checkbox to make a link into a

ghost link.



Alighment Zones

Most fonts have “square” and “round” glyphs. Round glyphs (like “O” and
“Q”) usually have 3-4% “overshoot” on the bottom and top. “Overshoot” is
the amount that a glyph extends above or below its nominal top or bottom.
It is used to optically correct the appearance of “round” glyphs, which tend
to appear too small at their nominal height.

When a font is rendered on a device with limited resolution, it is often
necessary to “suppress” the overshoots to make a line of text look smooth:

Top alignment zone

N

N

Bottom alignment zone

This whole process is described in full detail in the “Hinting” chapter. Here
we will only discuss the basic modification of the layer with the Edit tool.

To let a font-rendering program perform overshoot suppression you need
to “declare” overshoots using alignment zones:

=

\

You can modify alignment zones with the Edit tool: just drag the bottom or
top line of the zone to change its width or position.

You may later use the FontInfo dialog (File > Font Info) to check the exact
parameters of the zones.
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Sketch Mode

Sketch mode is a new easy, alternative way to create outlines. To activate
Sketch mode just select the Sketch mode command in the Contour menu
or use the Art-2 key combination. To return back to Edit mode, use the
ALT-1 key combination.

When you enter sketch mode for the first time the glyph outline is
automatically converted into a special format that is optimised for
“freestyle” editing. Thus the sketch mode has two outline layers: one with
the original “real” glyph outline, and one with the sketch outline.

In contrast to the outline representation used in the Edit mode, the Sketch
outline is not WYSIWYG. Before exporting to a font file all sketch outlines
must be converted into “standard” outlines. I.e. you edit the sketch, but
nothing changes in the real glyph outline until you do the conversion.

In the Sketch outline, all points that define the outline are positioned on-
curve. There are no Bezier control points or TrueType off-curve points:

The principle is somewhat similar to the Tkarus® font editor by URW++
but the underlying geometry is not identical. In the Sketch mode, there are
3 types of points: corner, curve and tangent:




When points of known types are set, FontLab Studio automatically “draws”
the outline to match their positions. If you want to change the shape of the
outline, just move the points or add more points to increase the precision:

When you enter the Sketch mode, you will see an additional Sketch
toolbar:

Here is a short description of the commands available on the Sketch
toolbar:

2+ Show outline Displays the real glyph outline in the background of the
sketch outline

“s.  Show marks Shows point and direction marks

[ New sketch Use to create a new, empty sketch. Le. delete the

current sketch

B Import sketch Convert the glyph outline to a sketch

i,  Replace outline  Replace the glyph outline with the sketch

v,  Add to outline Add the sketch outline to the glyph outline.

The same commands are available in the popup menu that appears if you
right-click the empty space of the Glyph window.
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Visualization of the Sketch Outline

Every point in Sketch mode can have 2 marks:
The Node icon, which is similar to how nodes are shown in Edit mode.

The Direction mark which shows the curve direction (the mark is on the
convex side of the curve) at the point.

Direction marks are different depending on the type of the node:

Short mark \\ Curve point

Longer mark \\ Corner point

Double mark \ Tangent point

Mark with an arrow \\ Startpoint of the contour

Use the View > Show Layers > Nodes ( #7) command to switch the node
icons on or off and the Show Marks button on the Sketch toolbar to show
or hide the direction marks.

With the Show Outline %* button you can turn the real (Edit mode) glyph
outline in the background of the Sketch outline on or off:

The glyph outline may appear contoured or filled, depending on the Fill
Outline (preview) mode.



Moving Points

To move points simply drag them with the left mouse button. Hold the
SHIFT key down to constrain movement to the vertical or horizontal
direction.

Changing Point Type

To change point type from corner to curve to tangent simply double-click
the node with the left mouse button.

Removing Points

There are two ways to remove unnecessary points:

1. Use the Eraser tool. Select the tool (@), position the cursor over the
point you want to remove and press the left mouse button. Drag the
mouse to remove multiple points. CTrRL-click and drag to surround the
points you want to remove with a rectangle.

2. Using the Edit tool ( ), start dragging the point with the left button
and click the right button without releasing the left button.

When you remove a point, you’ll notice that FontLab Studio tries to keep
the outline smooth:

In normal outline mode you usually try to minimise the number of nodes
and use Bezier control points and off-curve points to make the outline look
smooth. The main feature and benefit of Sketch mode is that you can add
as many curve points as you want to make the outline smooth and precise,
and the curves will be aligned and optimised automatically.
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Inserting Points

One way to insert points is to use the Knife tool (f ).

1. Select the tool on the Tools toolbar.

2. Click on the outline where you want to insert a point.

Alternatively you can add points with the Edit tool:

1. Position the cursor on the outline.
2.1. Press the ALt key and left-click the outline, or

2.2. Press the right mouse button. Without releasing right button click left
button.

Reversing Contours

Crrr-click one of the nodes of the contour with the left button to reverse
its direction.



Selecting Points

As in the standard Edit mode, you can select many points and perform
group operations, like moving the selection or copying to and from the
Clipboard.

To select points with the edit tool, press the left mouse button in an empty
area and drag the cursor to surround the points you want to select with the
rectangle:

Hold the Surrr key down to invert the selection state of the points.

To select the whole contour, double-click it. Note that you must not
double-click one of the points — this operation will change its type.

Alternatively, hold down the CtrL key and click anywhere near the
contour.

You can use commands from the Edit menu to select or deselect parts of
the outline:

Select All to select the whole outline
Deselect to remove all selections
Invert Selection to invert the selection state of all nodes.

Left-click anywhere in the empty area anytime to remove all selections.
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Using the Magic Wand Tool

With this tool you can easily select multiple contours. It is especially useful
when your sketch contains multiple overlapping outlines.

1. Activate the Magic Wand tool (%\)

2. Click anywhere near the contour you want to select. The closest
contour to the point where you clicked will be selected.

3. Hold down the SHrFT key to reverse the selection state of the contour.



Moving the Selection

When multiple points are selected you can move the entire selection with
the Edit tool: just click on any selected point or selected part of the outline
and drag the mouse. Hold down the SHiFT key to constrain movement to
the vertical or horizontal direction only.

Transforming the Selection

You may rotate, scale, and slant a selection with the Rotate (@), Scale (E)
and Slant (E“r) tools on the Tools toolbar.

1. Select the part of outline you want to transform or remove all
selections to transform the whole outline.

2. Choose the tool to perform the transformation.

3. Click the left mouse button on the center of transformation and drag
the mouse to rotate, scale or slant. Hold down the Surrt key to
constrain the transformation.

Note, that the Free Transform operation and the Transformation panel
don't work with sketch outlines.

Selection Operations

You may copy, paste, delete and duplicate a selected part of the sketch
outline. Use the following commands from the Edit menu:

Copy Copy the selection to the Clipboard
Paste Add the clipboard contents to the current sketch
Delete Remove all the selected points

Duplicate Add a copy of the selection.

When you use the Paste or Duplicate command, the selection is added
with a shift from the original position. You may control the amount of this
shift on the Glyph Window > Dimensions page of the Options dialog box
(Tools > Options).
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Breaking and Joining the Sketch Outline

You may break the sketch outline at any point with the Knife or Edit tool.

To break the outline with the Knife tool, select the tool (f ) and click
on the node where you want to make a break.

To break the outline with the Edit tool, select the tool (' %), hold the
Avr key and click the point where you want to make a break.

To join two contours, drag with the Edit tool and position the starting
or ending point of the first contour over the ending or starting point of the
second contour.

Hold the Art key down while moving the point to prevent the contours
from joining.

Converting Sketch to Outline

Click the “»& Replace outline button to convert the Sketch into a normal
outline. FontLab Studio will try to optimise the result using the minimum
number of curves while maintaining high precision.

With the A Add to outline command you can add the contents of the
Sketch outline to the normal glyph outline.

To see the converted result simply change to edit mode (Art-1). If you
think that the Sketch converter produced too many curves, use the
Optimize command in the Contour menu to fix it:



Working with Composite
Glyphs

Composite glyphs are glyphs made up of two or more components, like a
letter plus an accent. One or more of the components are referenced. L.e.
their contours are not actually present in the composite glyph, but are
“copied” from and linked to some other character. Thus whenever the
original component contour is changed, all the composite glyphs that copy
the component also change. The contour of composite components appears
in dashed lines in the Glyph window.

Composites have the advantage of allowing the user to create only one
instance of a component that is frequently found in a font and reusing it
without having to redraw it each time. Later if the design of the component
changes it need only be altered once — in the original component. And
finally, a composite takes up less room in the font than an outline, allowing
for smaller font files.

There are three operations related to composite glyphs: adding a
component to glyphs, decomposing a component and positioning a
component.
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Adding a Component

To add a component to a glyph currently open in the Glyph Window, select
the Add Component command from the Glyph menu.

You will see a dialog box that looks just like a Find Glyph dialog box:

Select a Component Glyph £

;Name vé_-begins with v C

[e 003 A |

ct g ~
cacute mav

caron Q2C7

CCaroh mab

ceedilla 00E7 o

bt IU HE ':' I Ok H Canicel ]

The only difference is that only those glyphs that can be used as component
glyphs will appear. Of course, a glyph cannot be a component for itself.

A composite glyph can be used as a component glyph. It is automatically
converted to source components.

Another difference is that you can set the position by entering its x
(horizontal) and y (vertical) coordinates. The component position is the
distance between the composite zero point and the component’s zero point.

To add a component you select the glyph you want to use as a
component in this dialog box and press the OK button.

Another way to add a component is to drag it from the Font Window
and drop it in the Glyph Window while the Ctrr key is pressed.



Decomposing

To decompose a composite glyph, select the Decompose command
from the Glyph menu or from the Glyph Window default popup menu. The
outlines of all components will be scaled and shifted according to their
settings and added to the composite glyph. If the component glyphs had
hints then these hints will also be added and a hint replacement program
will be automatically generated. The link to the original component will be
lost.

To decompose an individual component in a composite glyph, right-
click the component and select Decompose in the context popup menu.
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Component Positioning

To activate the component positioning operation, activate the Edit
tool, position the mouse cursor on the component’s outline and click the
left mouse button.

Alternately, if the current glyph is composite-only (so if doesn’t have any
“normal” outlines), use the PAGe UpP and PAGE DowN keys to select a
component for editing.

You will see a control box surrounding the component with four corner
handles, a cross in the center, a centerline and the number of the
component in the components list.

To select another component, use the PAGe Up and PAGE Down keys or
the TaB key.

o m
B N —
|
'__g__
% & —

To select several components, click on each of them with the SHrrr key
pressed.

To move the component position the mouse cursor inside the control
box, press the left mouse button and drag the control box to a new location.
If you position the cursor on the cross in the middle of the control box you
can set the position of the component more precisely because the cross will
snap to the guiding elements while moving.



You can also use the keyboard to move the component. Arrow keys
move the component in one font-unit increments, the Surrr+arrow keys
increase movement to 10 units, and the CtrL+arrow keys increase
movement to 100 units.

To scale a component position the mouse cursor on one of the handles,
press the left mouse button and drag the mouse to change the size of the
component. Hold the Suirt key down to constrain the proportions of the
component. Hold the CtrL key down to scale around the component's

center.

Some other useful commands are available in the popup menu that
appears if you right-click the editing area while component tool is active:

Decompose Decomposes (adds the outline to the composite glyph) the
current component

Delete Removes the component

Reset Shift Moves the component to the position (0, 0)

Center Moves the component horizontally to the glyph's center

Set Scale 100%

Sets the scale at 100% for the component. Note that the Type 1
font format does not support scaled components

H Mirror Mirrors the component (sets the scale for x or y direction to

V Mirror —100% and adjusts shift accordingly)

Make First Sets the component to the first place in the components list
Copy Metrics Copies metrics data from the component to the composite glyph
Copy Anchors Copies all anchors from the component glyph to the composite

Edit Component

Opens a new Glyph Window with the currently active
component

Properties

Opens the Component Properties panel (described below).
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Component Properties

You can set the precise size and position of the component. Right-
click the component with the Edit tool. You will see a popup menu. Select
the Properties command in this menu and you will see the Component

Properties dialog box:
Component:
B

Poszitian:
%10 8 w0 ‘|
Scale:
¥ 100.00% | ¥ [100.00% |

In this dialog box you can select a different glyph to be used as a
component and set the component’s position and scale. The component
position is the distance between the composite zero point and the
component’s zero point.

# Tip: You may just double-click on the component to get the component
Properties dialog box.
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Anchors Layer

Sometimes when you work with a glyph it’s helpful to mark particular
positions and refer to them later. In FontLab Studio you can use a special
editing layer called Anchors to do this. Anchors are simply named points
that you can add, remove, move or rename. A special property of anchors is
that you can use them in macro programs and in the automatic glyph
construction feature.

To add an anchor, right-click anywhere in the empty space of the editing
field and select the Add Anchor command in the popup menu:

i 2dd Anchor.___|

You will see a new anchor (by default it is a small red cross) and an editing
field asking you to enter a name for the anchor:

[anchor] |

Name the anchor and click the ENTER key to complete.
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Moving Anchors

To move an anchor, just drag it with the Edit tool. You will see the anchor
position highlighted while you are dragging it:

...... A
| [-332,242)

Removing Anchors

To remove an anchor, right-click it and select the Delete command in
the popup menu.

Renaming Anchors

To rename an anchor, right-click it and choose the Rename command.
Change the anchor name in the editing field.

Changing Anchor Color

You may choose one of five colors to mark the anchor. Right-click the
anchor; select the Mark command from the popup menu; and choose the

color:

Red
Blue
Green

Magenta

e N

Cwan




Anchor Properties

Ctri-click the anchor or right-click and choose the Properties command
in the menu Eroperties

Anchors Properties 3]

to open the anchor Properties panel:

Anchor
top (315, 242)
| _battomn (-20%, 5127
left =101, 969
right (-270, -107)
anchord (-3, 3330

Posiion: |-483 %/333 4|

This panel lists all anchors defined for the glyph. To change the properties
of one of the anchors, select it in the list and the anchor will be highlighted.

To change the position of the anchor, use the editing fields below the list:

Position: [127 =499 =

To rename the anchor, left-click the selected anchor in the list and rename
it in the editing field:

(127, <09
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Using Anchors to Build Composites

The main purpose of anchors is to mark important positions in the glyph
space. In addition, anchors may be used to “link” some glyphs and form
composite glyphs:

A" 4

+ +

| |
| 2 |
| |
| |
| |

| .

| |
I = T T 1 1
You can define a composite glyph using the Composites tool at any time,
but that operation creates “fixed” composites and you would need to
perform it manually for every composite glyph you want to create. For

composites that consist of a base glyph and one or more “accent” glyphs
this operation may take a lot of time.

In contrast, with anchors you can create “virtual” composites, which can be
converted to the fixed state at any time with the Generate Glyphs
command in the Glyph menu.

To define a virtual composite you need to define pairs of anchors in
the base and the accent glyph. Each pair of anchor names must match by
the “underscore rule”: for each base anchor, there must be a corresponding
accent anchor with the same name except that it starts with an underscore.
So if there is a base anchor named “top” in the base glyph, there must be an
accent anchor named “_top” in the accent glyph — FontLab Studio will be
able to match these two anchors and create a virtual composite by
snapping them to each other.

» o«

# Note: In our example, we call the anchors “top”, “_top”, “bottom” and

“_bottom”, but other names can be used, provided that they match by the
underscore rule (e.g. “ogonek” and “_ogonek”). Remember: in each pair of
anchor names, the base anchor always has the name without the
underscore, while the name of the accent anchor always starts with the
underscore.



« %,

First, open the base glyph, e.g. “0”:
| |
| |
| |
| |
| |
| |

=T
Insert the base anchors there. In our example, we create one base anchor

“top”, to which the accent anchor “_top” will snap, and one base anchor
“bottom”, to which the accent anchor “_bottom” will snap.

 hop

|
|
|
|
|
|
|
1 T
| e |

To add anchor points use the Add Anchor command from the Glyph
Window context menu, and set the names of the anchors accordingly.

# Tip: There is a special shortcut that creates base anchors with predefined
names: every time you use ALT+SHIFT+Right click, a new anchor will be
added with a predefined name; first “top”, then “bottom”, “left”, “right”,

» o«

and later “anchor4”, “anchor5” etc.
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The next step is to add matching accent anchors in the accent glyph. Open
one of the accent glyphs:

| |
1~

Add an accent anchor named “_bottom” at the point in the accent glyph
where it will snap to the “bottom” base anchor in the base glyph. Add the
accent anchor “_top” where it connects to the “top” base anchor:

+

| _battom
()
| o)
| |
| |
| |
.

You may use the Add anchor command to add these anchors.

" Tip: Again, there is a special shortcut that creates anchors with predefined
names that match the previously. CTRL+ALT+SHIFT+Right click will first
add an anchor named “_top”, if you use it again, it will add the anchor
named “_bottom”, then “_left”, “_right”, and later “_anchor4” etc.



# Notes: Whether you use the Add anchor command and use arbitrary
names on your own or the special shortcuts using the predefined names,
what really matters is that the anchor names match by the underscore rule.
Instead of positioning the “top” base anchor above the glyph, you can
position it at the baseline and only adjust its horizontal placement. In such
case, you would also place the “_top” accent anchor in the accent glyphs at
the baseline. They need to snap to each other so their relative position
needs to be consistent. Also, it doesn’t always make sense to place all types
of anchors to all glyphs — it really depends on the desired character set of
your font.
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Using the Anchors Panel

Use the Anchor panel to preview “virtual” composites:

1. Open the Preview panel (Window > Panels menu).

B Prevview |

2. Select the Anchors page of the Preview panel:

OpenType Features Preuiewl Anchors l

3. Open the base glyph in the Glyph Window. The Anchor panel will
immediately list all of the anchors and all matching accent glyphs that
have “link” anchors:

| OpenType Features | Frewievs | Anchors |
oo AR

asterisk  00Za
[#] equal 003d * -— %

grave 0060 E E E

The left list includes all accent glyphs that can be linked with the base
glyph using one of the defined anchors. The first 10 resulting virtual
composites are previewed in the sample string. Use the check boxes to
the left of the accent list to choose which composites to preview:

[w]acute

Fldieresiz
[w]ring
[w] hungarumlat

4. Choose another anchor in the list to update the accent list with accents
that can be connected to that anchor:
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5. Double-click one of the virtual composites to select one of the accented
glyphs for preview:

Preview E|

| OpenType Features Preuiewé Anchors

Anchor: |_bottom v | A BT
A o041
C 0043

AC

As you can see, now the anchor list includes all virtual composites that
can be created using the selected accent glyph and the selected anchor.
Double-click one of the virtual composites to select it for previewing.

6. If you move anchor point currently selected in the Anchors panel with
the Edit tool you will see the sample string automatically updated to
show the new shapes of the virtual composites.

The panel contains two buttons to the right of the anchors list:

&  Click this button to get to the Generate Glyphs dialog box and create new
composite glyphs

F1L  When this button is pressed, the anchors panel previews text in right-to-left
mode, which is useful if you are working with Arabic or Hebrew glyphs.

Right-clicking on the virtual composite allows you to create a glyph after a
command is selected in the popup menu:
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The dialog box appears allowing you to name the new glyph:

Generate Glyph |§|

Enter the name for the generated glvph:

| ocircumflex |

[Ireplace the glyph i it already exists in the Fank

l Ok l[ Cancel ]

Name the new glyph, click OK and the composite glyph will be added to the
font and opened in the current Glyph window.
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Creating Composites and
Ligatures

Another way to create real composite glyphs from the base and
accent glyphs is to use the Generate Glyphs command from the Glyph
menu:

Generate Glyphs
Glyph names separated by space or comma;

| C+caron A+dieresis

W an
[[Joecompose ligatures [CJLigatures are right-to-lsft

Create glvphs even if they already exist

[Imark news glvphs [Ireplace existing glyphs

I ol l [ Cancel ]

In the dialog box enter the composite name using the simple syntax:
[base glyph name] or [composition recipe]=[result glyph name]

A composition recipe includes one or more base glyph names separated by
commands. There are two commands used:

_ (underscore) — appends following glyph to the right.

The "_" command is used for creating ligature glyphs, like “fl, ffl” or others.
For example:

f_l=fl, f_i=fi, c_t=ct
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+ (plus) — appends following glyph as component of the
composite glyph.

For example:
C+caron=Ccaron A+dieresis=Adieresis
You may enter more than one name separated by a space or colon.

In the composition recipe, the "+" command may be followed by one or
two alignment commands:

~  align component to the uppercase position

~ do not move component vertically

< align component to the left of the base glyph
>  align component to the right of the base glyph
|  center component horizontally

For example:
A+">dot=Adot

Add the number after alignment commands to additionally shift the
component. For example:

A+~-200cedilla=Acedilla

n_mn

Use "%="instead o to decompose created composite glyph. For

example:

A+"ring¥%=Aringdecomposed



Click on the *2/button to view full description of the commands syntax
used in the dialog box.

Check the Decompose ligatures option below the names field to “paste” all
the components’ outlines and make a decomposed glyph:

Check the Ligatures are right-to-left option below the names field to
reverse the order of components in ligatures. If this option is on, you will
get "If" instead of "fl", for example.

If you click on the 2] button you can choose and open the text file with
glyph name definitions prepared in advance.

Check the Mark new glyphs option to mark created glyphs in the Font
window with color.

Check the Replace existing glyphs option to place created glyphs in the
occupied cells of the font chart. An old glyph will be moved to the end of
the chart in this case.

# Tip: By default, FontLab Studio automatically recognizes if an uppercase
composite glyph is generated and shifts the accent components up by the
difference of the font’s caps height and x-height. If you are unhappy with
the default positioning of the accents in the generate uppercase glyphs,
temporarily modify the font’s caps height setting in the Font Info dialog
and generate the glyphs again. If your font contains an extra set of
specially-positioned uppercase accents and you do not want FontLab
Studio to shift them up, use the “~” command in the recipe, e.g.
A+~acute.case=Aacute

# Note: If you are generating a composite glyph from components that

already have corresponding base anchors and accent anchors, the anchor
positioning will override the positioning used in the composition recipe.
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Aliases Table

FontLab Studio comes with an alias.dat file (located in the \Program
Files\Common Files\FontLab\Data folder), which is the text file that
defines the decomposition of common composite glyphs. Here is a part of
the alias.dat file:

%%FONTLAB ALIASES
nbspace space

hyphen minus
periodcentered middot
onesuperior one
ordmasculine o
onequarter one_slash_four
onehalf one_slash_two

As you can see, every line of the file contains the real name of the
component glyph is followed (with a single space as the separator) by the
decomposition name:

onequarter one_slash_four

This means that when you request the glyph named “onequarter” in the
Generate Glyphs dialog box, FontLab Studio will create a new glyph
named “onequarter” but built as a ligature using the “one”, “slash” and
“four” components as if you had entered the name “one_slash_four”.

You can modify this table to include glyph names you often need to create.



Using the Smart Shapes Panel

In FontLab Studio you can add predefined customisable graphical shapes
to glyphs. There are seven shapes included with FontLab Studio and it is
possible to add more. You can select a shape from the Smart Shapes panel.

To open the Smart Shapes panel, select the Smart Shapes command
in the Window > Panel menu:

#x|  Fonk Map

smark Shapes

The panel consists of a shapes list and a Place button that you click to add
a shape to the outline:

Ssmart shapes [x

arc

Rectangle
Ellipse

Free Rectangle
Star

Palyoon
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Here is a brief description of each shape:

Grid Simple grid (a customizable set of rectangles or squares)
HE
Arc Simple closed or open arc contour
X:
Rectangle  Simple rectangular contour
*
Ellipse Circle or ellipse
)
® ®
Free Rectangle that can be freely rotated
rectangle ; 3
Star Star with customizable number of rays
Polygon Polygon with customizable number of vertices

O

To add a shape to a glyph’s outline, select the shape that you want to
add and press the Place button on the Smart Shapes panel. Or just double-
click the shape's name in the list.



When you press the Place button you will see the shape appear in the
middle of the Glyph Window. Shapes have a blue outline and several
control handles that you drag to customize it.

Drag the cross control handle in the center of the shape to move it. The
behaviour of the other handles depends on the shape’s type. For example,
in the Star the handles determine the internal and external radius of the
star’s rays and the angle between vertices that form a ray.

Try placing some shapes into the Glyph Window and drag their control
handles to see what they do. Use the SHiFT key to constrain the movement
of handles. For example, in the Rectangle shape holding the SuarFT key
down will produce a square instead of a rectangle.

Every shape has a property panel where you can set the shape’s parameters
precisely. Press the Properties button on the control panel to open the
Properties panel for the shape:

Ssmart shape [x]
[ Froperties ][ Ok J[ Cancel

Here is a preview of the Star’s panel:
Star Properties [
Mumber of rays: '5 i

|nternal B adiuz: '2EIEI
External Badius: 1 -EIEI

[ 1] H Cancel ]

In this properties panel you can change the number of the star’s rays and
the values of the internal and external radii.

FontLab has a standard for smart shapes modules. Fontlab Ltd. may offer
additional Smart Shapes in future.
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Importing and Exporting
Glyphs

With FontLab Studio you can exchange outline data with other vector-
editing programs, either using the clipboard of files. The most common
format for vector data is Encapsulated PostScript (EPS).

Vector editing programs such as Adobe Illustrator and Macromedia
Freehand typically are able to open and save EPS files. EPS was the native
file format of Adobe Illustrator until version 8.0, though more recently, the
Adobe Illustrator file format (.Al) is based on PDF rather than EPS.

FontLab Studio can exchange outline data with Adobe Illustrator via the
clipboard, and also export and import glyphs to and from Al-compatible
EPS files. On one hand, you can use Adobe Illustrator or other compatible
applications to draw your glyphs and then import them into FontLab
Studio. On the other hand, files exported from FontLab Studio can be
opened in any program that supports Al-compatible EPS files, e.g.
Macromedia Freehand, Corel Draw, ACD Canvas etc.

By default, all font units in FontLab Studio correspond to points in
Adobe Illustrator or other vector drawing applications. This means that if
you want your uppercase letter H to be 700 units high in FontLab, you
should make it 700 pt high in Illustrator. 72 pt = 1 inch, so 700 pt =

9.72 inch.



Exporting Glyphs

To copy part of the glyph’s outline to a vector-editing program use the
usual copy procedure. The selected portion of the outline will be copied to
the Clipboard. Then switch to your vector-editing program (using the Task
Bar) and select the Paste command from the Edit menu.

To export a glyph to an Adobe Illustrator 8-compatible EPS file:

1. Select the EPS command from the File > Export menu.

2. Select the export directory and enter the name of the EPS/AI file in the
standard File Save dialog box.

3. Press the OK button in the dialog box, and the EPS/AI file will be
exported to the designated directory.

You can also export several glyphs at once: Switch to the Font
Window, select the glyphs that you want to export and select the EPS
command from the File > Export menu. You will see a Save File dialog box
where you enter a prefix file name for the exported glyphs. Each glyph will
be exported to its own file with the file name consisting of the prefix plus
the sequential number of the exported glyph.
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Preparing Artwork in Adobe Illustrator

If you intend to use Adobe Illustrator to draw the glyph outlines:

In Ilustrator, go to Edit > Preferences > Units & Undo or Units & Display
Performance. Change all units to points (1 point is equal to 1 unit in
FontLab). Go to Preferences > Files & Clipboard. Disable PDF, enable
AICB and select Preserve Paths. In Preferences > Guides & Grid, set
Gridline every: 10 pt and Subdivisions: 10.

Still in Ilustrator, select File > New. Set the width of the document in
points to be the double of the UPM size of your font (e.g. 2000 pt for a 1000
UPM font). Set the height of the document to be the same as UPM size —
Descender (e.g. 1000 — (—263) = 1263 pt). Select Window > Info, View >
Show Rulers, View > Snap to Grid. Disable View > Guides > Lock Guides.
Optionally select View > Show Grid.

Now click on the top ruler of the Illustrator document window and drag
out a guideline. Position it at the height that has the same (positive) value
as the (negative) descender of your font (e.g. 263 in our example). From the
left ruler, drag a guideline and position it at 0. Click at the top left corner of
the Ilustrator document window (where the top ruler and the left ruler
meet) and drag out the origin point to where the two guidelines you have
just drawn cross. Finally, click on the top ruler and drag guidelines to the
positions of your ascender, x-height, and caps height.

You can draw your letters. Remember to assign some kind of fill to all your
Hlustrator drawings and avoid drawing letters that exceed the bottom or
the top of the document size.

If you have already drawn some letters before, copy them to the newly
created document, place and re-scale so that they fit between the
guidelines you've drawn. Remember that all points of your letters should
snap to the grid (otherwise FontLab will round their position).

When you finished drawing your glyph in Illustrator, choose Select > All,
Edit > Copy if you want to copy the outlines via clipboard or File > Export
> Illustrator Legacy EPS or File > Save As, and select Illustrator 8 EPS as
your file format, if you want to save the artwork as an EPS file.



Importing Glyphs

To paste an outline from a vector-editing program into FontLab Studio
select the outline object that you want to copy and choose the Copy
command from the Edit menu (in the source application). To place the
copied outline in FontLab Studio switch to FontLab Studio (Glyph
Window) and select the Paste command from the Edit menu.

To import an Illustrator 8-compatible EPS file into FontLab Studio, open
a Glyph window (make a new glyph if necessary) and choose Edit > Paste
if you’re pasting from clipboard or File > Import > EPS if you're importing
from a file.
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Manual and Automatic Scaling

If the imported drawings end up being too large or too small, go
back to your outline-drawing application and scale the artwork
accordingly. Remember that if the option Fit EPS files to (Ascender-
Descender) height in Options > General > EPS and bitmap background
is disabled, 1 pt in Illustrator/EPS corresponds to 1 font unit in FontLab
Studio and artwork is imported without any scaling.

Alternatively, instead of scaling all your artwork to a particular height (e.g.
700 pt) in Ilustrator, you can also have FontLab Studio automatically
scale the artwork for you. This is particularly useful if you import pre-
existing logos or similar symbols to FontLab Studio. If you wish that
FontLab Studio automatically scales all pasted or imported artwork to fit
the font’s height, enable the Fit EPS files to (Ascender-Descender) height
option located in the Options > General > EPS and bitmap background
dialog box:

[]Fit EFS files ta {Ascender - Descender height

# Nodes in digital fonts can only have integer coordinates. On the
other hand, your Illustrator artwork can have nodes with fractional
coordinates such as 161.352 pt or 354.78 mm. When FontLab imports a
drawing, it has to round them to integer values — because it cannot
generate fonts with fractional coordinates. The smaller your object is, the
more extreme the rounding (and therefore, distortion) will occur.
Therefore, we advise that you always scale your artwork in Illustrator to
the appropriate size before copying it to FontLab Studio so that no
rounding will be minimal. Also, if you work in Illustrator or similar
applications, avoid fractional coordinates altogether by setting your grid to
1 pt and making sure that all your nodes snap to it.

# Note: Remember that FontLab Studio can only edit font outlines, not
features such as color of outline, outline width or fill color. Regardless of
the settings you have in the vector-editing application, only information
about outlines will be copied to FontLab Studio. Ideally, in your vector-
editing application set the fill color of all your objects to 100% black, and
the width of the outlines to none.
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Printing a Glyph
To print a sample of the current glyph, select the Print command in the

File menu while the Glyph Window is active.

Refer to the “Printing and Proofing Fonts” chapter for further details.
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Editing Metrics

The tools in FontLab Studio for editing metrics data are common to all
FontLab applications, so if you have learned how to use these tools in
FontLab Studio you will be ready to use these same tools in any of the
FontLab programs.



526

What are Font Metrics?

A program that aligns and spaces text calculates the total width of all the
characters in a paragraph. It then adjusts the widths of the space
characters that separate the words and tries to put as many characters as
possible into one line. The information about the words that are used to
make a paragraph, and the information about the width of the individual
characters is the only information necessary. To determine distances
between lines, the application uses information common to all glyphs in
the font, such as the length of ascenders and descenders, and a suggested
line gap, and places the lines of text on the page using these distances. This
information about horizontal and vertical spacing is what is known as font
metrics.

All font and glyph metrics are expressed in font units, the same units that
are used to measure node coordinates and settings such as UPM size.

There are four principal types of metric information in fonts:

1. Vertical font metrics (also known as font family metrics): metric
values common for the entire font and often shared across a family,
used to determine the linespacing. This includes baseline, the ascender
and descender lines, the caps height, the x-height and the line gap.
These are discussed in the “Font Header” chapter and the “Vertical
Metrics” section of the “Glyph Window” chapter.

2. Horizontal glyph metrics (usually referred to as glyph metrics or
just metrics): metric values of individual glyphs that are used to
compute line lengths. This includes advance widths and sidebearings.
These are discussed in this chapter as well as in the “Metrics” section
of the “Glyph Window” chapter.

3. Kerning: pair-wise adjustment of horizontal glyph metrics.

4. Vertical glyph metrics: the vertical advance “widths” (called
vertical advance vector) for Asian glyphs used to type in vertical
direction from top to bottom. These are discussed below.

This chapter discusses primarily the horizontal and vertical glyph
metrics as well as kerning. For vertical font metrics, please consult
the “Font Header” chapter.



Horizontal Glyph Metrics

Each glyph in the font has a bounding box, a rectangle positioned in a
theoretical rectangular cell. The most extreme nodes of the glyph
determine the bounding box. Each glyph usually also has sidebearings:
extra space to the left of bounding box (left sidebearing, LSB) and to the
right (right sidebearing, RSB). The sum of the sidebearings and the
bounding box width define the advance width (often just called width).

The intersection of the baseline and the left sidebearing is called the zero
point. Horizontal (x) node coordinates to the right of the LSB line are
positive and coordinates left of the LSB line are negative. Similarly, vertical
(y) node coordinates above the baseline are positive and those below the
baseline are negative.

When an application is laying a line, it positions the next glyph’s LSB line
right at the RSB line of the previous glyph.

Ascender

i N ——— —i' N
Caps height - - = ommy = = g 1T 1

L | |

: L1 L
x-height I | | I | I !

n B |

N BR N

| Bounding I I

I | box [ 1| L

L \| | |
Baseline .. . e | : b 1= | .

i-—» LSB RSB ._.i EH gesgéitlve

l——— Advance width —— I I
Descender I

|

Glyphs may have negative sidebearings, e.g. the rightmost edge of the
bounding box may be positioned to the right of the RSB line.
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Kerning

Kerning information is used to adjust the space between specific pairs of
characters. As you can see in the following picture some characters may be
well spaced with just the bearings rectangle but other characters are not.
To fix this problem a special technique called kerning has been developed.

A good example is the “Av” pair. In the following picture you can see two
examples of inter-character spacing, with and without kerning:

Av Av

With kerning Without kerning

You can see that only the kerned image is optically correct because it can
compensate for the problem caused by the special form of the “v” and “A”
glyphs printed in sequence that leaves too much space between the letters.

Older font formats (Type 1, MM, TrueType without OpenType tables)
implement kerning using kerning pair lists. Each kerning pair defines the
number of font units (usually negative) by which the right sidebearing of
the first glyph in a pair should be horizontally shifted when the glyph is
followed by a specified second glyph. In the example above, the advance
width of the “A” glyph may be 400 units and the advance width of the “v”
glyph 250 units. The kerning pair “A v -50” defines that if “A” is followed by
“v”, the advance width of “A” should be reduced by 50 units.

A typical problem of the plain kerning pair list approach is that for
accented characters, many duplicate pairs need to be included in the font.
The pairs “Av”, “Av”, “Av” etc. usually should be kerned by the same
amount, yet each of them needs to be included separately in the font —
otherwise it will not be kerned. This results in rather large tables that
unnecessary increase the size of the font and may hamper the performance
of some applications. Therefore, in OpenType fonts, a more sophisticated
kerning approach called class-based kerning has been developed to help
address this problem.



Class-Based Kerning

Some glyphs have a very similar appearance on both sides:

o~ —-—
All these glyphs have the same shape on the right side

It seems natural to group such similar glyphs into glyph classes and then
define kerning between these classes. This approach may dramatically
decrease the number of individual kerning pairs to declare.

Class kerning, when defined for a font, may be used during the design
process to decrease the amount of kerning work.

In Type 1, MM and old-style TrueType fonts, class-based kerning should be
converted to plain kerning before the font is generated.

In OpenType (PS and TT) fonts, class-based kerning may be exported
directly; it will be directly supported by applications that support
OpenType Layout features, such as Adobe InDesign, Adobe Illustrator CS,
Adobe Photoshop CS, TextEdit, Pages or Keynote on Mac OS X, Mellel on
Mac OS X, and many others.

In addition, for OpenType PS fonts, the Adobe system font rasterizer
(ATM) on Windows and Mac OS X automatically converts the Western
European subset of the class-based kerning included in the font into plain
kerning when the font is installed.
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Vertical Glyph Metrics

When typing text in some Asian languages, it is often necessary to specify
the vertical alignment of characters in the text. In this case, information
about the vertical glyph metrics is stored in the font file:

L

L

Usually, all Chinese, Japanese or Korean glyphs written in vertical layout
have the same vertical advance “width” (called the vertical advance vector)
so only the position of the glyph within the rectangular glyph cell needs to
be specified.

However, it is possible to adjust the vertical advanced vector of individual
glyphs. To define a vertical glyph advance vector in FontLab Studio, open
the glyph in the Glyph Window, hold the Surrr key and move the base line.
You will be able to set the top vertical glyph sidebearing (marked with a
black-green symbol) and the bottom vertical glyph sidebearing (marked
with a yellow-black symbol).

Note that this information is only used by applications that support vertical
text layout, and only if the vertical glyph metric information is specified for
all glyphs. Do not confuse vertical glyph metrics with vertical font metrics,

i.e. ascender or descender lines that are used in text that is set horizontally.



Metrics Files

Information about the advance width of a glyph is usually located in font
files. Kerning information may also be included in the file. In OpenType
and FontLab font formats both metrics and kerning data are located in a
single font file. In Type 1 (PostScript) fonts the metrics and kerning data
are located in separate files.

There are two possible formats for the metrics files that are used with Type
1 fonts: AFM and PFM. AFM files (Adobe Font Metrics) are text files
containing all the metrics and kerning information for a given font. These
files are legible as text and can be edited in any text editor. PFM files
(Printer Font Metrics) are metrics and kerning files used by the Windows
operating system. They are binary files and cannot be read without special
utilities. AFM files are a standard format for the exchange of metrics
information for PostScript fonts. This information can be read directly by
several operating systems and programs.

In the Windows OS Multiple Master Type 1 fonts store metrics information
in another format. There is a binary Multiple Master Metrics file, which
usually has the file extension MMM, and a text Multiple Master metrics
file. MMM files include information about the font’s axes and masters,
multiple-master data for glyphs’ metrics and kerning and other font header
data. The text metrics files have a composite structure: there is a linking
file that describes the font header, axes and masters information, and
separate AFM files (with metrics and kerning data) for each master font.

FontLab can import and export metrics and kerning information in any of
these formats.
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Metrics Window

FontLab has a special window where you can edit the metrics and kerning
information. It is called the Metrics window.

To open the Metrics window select the New Metrics Window
command in the Window menu. The Metrics window will appear:

(&) PreviewiMetrics - Adobe Caslon Pro

BEE R Roxe e R EF
1
1
it
| A
[eming _~ |[Sie:72 = | [t ][ Dptions_= [ Tools _~ | | EEEREE i

The Metrics window consists of several parts:

1. A Metrics window toolbar with controls for importing and exporting
metrics files, automating metrics or kerning generation and other
commands:

= d B we B omoE 5 ES

By default the toolbar is docked to the top of the window, but you can
drag it to the bottom or leave it floating around.



2. A Metrics Tools toolbar with four buttons that allow you to select one
of the metrics tools:

By default this toolbar is vertically aligned and docked to the
left side of the window. You can drag it anywhere or dock to any
&My side.
i
Av

3. Alocal command area that is used to select a mode for the Metrics
window and a string for metrics or kerning editing:

[E - ][ Eerning  w ][ Size: 72 - ]E][E][Dptions - ][ Tools  + ] ABCDEFGH| W [:] [E

4. The editing area where the edited string with controls appears.

5. The header button, located in the top-right corner of the window:

Use this button to switch the local command area between top and
bottom locations (see below).

The local command area of the Metrics window may be located in the
bottom (default) or top area of the window. When the local command area
is in the top location, it includes controls to modify metrics or kerning;:

T |72 v || ABEDEF v 2 (]
el 48 % wEp 38 | e |T4E 2

The content of this properties area depends on the current mode of the
Metrics window.
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Editing Modes

The Metrics window may work in four different modes:

Text mode Is used to enter and edit text in the main editing area. Works very
similar to any standard text editor such as Notepad

Preview mode This mode is used to preview text with kerning applied and check
it at different sizes. Also the position and width of the underline
and middle-stroke line can be adjusted in this mode

Metrics mode  This mode is used to adjust the metrics of individual glyphs.
Kerning is not visible in the metrics mode

Kerning mode In this mode you can edit pair kerning (both "flat" and class-
based).

Other things that appear in the Metrics window are the: Ruler, Panel and
Table.



Metrics Ruler

The Metrics Ruler is a narrow bar located above the editing area:

Its purpose is very simple: to provide an overview of metrics and kerning
data for the current line of text in the editing area.

The Metrics Ruler shows the width of the glyphs (in the middle of the glyph
cell) and kerning. Kerning data appears on a light-blue background if
kerning is negative (as in the AV pair) and on a yellow background when
kerning is positive.

Of course, kerning information appears on the ruler only when the Metrics
window is in kerning or preview mode.

The Metrics Ruler also may be used to create new global guidelines, but we
will talk about that later.

You can control the appearance of the ruler using the Ruler command in
the Options menu (if the local command area is at the bottom) or with the
Ruler button % on the Metrics Window toolbar.
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Metrics Panel

The Metrics Panel is a horizontally oriented table that may appear above or
below the editing area:

HE|  H A 1 e Tl - G E v

| ez 73 as1 £E0 46 £97 £1e £30 06
# | 3 1 g | g 52 I 48 28
| 0 n £4 7 13 % 23 -1
ke I I I I I I I | s |

The Metrics Panel includes the following information for every glyph in the
editing field: name, width, left and right sidebearing and a pair kerning
value with the next glyph.

You may control the appearance of the Metrics Panel using the Panel
command in the Options local menu (when the local command area is at
the bottom) or with the Panel button on the Metrics window toolbar: =

Click on this button in the top-right area of the panel to move it
top or bottom:

]
735

If you click on any cell in the Panel you may change the value:

Use the up and down arrow keys to navigate between different values for
the same glyph. Use the Tab and Shift+Tab keys to navigate between
glyphs.

When the Metrics Panel is visible, the properties area of the command area
(if it is at the top) disappears.



Metrics Table

Use this button in the bottom control area or the Table button *E of the
Metrics Window toolbar to open the Table:

Mame ‘Width Left Right

A 743 -1 a

B EED K B4
[ 46 48 et
& 213 24 42
E (=1 11] 46 24
F 548 3z -2
G R E 48 36
H 253 ] a7
| an 20 40
J 332 -7 16
K Tz 56 -10

This table contains metrics or kerning information for all the glyphs in the
font. Actually you can decrease the number of glyphs (or kerning pairs)
that appear in the table using the filter control that is located below it.

[ &4l glyphs ]
All alvphs
Selected glyphs

Glyphs in encoding

When the Metrics window is in metrics mode, every row in the table
contains the name of the glyph, the glyph width and left and right
sidebearings.

In kerning mode every row contains the names of the first and second
glyphs in the pair and a kerning value. Sometimes cells may contain
additional marks that help to manage class-based kerning but we will
discuss that later.

Context Menu

As in all other windows of FontLab Studio, if you right-click the editing
area, you will see a context menu which contains commands that are
related to the current mode of the Metrics window. We will describe the
contents of each menu when we talk about the different modes.
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Metrics Window Toolbar

This is a simple list of all the buttons available on the toolbar:

Opens a metrics file (PFM, AFM or MMM format)

=] Saves a metrics file

ﬁ Quick Save — saves the current metrics files to a temporary file

& Opens the metrics from a temporary file saved by Quick Save

&= = Opens a command menu (see below).

= = Opens the class kerning menu. Discussed in the Editing Kerning section.
M Activates support for the measurement line. When it is active, all metrics

are measured along the line

FTL Changes the preview panel to the right-to-left reading mode
= Activates the flip mode in which all glyphs appear flipped vertically.

i Opens the Panel

i Opens the Table
= Opens the Ruler

The Command menu contains the following commands:

P

Opens the Automatic Metrics or Automatic Kerning generation dialog
boxes.

=
=%

Opens the Add pairs dialog box where you can define new pairs the easy
way,

Opens the Reset Kerning dialog box

Opens the Kerning Editor dialog box

IR

Opens the Assistance dialog box, which may be Metrics Assistance or
Kerning Assistance, depending on the current mode.




Selecting a String for
Previewing or Editing

To prepare text for editing you have the following options:

1. Select one of the predefined sample strings in the sample text combo-
box:

o6 Cabe 23] v

ABCabe12s
hamburgewons

HaRMEBURGEWONS
SHEWERSE ASHORE
abedefghijkim
noprstuwsEys
1234567290

2. Enter the text in the sample text field of the control area (top or bottom
located):

HAMBURSEYOMNS a4

3. Enter the Text mode and type sample text directly in the Editing area.

4. Append glyphs to the sample text by dragging them from other
windows.
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Selecting a Predefined Sample String

Click on the button to the right of the sample text field and select the string
for editing:

AECabcl23

hamburgesons
HAMBURGEMOMNS
SHE WERSE ASHORE
A5 AGREES RLNAS
abcdefghijklm
nopgrsbuyvxwz
1234567590

Or use the spin buttons to the right of the field to select the next or
previous string:

123 v |

You can also use the CTrL+PcUP and CTRL+PGDN keyboard shortcuts to
navigate the list of sample strings up and down.



Editing a Sample String

Just click the sample string text field and modify it as you want. You may
type text into it or you may use FontLab glyph-access notation to access
glyphs that have no characters mapped to the current keyboard layout.

FontLab Sample Text Notation:

Character Meaning of the following text

/

Glyph name follows the slash: /A

Follow the name with another '/' to continue entering glyph names or
enter a space after the glyph name to continue entering ANSI
characters:

/Acaron/Adieresis BCDEF

You may enter the code of the character according to the currently
active encoding or a codepage:

/128/130

In this case the code number must contain only digits.

1/

Y.

1#

Unicode index of the glyph in hex format
/#0446

Unicode index of the glyph in hex format may be preceded with 'u’'
\0445\0448\u0446 BCDE

\\

\

\n

Line break in the preview
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Customizing the Sample Stri ng List

If you click on the button [--Jto the right of the sample list control, you will
see the following dialog box:

Load Text |§|

Contents of the preview text combo baox:

ABCahc123
hamburgeyvons
HAMBLIRGEYONS
SHE VERSE ASHORE
A5 AGREES RLUNAS
GQORGEOUS MAME
HAHHAAOHADCA 0
HEHHBOHBOOED

Second previews skring:

[ Ok ][ Cancel ]

As you can see, there is a big multiline editing field that contains all the

strings in the sample list. Change it as you want or click on the button
to fill it from a text file.

You may use special characters as described in the previous section to
enter glyph codes, names or Unicode indexes. Type \n to force a line break
in the sample text.



The Second preview string textbox contains text that will appear as an
additional line below the editable sample text. It’s very useful for
comparing spacing and kerning to some "standard" string that is
representative for your font.

BEQ

AB

45

Enter some text, close the dialog box and then use the sample string scroll
buttons or the CTRL+PcUP and CtrL+PGDN keyboard shortcuts to see how
it works. Do not forget to click on the editing area before using any
shortcuts.
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Entering Text in Text Mode

You may edit text in the editing area similarly to how you do it in any text
editor. Just activate the Text tool on the Metrics Tools toolbar:

@v i A

You can also select Text in the mode selection menu in the local command
area docked to the bottom:

Preview

Metrics

Kerning

After the tool is activated you will see a caret cursor in the editing area.
Start typing text. You may also drag-select text and use the Edit > Copy and
Edit > Paste commands to move blocks of text inside the Metrics window
or from external applications.

636 [267/256/256/254) 355 | 426 | 426 (254) 427 264 4f | 427 | 341) 426 | 313 254) 40 | 506 | 341556 | 433 | 5412541267 530 (054 B3| 533 426 25400

After the tool is activated you

will see a in the

editing area. Start typing text

The Copy-paste feature of the text tool is compatible with Unicode so if you
paste some Unicode text, it will appear unchanged (if characters of that
text are present in this font).

Check the sample string editing field, you will notice that it automatically
creates FontLab notation for all non-ANSI characters.



Using Drag-Drop

The easiest way to fill a sample string is using the drag-drop method.
You can simply drag any glyph from the Font Window and drop it in the
Metrics Window and it will be inserted in a position highlighted by the
caret. If you want to add glyphs to the string, hold the SuiFT key. If you
want to replace the sample string with the dropped glyphs, hold down the
CtrL and SHIFT keys.

You can also drag glyphs from the Classes panel - glyphs or classes. If you
drag a class from the class list, only the key glyph of the class will be
inserted. If you want to insert all glyphs of the class, hold down the ALt
key.

Navigating in the Sample String

You can also use the PaGe Up and PAGE DowN keys on the keyboard to
navigate within the sample string. The Home and Enp keys will jump to the
beginning and end of the current line of text.

To scroll the window you can press the space bar and scroll the Metrics
window with the hand tool.

If the sample text is really long, switch the Metrics window into Preview
mode and use the hand tool to scroll the editing area.
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Activating and Browsing Glyphs

Click on any glyph in the Editing area and it will be selected for further
editing. In metrics mode you will see the right and left handles that allow
you to change the sidebearings and in kerning mode you’ll see a pair
handle that highlights a position between the first and second glyphs in the
pair.

After you activate a glyph you can browse the glyph collection in the
current font. Use the "previous glyph" and "next glyph" shortcuts. By
default they are CTrL + [ and CTRL + ] respectively.

In Metrics and Kerning modes you can change a glyph in the string
just by clicking the related key on the keyboards or by quickly entering its
name.



Selecting Preview Size

If the local command area is in the top part of the Metrics window, type the
desired point size in the String Size combo box:

48 W

or select one of the predefined sizes from the list.
If the local command area is at the bottom, you will get a size menu:
and two buttons to the right of it:

]

Use these buttons to decrease or increase the size of the sample
string.

Both the combo box and the Size menu contain an Auto command. Select it
and the size of the sample text will be automatically selected to fit one line
of text (or two lines if the second sample string is not empty) into the
current vertical size of the editing area.

The Size menu (available when the local command area is at the bottom)
also has the Custom... command. Select it and you will see the following
dialog box:

Type in the desired point size in the text field at the right or use the slider
to adjust the size. You will see the result immediately in the Metrics
window.

If the sample text becomes too large to fit in the window, a vertical scroll
bar will appear allowing you to view all the editing areas of the Metrics
Window.
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Right-to-Left Mode

If you are working on a font that requires right-to-left reading, like Arabic
or Hebrew, you can change the Metrics window to the right-to-left mode.

AFM AEM 2 s aa

1035 G0E 1020

o
[
i 'S

E][ Preview ][ Size: &1 x ]@@[ Options  + ][ Tools  * ] i‘\fea?'\fhsd\.fcsf w E]

Note: The Metrics window in FontLab Studio does not support OpenType
Layout features, so Arabic shaping is not automatically performed. You
need to explicitly enter the glyph names or Unicode codepoints of the
presentational forms to display the text.

Flipped Mode

Sometimes it is useful to see your font without being able to read the text.
It may help you to better visualize the even placement of the stems and to
recognize the rhythm of the black and white features.

Click on the Flip button "= to flip all the glyphs around their horizontal
axis:

JIUDILE.
pIup

i )

e -

The text remains editable and all the tools will work with the flipped text.



Previewing Outline and Nodes

Some commands in the View > Show Layers menu work when the Metrics
window is active:

= Guidelines  Global guidelines are visible in the current line

Glyph metrics Baseline is visible

— Vertical Font vertical metrics are visible in the current line
metrics

- Nodes Nodes are visible

(o Preview Outlines are filled

This means that it is not necessary to have the glyph outlines always filled
while you are working with font metrics. For example you may need to
switch off the fill and switch on the nodes to visually compare placement of
nodes in some glyphs:

-_,. f'\\\ /’ -m. @' :
G $ e ]h
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Customizing Colors

You are not restricted to black text on a white background. Open the
Metrics options page (Tools > Options > Metrics Window):

Metrics window

Autamatic line Feed

[Highlight all key glyphs in kerning and metric classes
Highlight all kerning pairs

Apply text kerplate when ikem is selected in the table
Keep existing exceptions when editing class kerning

Background:
Foreground: Cependant pairs:

Font ko use in the preview combao box:
|

Mowe Focus to sample string when Metrics window is opened

Sort ibems in the kermingfmetrics kable: | By encoding »

Use these controls to customize the foreground and background colors:

Background;
Eoreground:

As a result, you can get custom colors in the Metrics window:

ABCabc123
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Editing Underline and
Strikethrough

To edit the position and width of the underline and strikethrough line
switch the Metrics window to the Preview mode. You can do this by
clicking on the Preview Mode button & of the Metrics Tools toolbar or by
selecting Preview in the mode-selection menu of the bottom command
area or by selecting the same command in the context menu that appears
when you right-click the editing field.

To get access to the controls for adjusting the properties of the lines, switch
the local command area to the top using this button: |2/ (located in the
top-right corner of the editing area). This is how the Metrics window
should look:

(i1l Preview/Metrics - Adobe Caslon Pro

BE dn B WM e §BEF
[60 || &BCabeizs 7
;T ABCahc123 =

(@) () =[] wAsn 2] [o] =[ze 2] =[50 2]

.'M'. 143 BEQ T46 427 504 41 500 500 500
A:V AB C b @

Just above the ruler you can see the lines controls:

(8] = v=f (e] = o=
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There are two buttons and four editing boxes. Click on the Underline
button to show the underline:

-_;_--mn:u-jﬂ:l: (2] = suf

43 EEQ 46 427 S04 i1 S00 S00

ABCabcl12

As you can see, underline controls are now enabled so you can use this
-100

S e
control: == ¥ | to change the underline position. Use this control:

i Fs
v=E 150 o change the underline thickness.

Use the Strikethrough button to show the strikethrough line and enable the
related controls:

= v = [248 3] s [0 ]
427

43 BEQ 46 S04 i1 S00 S00

Strikethrough may appear together with underline or separately (as
pictured).



I Editing Metrics

This section discusses horizontal glyph metrics (the advance width and
the sidebearings, jointly referred to as just metrics), and kerning. In
FontLab you can modify this information either manually or automatically.

Horizontal glyph metrics can be modified manually in the Glyph window
by dragging on the sidebearing lines. However, this does not give you an
accurate presentation of the glyphs in context. The process of letterspacing
(devising of glyph metrics and kerning) should not be done for each
individual character separately. Inter-glyph whitespace should be designed
based on words and strings of text. You can do this in the Metrics Window.

To modify glyph metrics, switch the Metrics Window to the Metrics mode:
Click on the Metrics Mode button i in the Metrics Tools toolbar or select
the Metrics command in mode-selection menu on the bottom command
area:

Preview
Text

v Mebrics
kerning

You can also right-click the editing area and select the Metrics Mode
command in the context menu.
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The easiest way to see the metrics of a glyph is to use the Property area:

S

woi[36 13| wkifzs (3] weifoos (2

533 427 G06 S04 S06

hambu

-+

By default, the Property area is empty. To make the metrics editing
controls visible, click the left mouse button on a glyph in the editing field.
The metrics editing controls will appear and the sidebearings lines with
editing handles will appear at the sides of the glyph.

The numbers at the bottom of the glyph are the left and right sidebearing
values and the glyph’s advance width.
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Manual Metrics Editing

To modify a glyph’s metrics you can use several methods:

1. Drag the sidebearings lines.

2. Drag the glyph within the editing area.

3. Edit the values in the property area of the Metrics Window.
4. Use the Metrics Panel.

5. Use the Metrics Table.

To drag the sidebearings lines just position the mouse cursor on the
line, press the left mouse button and drag the mouse. Release the mouse
button when you are done.

To drag a glyph within the editing area, position the mouse cursor on
the glyphs’ image; press the left mouse button and drag the mouse to
position the glyph inside its width. Press the right mouse button while
dragging the mouse to modify the glyph’s width.

You can also modify the vertical position of the glyph relative to its
baseline. Just press and hold the Surrr key on the keyboard while dragging
the glyph.
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Using the Keyboard

When the glyph is active you can use the keyboard to adjust the metrics:

Left and right
arrow keys

Moves the glyph by one font unit inside the sidebearings without
changing the advance width. Hold the SHIFT key to move the
glyph by 10 font units

Ctrl+left and

Moves the glyph together with the right sidebearing. This changes

right arrow keys the left sidebearing and the advance width. Hold the SHirT key to

move by 10 font units at each key click

Page Up

Moves to the previous glyph in the sample line

Page Down

Moves to the next glyph in the sample line

Any character

Selects the character you have clicked as the current character for

or digit editing. You can also enter the glyph name if you want to access
glyphs that are not assigned to any key combination

Ctrl+] and Moves to the next and previous glyphs in the font.

Ctrl+[




Using the Metrics Panel

I il

(gﬂ'? NP| h a m b u T q
i | s 47 806 504 506 341 435
|imil » | =5 43 36 2 5 24 1
= o | 3 26 38 12 - -3
A |

533 427 G06 S04 506 S 455

hamburg

The Panel always consists of four lines:

Error! Objects cannot be created from editing field codes.

Click on any number in the panel to enter an exact value. Just use the
keyboard to adjust the number and press the ENTER key when you are
done. The Esc key or a left click outside the cell you are editing will cancel
the changes.

Use the up and powN arrow keys on the keyboard to move up and down in
the panel. Use TaB key to move right and SHIFT+TAB to move left.
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Referencing Metrics

In the Metrics Panel, you can use glyphnames as a reference instead of the
real numeric values. For example, if you want to set the left sidebearing of
the glyph ‘B’ to be equal to the left sidebearing of the glyph ‘D’, click on the
cell located at the intersection of the B column and the third row:

EEQ

—

02

and, instead of the numeric value for the metric, enter “=D”. When you
click ENTER key to accept changes, the data will be copied from the source

glyph.

Using the Calculator

FontLab Studio has very simple calculator embedded in most editing fields
that allow you to enter formulas. Instead of entering a value you can enter
an equation:

650/2

Which will produce 325 - the value that appears in the editing field. This
calculator works in the Metrics Panel.

The standard 4 operations: + - / and * are accepted.



Using the Metrics Table

Click on this *E button on the Metrics Window toolbar or this button

on the bottom bar to open the table:

MName Width Left
A 743 -1
E EED K|
C 746 42
8] 213 24
E B30 46
F 598 32
G a18 42
H 853 33
| am 20
A 332 -7
K Tz 56
L EE2 34
hd 931 8
M 745 22
u] a1 42
F EOT K|
v 215 42
R E47 52
5 S48 i1
T 0z ]
u T46 2
N Thc i=l

| 2l glyphs= - |

e e e

Right
]
B
a8
42
29
-1z
3
a7
40
16
-10
16
&l
4
48
13
321
13
52
10
7

ia

N

In metrics-editing mode this table has four columns: Name (contains the
glyph name), Width, Left (left sidebearing) and Right (right sidebearing).

You can click on the header of each column to sort table rows according to
the related value (name, width, left or right sidebearing). This is very useful

in finding glyphs whose metrics have particular properties.
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To edit any of the metrics values, click on the table cell and enter the new
value. Click Enter to accept it or Esc to cancel.

You can filter the glyphs that are listed in the table. To do so, use the Filter
selector control below the table:

[ &4l glyphs ]
All glvphs
Selected glyphs

Glyphs in encoding

If you choose Selected glyphs, only the glyphs that are selected in the
Font window will appear in the table. Similarly, if you select Glyphs in
encoding, only glyphs that are in the current "yellow zone" of the Font
window will go into the table.

Metrics in the table are calculated according to the current state of the
measurement line - if it is active, all metrics are based on its position. Refer
to the next section for more information about the measurement line.



Previewing Dependent Composites

Some of the glyph names in the Metrics table have a light-green mark at
their right:

4

This means that this glyph works as a base glyph in one or more composite
glyphs. For example, if you have an 'a’ glyph and 'adieresis', 'acaron’ and
'agrave' composites, the 'a’ will get this mark.

If you click on the mark while no glyph is currently selected for metrics
editing in the main panel, Fontlab Studio will automatically generate a
sample string which has the "base" glyph first and all "dependent” glyphs
following:

Jalaacutefacircumflex)adieresis/agrave/aring/atilde  »

F AN o0 \ O m~

ddddddd

Use this feature to check that the metrics of the base glyph and dependent
glyphs are compatible.
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Generating Context

If no glyph is selected for metrics adjustment and you click on a row in the
table, Fontlab Studio will automatically generate some text around your
glyph to help with metrics editing:

HOHanon
HHHannn
O00ao000
XHXaxox

The content of this context depends on the type of the glyph: an uppercase
glyph will have more uppercase "neighbors" while a lowercase will get
lowercase context on the right side.



The Measurement Line

To activate the measurement line, click on this button: #¥. You will see a
red line appear in the editing area:

HDBIO

When the measurement line is active (and visible), the glyph sidebearings
are measured not from the extreme points of the character (i.e. from the
bounding box), but from the point of intersection of the measurement line
and the contour:

Right sidebearing along the
measurement line

—P‘ <&—— Standard right sidebearing

The measurement line is very useful when you are setting metrics in a serif
font — usually the designer would like to ignore serifs when calculating
sidebearings and the measurement line gives you a natural way to do that.
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Automatic Metrics Generation

FontLab can automatically define glyph metrics using a special algorithm.
This algorithm usually produces good results but we recommend manual

editing for the best results.

To automatically generate glyph metrics click on the *# button on
the Metrics Window toolbar, select the Auto command in the Tools local
menu of the Metrics Window or select the Auto Metrics command in the

popup menu.

The Automatic Metrics Generation dialog box appears:

Automatic Metrics Generation

You want ko generate metrics far; :.ﬁ.ll characters in current string

Howy kight spacing should be?

ECust.:.m v? Cuskarn mekrics: | 30 ] EM | 30

When da wou wank to keep existing metrics?

Mever w10 |%

Howe much musk the shape of glyphs inflate to generate metrics?

; i
{ Mediurm |

[ O, l [ Cancel

This dialog box includes two areas: Area of application and Parameters.
In the first area you select the glyph(s) to which the automatic algorithm

will be applied.



The possible choices are:

Current character  This option is the default if any glyph is selected in the
only editing area

All glyphs in the This option generates metrics for all glyphs in the current
current string string in the editing area
Whole font This forces FontLab to generate metrics for all glyphs in the

font and is not generally recommended. This operation is
not undoable. FontLab prompts you and asks that you save
the current metrics information in a special file from which
it may be easily restored if you are not satisfied with the
results that the autometrics algorithm produced.

You can choose the parameters for the algorithm in the Parameters area of
the Autometrics dialog box. All the parameters are displayed. We
recommend that you experiment with various parameters using the
autometrics application.
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Quick Save and Quick Open

You can use these commands to temporarily save the current state of the

in the FontLab directory, press the i button on the toolbar.

To open a previously saved file, press the ‘& button. The Warning dialog
box appears prompting you to save the current (modified) state of metrics
into the same temporary file.



Editing Kerning

To edit kerning data switch the Metrics Window to Kerning mode by
pushing the #¥ button on the Metrics Tools toolbar.

or, select the Kerning command in the popup menu that appears if you
press the right mouse button in the editing area of the Metrics Window.

When you switch to the kerning mode and the metrics property panel is
visible you will see the total number of defined kerning pairs for the
current font appear in the property area of the Metrics Window:

Pairs #: | 751

To make the Kerning Editing controls visible you must select the pair that
you want to edit. Position the mouse cursor on the right glyph of the pair
and click the left mouse button.

You will see the Kerning Editing controls appear in the property area and
the kerning line and handle appear in the editing area:

e

Pairs #: ?82 Kerning: ' -.'95 2

AVAlo

There is now a blue area in the metrics ruler. This means that negative
kerning exists for that pair in the current preview string. If that area is
bright yellow, it means that kerning between the two glyphs is positive.
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Manual Kerning Editing

To edit kerning manually, drag the kerning line (or right glyph of the
kerning pair) using the left mouse button. If you click the right mouse
button while holding the left mouse button on the glyph or on the kerning
line, that kerning pair will be removed. You will see that the total
number of kerning pairs decreases.

Tip: if you hold Alt key and double-click the right glyph of the pair, it will
be copied to the left of the left glyph:

AVol

L

before Alt-double click to 'o’

Ao\fl?T

Using the Keyboard

after Alt-double-click

When a glyph is selected in the sample string you can use the left and right
arrow keys to change the kerning by one font unit at each key click. Hold
the SuiFt key to change the kerning by 10 font units.

Use the CtrL+[ and CtrL+] keys to change the glyph in the string and PacEe
Up and PAGE DowN keys to move to the previous and next glyph in the
string.



Using the Metrics Panel

When the properties area is expanded and kerning editing mode is
activated you can see all the glyph metrics and pair kerning information in

the editing field:
M: & W A T ]
had 43 TOE 43 Toz 436
+ 1 28 -1 -8 -8
+ a -19 a 10 -24
ke e e |
[ Tdz E3 TOE E3 T4z 4] Tz [ a4z ]

VAT

Kerning is displayed on the fifth row in the Metrics Panel and each value is
positioned between the glyphs that form the kerning pair. The background
color for the kerning value is white when there is no kerning, light blue if
kerning is negative (glyphs are shifted toward each other) and yellow if

kerning is positive.

To change the kerning value, click on the kerning row in the table and
enter the new value. Click ENTER key on the keyboard to accept the changes
or Esc to cancel. Use the TaB and SHIFT+TAB keys to select a pair in the

sample string.
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Using the Metrics Table

If the metrics table is visible (if not, use the #E button on the toolbar or the

button on the bottom panel to show it) in kerning mode it will have
three columns:

2nd ‘walue

-15
79
28
£9
54
2
47
4
e}
12
-1z
12
2
-1z
]
3
-

iy
i

o O e -
T T Tw TR oo T oS Ao

The first two columns contain the names of the first and second glyphs of

the pair. The third column contains the kerning value. If the kerning value
is on a light-blue background it means that it is negative. Positive kerning
is on a light-yellow background.

If the digits are red-colored it means that this pair is a class kerning
exception (see below for more information about class kerning and
exceptions).

You can easily change the kerning for a pair - click the number in the right
column and enter the new value. Click ENTER to accept or Esc to cancel.
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Filtering Pairs in the Table

The number of kerning pairs in a big font can be huge and navigating a
kerning table with a thousand rows may be difficult.

Use the filter control below the table to limit the number of pairs that are
put into the table:

[ Al pairs - ]

Al pairs

Cne alvph is selecked

Both glvphs are selected
Cne glyph is in encoding
Both glvphs are in encoding

If you select All pairs, it will list all available pairs. The other options will
show only the pairs that follow the selected rule.

For example, to show all pairs that have 'A' on the left or right side, choose
One glyph is selected and select 'A’ in the Font window.

If you select Both glyphs are selected and select 'A' and 'V', you will see
only two lines: AV and V A.
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Generating Context

If no pair is selected in the editing field and you click on a pair in the
Metrics table, Fontlab Studio will automatically generate sample text that
"highlights" the selected pair and allows you to see how the kerning in this
pair works in a real-life situation:

HOHAenon
HHHAennn

OOOAeo000
XHX Aexox

The selected pair appears in the middle of each string with some optically
unique glyphs on the left and on the right. Selection of these glyphs
depends on the case of the first and second glyphs of the pair: uppercase
glyphs will get uppercase neighbors.

You can customize the context by editing the metrics.txt file located in the
Fontlab Studio user files folder.

Deleting Pairs

Select a pair in the Metrics table and click on the DELETE key on the
keyboard. The pair will be removed.

Of course, you can use the Edit > Undo command to get your pair back.



Using the Kerning Dialog

You may add or delete kerning pairs linked to a selected glyph and enter
precise kerning values using the Kerning Information dialog box.

To open this dialog box press the & button on the Metrics window
toolbar and select the ] Edit Kerning command from the menu or select
the Edit Kerning command in the context menu of the main editing area.
This command is also available in the Tools menu on the bottom panel.

You will see the following dialog box:

Kerning Information

1sk glyph 2nd glyph Kernin #* |
h {; -42
A Zamall -10
A Jsmall 20
| & T 5
A Tamall -4
h u =20
A I=mnall -10
| & W o4
A Warnall =30 |
A % an
e | @ | [

--------- D/

1st 23 Znd count; 11 Total pairs: 752

]

[] Shows kerning only For the current glyph I ok l [ e ]

In the top half of the dialog box you see a table that has information about
all the kerning pairs in which the current glyph is on the left. Each row of
this table includes the name of the paired glyph on the right and the
kerning value.
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You can sort this list by the names of the “right” glyphs or by the kerning
value. To sort the list, click on the header of the column that you want to
use as the sort key.

You can edit a kerning value or change the right glyph of the pair
using the edit controls below the list. The sample window in the bottom
part of the dialog box previews the selected kerning pair. You will
immediately see the result of the changes in the Metrics window.

To add a new kerning pair press the Add button. The currently selected
pair will be duplicated and you can change it. This is very useful when you
want to add a kerning pair that has a value equal to an existing pair but the
right glyph is different, as in the “Ta” and “Ta” pairs.

To remove a kerning pair select it and press the Del button.

You may also remove all kerning pairs associated with the current glyph by
pressing the Reset button.



Adding Kerning Pairs

To quickly add many new kerning pairs you can use the Add Pairs
command which is available in the context menu at the bottom, Tools
menu or in the menu that appears if you click on the #& button in the
Metrics window toolbar.

Enter kerning pairs followed by a kerning value in the editing box in the
top. You will see a preview of the kerning in the panel below:

Add Kerning Pairs &|

Mew pairs: 1st name, Znd name, value separated by space or comma:

AY-100AT-70

AV AT

[ Ok ][ Cancel ]

You can paste kerning data from a text editor or table application or click

on the button to read kerning data from a text file.

575



576

Automatic Kerning Generation

The easiest way to apply kerning to a font is to use FontLab Studio’s
autokerning algorithm. This algorithm analyzes the shape of the glyphs in
the given pairs and automatically kerns them. You can control the pairs list
that the autokerning algorithm processes as well as other parameters.

To define kerning automatically press the % button on the toolbar, or
select the Auto Kerning command in the popup menu.

The Automatic Kerning Generation dialog box appears:

Automatic Kerning Generation @

¥ou wank to generate kerning for: ;P.II pairs in the Following list |
Pairs list: | Standard ¥

[ JRespect kerning dasses

How much white space do yvou wank to leave between glyphs?
| Custam v | custam: [40
‘When do you want ko keep existing kerning?
iNeverﬂ o ) v 10 :'%
[ Allows For positive kerning
Magimum number of pairs to generate:; 1024

Smallsst allowable kern (absalute valuel: | 10

[ oK ][ Cancel ]

This dialog box consists of two areas: the Area of application and
Parameters.

In the first area you select the pairs for which the algorithm will compute
kerning values. You can choose between Current pair only (available if
one of the pairs is selected in the editing area), All Pairs in the current
string, or All Pairs in the following list.

The second area allows you to generate kerning for all the pairs located in a
special list file. The list files are stored in a Kerning subdirectory of
FontLab’s installation directory. You can create your own kerning pair files
or use one of the files placed there at the time of FontLab’s installation.



If the Respect kerning classes button is checked, then the autokerning
algorithm will be applied only to key glyphs of the kerning classes and to
glyphs that do not belong to any kerning class.

The Parameters option lets you customise the autokerning algorithm. The
most used option is: How much white space do you want to leave
between glyphs? This controls how close the glyphs will be moved
together while computing kerning in the pair.

The Allow for positive kerning check box lets the autokerning algorithm
produce positive kerning in pairs. Positive kerning moves glyphs apart
from each other. Positive kerning is usually not recommended but there
may be occasional circumstances where it is needed.

If you want to save the existing kerning the combo box lets you control the
disposition of the existing (imported or manually created) kerning pairs.
You can replace existing pairs by automatically generating new ones, keep
them unchanged, or select the condition mode.

The Maximum number of generated pairs and Maximum absolute value
for generated kerning options control the possible number of
automatically created pairs and the maximum normal (negative or
positive) kerning value.
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Resetting Kerning

To remove the kerning information for some glyphs or for the entire font
you must use the Reset Kerning feature. To open the Reset Kerning dialog

box press on the #% or select the Reset Kerning command in the popup

menu.

The Reset Kerning dialog box appears:

Reset Kerning

‘What exactly do vou want ko do?

(") Reset kerning For all pairs in the string
(") Reset kerning For all glyphs in the string
(%) Limit the number of kerning pairs to 1000 |

() Delete all pairs that are less than 1D
[]check all masters of the MM Fonk
(") Completely reset kerning in the current Fonk

3

I Ok ][ Cancel ]

This dialog box includes options that control kerning removal.

Available options are:

Reset kerning for the
current pair

This is the default if a pair is selected. Removes kerning
for that pair only. You can get the same result by clicking
the right mouse button while editing kerning in the
current pair

Reset kerning for all pairs
in the string

Default if no pairs are selected. Removes kerning in all
pairs that exist in the current string

Reset kerning for all
glyphs in the string

Removes kerning in all pairs that include glyphs in the
current string

Limit number of
kerning pairs to...

Kerns only the given number of pairs with the largest
absolute kerning value

Delete all pairs that are
less than...

Removes all pairs that have a kerning value less than the
given value. The absolute value of kerning is compared

Completely reset kerning
in the current font

Removes all the kerning pairs available in the font.
Because this is not an undoable operation, the warning
dialog asks you to save the current metrics and kerning
data in the temporary file.




Adjusting Metrics and Kerning

If you want to change metrics or kerning by some fixed value and the

manual process will take too much time, you can use the Transform dialog

box.

1. Switch to the Font window.

2. Select the glyphs that you want to process.

3. Open the Actions dialog box using the Tools > Actions command.

4. Inthe dialog box select the Metrics > Adjust metrics action:

Actions

Select an action:
[ [=- Metrics
L Set width (600 C)
Set sidebearings (550, 5500 ¢
Center glvph
Autospacing 5:2 1:2
Adjust metrics (8) by 0 units ¢
LMl Ffferts

(] Loft sidebearing
|[C] Right: sidebearing
O] width

[¥] kerning

[ apply ta entire Font

Current action:  Adjust metrics and kerning

X

[ shift the Mask layer
[ Use the measurement line
Affect composites

[ CK l [ Cancel
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In the options area select the metrics that you want to change:

| Left sidebearing
[] Right sidebearing
[] width

Kerning

Enter the amount by which you want to adjust the values and select the
units (which can be font units or a percentage of the source value).
Enter a positive number to increase metrics distances or kerning or a
negative value — to decrease.

Normally metrics are measured from the bounding box. You can
change this, however, if you want, to measurement from a
measurement line by using the check box.

The Affect composites option lets you choose what will happen with
composite glyphs that reference glyphs whose metrics you adjust using
this action. If the checkbox is on (which is the default) the position of
the components in composites will be adjusted to compensate for the
change of the left sidebearing of the referenced glyph, so the shape of
the composite is not changed. If you want to avoid this effect, uncheck
this option.

The measurement line is a horizontal line (defined in the Glyph
Window) that defines a “slice” which is used to measure the distance
from outline to sidebearings. Please refer to the “Glyph Window”
chapter for more detail.



Class-Based Kerning

Some glyphs in a font may have a similar shape and may be kerned equally.
For example, “A” and “Acaron” will have the same kerning value if kerned
with “T” or “Tcaron”. With the standard kerning system this will require 4
kerning pairs. If the number of similar glyphs in the group increases, the
number of necessary pairs will rise dramatically.

A better way to handle the kerning of similar glyphs is to define glyph
groups or classes. In our example the first class will contain the glyphs “A”
and “Acaron” and the second “T” and “Tcaron”. Then we will need to define
only one pair and all glyphs in both classes will be covered.

Kerning classes may save a lot of time if you need to kern a font that
contains a lot of similar glyphs. The typical number of class kerning pairs
(which define kerning between classes) is a few hundred. Compare this to
several thousand pairs that are necessary to define the same kerning data
using traditional methods.

Classes are also actively used to define OpenType features that are
applicable to a set of glyphs, so we will return to this subject in the
“OpenType Fonts” chapter.
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Class-Based Kerning and OpenType Fonts

By default, FontLab will keep a class-based kerning structure when you
open an OpenType font that has it. For each kerning class FontLab will
automatically generate a class name and mark the first glyph in the class as
the key glyph. This feature allows you to work with the huge kerning tables
of some OpenType fonts in a comfortable environment that excludes most
repetitive pairs.

When you finish edit kerning pair values in the Metrics window you need
to create a “kern” feature that will build kerning into the final OpenType
font. You can use the special macro program available in the Macros
submenu of the Metrics window context menu or you can simply remove
the kern feature and FontLab will automatically generate a new one on
export of the OpenType font.



Classes Panel

To define glyph classes in FontLab you need to use the Classes panel.
Open the panel using the Panels > Classes command from the Window

menu.

B | B | X

w_AL # || Mame Unic... | width | <- | —-» | Type i
:-: " Do 044 813 29 42
smial

gt T op4F ezl 48 49

g Qlg 0051 815 48 -3zl

# psmal & | oslash ooos  &21 48 43

# (1 BEth ] 513 29 4z

K _C Ooarute oo a2t 48 48

% _Csmalll O|ocircumflex: 0004 821 48 48 :
K _Csmall O|oderesis 0ODs 821 48 48

O|ograve ooz a2l 45 45

¥ _D=zmall oo

g O otilde ooos 821 48 48

& Femall Dinearnn nE A LI 7 &
¥ G _Dn 0" 0 G Oslash Eth Qacuke Coircumflex Odieresis Ograve Ctilde Doaron

& Gsmal Dcroat Chungarumlaut Omacron

E_H

¥ Hereazll V

< | >

|P.II classes hd

14 glyphs in this kerning class

This panel contains a toolbar, a list of classes, a class preview panel, a class

definition panel and a status bar that tells you how many glyphs are
defined for the current class.
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On the toolbar there are several buttons:

i File operations

J'g] Reset Classes
% Open Classes

Generate Classes, ..

Clean Up Classes

i Save Classes
~®  Close Panel

Reset classes — removes all classes

Open classes — opens the class information from the
text file

Copy classes from a Font -- copies all classes from
another opened font

Generate Classes... -- automatically generates kerning
and metrics classes using advanced optical algorithms
Clean Up Classes -- checks all glyphs in all classes and
allows you to remove nonexistent glyphs or tries to
automatically create them

Save classes — saves information about the font classes
to a text file

Close panel - closes the Classes panel

We will discuss all these commands below.

Choose view mode

Use this button to select one of the class preview modes
in the drop-down menu:

00 Large Icons

List

oo| oo
Il \s

Details

Select class

Selects all glyphs that belong to the current class in the
Font window

+" Mark class

Marks all class glyphs in red

¥ Remove glyph

Removes the glyphs selected in the class preview panel
from the class

#% Add as Component

Adds the glyph selected in the class preview panel to the
current glyph window as a component.




Three additional buttons are in the status bar:

+ v Add class Defines a new class
7  Remove class Removes the current class
Accept Click this button to accept the changes made to the class

definition code.
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Class Definition

Every class is defined as a list of glyph names preceded by the class name:
_s3: s' scircumflex scaron

The class name may only include uppercase and lowercase English letters,
digits as well as underscore (_) and period (.). Spaces and special
characters are not permitted in class names!

There are three types of classes:

Kerning classes. These are used to group together glyphs that will share
the same kerning value. If a kerning pair is defined or changed for one of
the glyphs in the class, the remaining glyphs will automatically share the
same kerning value. The name of a kerning class must start with an
underscore (e.g. _a).

Metrics classes. These are used to group together glyphs that will share
the same metrics (advanced width and sidebearings). If metrics are
changed for one of the glyphs, the user can quickly propagate the change to
other glyphs using Metrics Assistance. Note that unlike with kerning
classes, the changes made to one of the glyphs in a metrics class are not
automatically reflected in the other glyphs. The name of a metrics class
must start with a period (e.g. .n).

OpenType classes. These are used in OpenType Layout feature
definitions. For example, the layout feature for old style figures (“onum”)
may replace a class of lining figures with a class of old-style figures. The
name of an OpenType class must start with an uppercase or a lowercase
letter (e.g. smcp2).

Each kerning class and each metrics class must have exactly one key
glyph defined — this is done by following one of the glyph names in the
glyph definition by the quotesingle (') character. The key glyph acts as a
“representative” of the class. The user defines the metrics or kerning for
the key glyph and then — automatically or semi-automatically — the
changes are propagated to the remaining glyphs in the class. A metrics or
kerning class may not contain more than one key glyph. All non-key glyphs
are called dependent glyphs or child glyphs.

The class definition appears in the bottom part of the panel and you can
edit it to add or remove glyphs.



=

Defining the Class

Click on the '* ™ button to define a new class. From the flyout menu
select New Kerning Class, New Metrics Class or New OpenType Class.
Choose New Kerning Class. You will see a default class name appear in the
list of classes and in the class definition panel:

_kernt:

You can manually enter glyph names that you want to add to the class
after a colon glyph:

_kern1: A Acaron

or you can drag-drop glyphs from the Font Window to append their
names to the class.

Tip: Use the Edit > Find command to quickly find all glyphs which have
names begin with 'A'.

[Marne v || begins with ~| | & .
A o041
AF e
Bacuke ooc1
Acircumfles aazz
Adieresis oocd
Agrave 000 o
Total: &
[#] Create unexisting glyph [ QK ] [ Zancel ]

Select glyphs in the list |
Click on the Select button to select all the glyphs found.
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It’s time to rename the class. Use the class definition panel and change
“_kernl” to “_A”. Click on the Accept button. Your Classes panel should
now look something like this:

neal Ta] [A A A

[ Agrave Aacute acircumfles

A A Al

Atilde Adieresis Aring

_A: & Agrave Aacube Acircumflex Atilde Adieresis Aring

|_.C\II classes 1 A
7 glyphs in this kerning class

Repeat the procedure to define a class for “T”-like glyphs.

Important: After making any changes to a class definition, click the
EnTER key on the keyboard or the Accept button on the Classes panel.
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Key Glyph

Kerning classes must include a declaration of the key glyph that is used as a

kerning master for other glyphs in the class.

To define a key glyph, add a single quote (') after its name in the class
definition text:

» -

A A A A

A Agrave Bacute Acircumflesx

A A A

Akilde Adieresis Aring

0 &' Agrave Aacuke Acircumflex Akilde Adieresis Aring

After you accept the changes made in the class definition string, the key
glyph will get a yellow background in the preview panel.
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Rearranging Classes and Glyphs

You can easily rearrange classes in the class list by dragging them to a new
place. Also, you can copy glyphs from one class to another using the drag-
drop method:

1. Select the glyphs in the source class.
2. Dragthem to the class list.
3. Drag over the classes list until the destination class is selected.

4. Move the mouse cursor to the glyph palette and release the button -
you will see that the glyphs are added to the destination class.



Editing Class-Based Kerning

To define kerning for a class you need to define the kerning for the key
glyph of the class using the standard tools of the Metrics panel in kerning
mode.

When you enter glyphs that are used as key glyphs into the kerning-editing
string and select a pair of them for kerning editing you will see two buttons
appear below the glyph images:

If you click on one of these buttons you will see a popup menu that lists all
classes where the glyph acts as a key glyph:
LE

key alvph in class  » N

Select the class name and it opens for preview in the Classes panel.

Similar buttons appear when you edit kerning using the Kerning Editor
dialog box:

¥ [»]a v|[]| 120 2

Their purpose is the same — to preview classes in which the currently
selected glyph serves as a key glyph.

Tip: hold down the Ctrl key and click on the "class menu" icon. If a glyph is
a member of the class, it will be replaced by the key glyph of that class.
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Side of the Class

When kerning for the key glyphs is defined, you may apply the kerning
value to other glyphs of the class. To do that you need to specify if the class
contains glyphs that must have the same kerning on the left or on the right
side. For example, the B D E F H glyphs all have the same shape on the left
side, so in many cases the kerning pairs where they are the second glyphs
will be the same:

oB oD oE ol oH

This means that in this case 'B' is the key glyph of the "right" or "second"
class - its members are the second glyphs in a pair (which is "right" in the
case of left-to-right writing scripts).

From the other side, such glyphs as D O Q and Oslash have roughly the
same shape on the right side, so they can work as the first glyph in a pair:

Dv Ov Qv Qv

Some glyphs may have the same shape on both sides, which may mean that
they can be used as first or second glyphs in a pair.

To specify the "side" of a kerning class, you may use the Kerning Assistance
panel or the checkboxes in the class list:

KA vl I
Gl [
B [ [
B D [ &[]
B R [ &[]
E_5 v @[
BT [
| v ]

A check box to the right of the central dot means that a glyph in this class
may act as a second glyph of a pair (as in our first example above). A check
box to the left means that the class contains first glyphs of pairs.
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Generating Kerning Classes Automatically

Fontlab Studio 5 has a very smart algorithm that can automatically
generate kerning and metrics classes.

Click on the command menu button in the Metrics window toolbar to open
the menu:

Auta,..
Add Pairs...

Reset Kerning...

Bl X =, ¢

Edit Kerning...

U

Assistance...

Select the Generate Classes command. You will see a dialog box:

Automatic Classes Generation

Perform analysis between
| Baseline | and

| Caps Height %

Adjust For smallcaps and lowercase

Generate metrics classes B
Generate kerning classes

[ Compress flat kerning ko class kerning after classes are generated
Da nat mix characters from different scripts in the class

[ Jonly combine glyphs compatible on both sides

[ ok |[ Cancel ]

To generate metrics and kerning classes Fontlab Studio analyzes the shape
of the glyphs. Those glyphs that have similar shapes on the left or right side

are combined into a kerning class. If both sides are similar then a metrics
class can be generated.
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The first group of controls defines the area that is used to analyze glyph
shape. The preview to the right shows this area. It could be from baseline
to Caps height or from descender to ascender or any combination.

If the Adjust for smallcaps and lowercase option is active, then it will
automatically lower the top line of the area if lowercase or small caps
glyphs are analyzed.

The controls in the bottom allow you to choose what kind of classes you
want to generate. These could be metrics or kerning classes or both.

If you want to generate kerning classes, you will get a few more options:

Compress flat kerning to class kerning after classes are
generated

If this option is on, then Fontlab Studio will not only generate kerning
classes but also convert plain pair kerning into class-based kerning. This is
the fastest way to convert plain TrueType or Type 1 kerning to modern
OpenType-based kerning.

Do not mix characters from different scripts in the class

If this option is active (which is recommended) then Fontlab Studio will
check the Unicode index (or some other properties if Unicode is not
defined yet) to check that glyphs that belong to different scripts will not go
into the same class. In other words, even if Latin 'A' and Cyrillic 'A’ are
identical, they will not go into the same class.

Only combine glyphs compatible on both sides

Activate this option if you want to get smaller classes with much more
similar glyphs. Usually if this option is on, only base glyphs and composite
glyphs that reference the base will be combined into a class.

Generate Classes

This command is also available in the File menu of the Classes panel.



Kerning Exceptions

Suppose you have two kerning classes and some kerning is defined
between their key glyphs. The "Side" properties are set correctly so all
glyphs from both classes are kerned:

ke Kd ke

As you can see, last pair in the sample above has an obvious conflict — the
right glyph overlaps the left glyph.

To fix this situation we can use class kerning exceptions - individually
kerned pairs that correct class-based kerning. In the example above, we
will define a new kerning pair between F and egrave:

ke kd Fe

Notice that the bar below the kerning pair has a different color: "real"
kerning of the key glyphs is black, a "virtual" kerning pair which is a result
of class-based kerning is gray and an exception is red.

Similarly, in the kerning table the kerning value for exception is colored
red.
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Class Kerning Modes
To control how class-based kerning and exceptions work in the Metrics
window, choose one of the class kerning modes.
Click on this button in the Metrics window toolbar:
0o (&
AV
Class kerning

v Class kerning with exceptions
Class kerning in key pairs only

Individual pair kerning {class kerning is off)

Class kerning

If this option is active, only class kerning is editable and no exceptions are
allowed. So if you have kerning defined between "left" _A class and "right"
_T class, then if you change the kerning between any two members of the
class, it will be the same as if you had changed the kerning between the two

key glyphs.
Class kerning with exceptions

In this case if you modify the kerning between two members of a class that
are not key glyphs, you will define an exception.

Class kerning in key pairs only

This option allows you to modify kerning only in key glyphs, all other
members of the class are "locked".

Individual pair kerning

If this mode is active, class kerning is completely ignored.



Previewing Class-based Kerning

In the Metrics table key glyphs of the classes have a light-blue area to the
right of the glyph name:

2, C 47
2, T a5

If you click on this area, Fontlab Studio will automatically generate a
sample string that contains the second glyph of the pair kerned with all
glyphs of the class:

a8 -, O
If you press the ALt key and click on the class area of the pair of two key

glyphs, it will generate a sample string that contains all combinations of all
glyphs of the two classes.

Instead of clicking on the class area, you can press CoNTROL and click on
the glyph name.
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Kerning Classes and OpenType Kerning

OpenType fonts (TrueType or PostScript flavored) may have kerning in
two places: the kern table and the kern positioning feature.

The kern table may contain only plain kerning, not dependent on any
classes. It is used by applications that don't know how to use OpenType
positioning features.

The kern feature allows you to define very complicated kerning, which
includes class-based kerning and even more complex things like three-
glyph kerning or context-dependent kerning.

Fontlab Studio 5 allows you to generate both types of kerning data blocks
in the exported OpenType font file. This is controlled in Tools > Options >
Generating OpenType and TrueType > Kerning:

Export "kern” Lable

[]Expand class kerning while building [kern] table

Generate "kern” feature if it is nok defined

As you can see, there are two check boxes: Export "kern" table and
Generate "kern" feature if it is not defined.

The first check box also has some options that control kerning expansion -
conversion of class-based kerning to plain kerning supported by the table.
We will discuss kerning expansion in the next section.

Is important to understand that the only way to put class-based kerning
into the final font file (and keep it as class kerning, without expanding it to
plain table) is to build the "kern" feature. You can do it manually, using the
OpenType editor described on page 841 or you can use the automation
tools provided by Fontlab Studio.



Please note that if you have the kern feature already defined, all
changes that you make in kerning or in classes or in class
kerning properties will have no effect until you re-generate the
kern feature.

There are three ways to update the kern feature:

1. Use the "Generate Kern feature" command from the Metrics window
context menu (in Kerning mode).

2. Use the same command located in the file menu of the OpenType
panel.

3. Use the Kerning Assistance dialog box that is described below.
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Kerning Assistance

FontLab has a special dialog box that can simplify the creation of class-
based kerning. Before you start using it, define some kerning classes
(which have their name preceded by an underscore and one of the glyphs
in the class is selected as a key glyph).

To open the Kerning Assistance dialog box use the Tools > Kerning
Assistance command:

OpenType Kerning Assistance El
Tw RO B0 @ &
15t Classes - 2nd Classes A |
BB
L N 5,5 i
200! T
iR uu
55 A
_Ju R
Y o
Y _al,a
Az oy o
-2 2 i f
W= ¥ | =7 ~

-~ b o~ F .e .
There is no kerning defined for this pair

[ E.E g D.C\n eﬁ\:cute Acircumflex Adieresis Agrave Aring Atil-cllle_ hbreve Arnacran I
¥|
[ Expand l [Compress l l Update [kern] feature l I Save l [ Cancel ]

The dialog box has a toolbar at the top, two lists of kerning classes (for left
and right glyphs in the pair) and a sample panel that shows the result of
kerning of the pair.



The left and right lists contain all the kerning classes of your font. The
classes on the left contain the first glyph of a pair. The right list contains
second glyphs of pairs. Check the classes that may act as a first glyph (see
previous section for explanation of the class side). Those classes which are
kerned with the key glyph of the "left" class will be highlighted with a
yellow background and the sample panel below the lists will preview
combinations of glyphs from the first and second class that are currently
selected.

The actual kerning positioning and the exact kerning value come from the
kerning of the key glyphs of each of the kerning classes. This means that if
you have an “_A-class” and a “_V-class” which have ‘A’ and V’ as key
glyphs in each class, respectively, you must define the kerning for the “AV”
pair using the Metrics window. If you then checked “_A-class” in the left
list and “_V-class” in the right list all glyphs in these classes would be
kerned by the same value as the “AV” pair.

A preview panel in the bottom of the dialog box can preview the result of
the class kerning. Left-drag to scroll the preview panel and see more
sample pairs.

right-to-left direction.

Buttons on the toolbar for working with the kerning data:

K-, Open data file Opens the data file with the kerning assistance
information. FontLab can open data files saved by itself
and kerning assistance files saved from Fontographer®.
In the latter case FontLab will automatically generate
kerning classes and check them in the list similarly to the
Fontographer® Kerning Assistance dialog box.

K@ Save data file Saves current kerning assistance information to a data
file so you can apply it to a different font.

Select all Checks all items in the current list (left or right)

[] Deselect Unchecks all items in the current list
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Defining a New Class

You can define a new kerning class without leaving the Kerning assistance
dialog box. Click on the button and enter the class name and list of

glyphs in the panel that is below the preview panel. Click the accept
button to add the new class to the lists. Do not forget to mark the key glyph
of the class with the single quote character: "_kerni: A' Agrave"

Editing the Class Code

Use the class panel (located below the preview) to change the class -
remove or add glyphs. Click on the accept button to put the changes into
effect.



Expanding Kerning

Sometimes you may need to convert class-based kerning into a plain
kerning table. To do so click the Expand Kerning button. You will see a
dialog box that lets you customize the expanding process:

Expand Kerning @

<= With this Function wou can convert class-based kerning ko some pair
: kerning table. Mote that this may result in generation of thousand
of new kerning pairs,

. Create only palrs wﬂ:h glyphs in these codepages,l'encod|ngs

Current cndepage in the Font WII‘IdDW
[ Codepages
# Encodings

[ Jkeep existing pairs
Lirnit total number of pairs in the kable to 2045

[ Expand |l Cancel l

Expanding class kerning may generate a lot of new kerning pairs: if you
have two classes kerned and each has 10 glyphs expanding will create 99
new kerning pairs. To let you control this process we introduced filtering
options.

The first option, Create only pairs with glyphs in these
codepages/encodings, lets you select the languages that you want to
support by the new expanded pairs. Select one or more codepages or
encodings and Fontlab Studio will generate only those pairs that have both
glyphs in one of the selected codepages or encodings.

The second option, Keep existing pairs, allows you to control the
preference of existing kerning pairs over the new automatically generated
pairs.

The third option, Limit total number of pairs..., allows you to limit the
total number of newly generated pairs. Filtering is based on the absolute
value of the pair - pairs with bigger values (positive or negative) have a
better chance of being generated.
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After you select your options and click the Expand button Fontlab Studio
will calculate the number of new and modified pairs and issue a warning.
Click Yes to continue and No to cancel.

Compressing Kerning

Fontlab Studio can perform an operation that is the opposite of expanding
class-based kerning. It is called kerning compression. If you have some
plain kerning in your font and have defined some kerning classes
(manually or automatically), you can convert plain kerning to class
kerning. Click on the Compress button. You will see a warning message
and if you press on the Compress kerning table button Fontlab Studio will
analyze the kerning table and classes and try to remove plain kerning pairs
that are unnecessary if class kerning is correctly defined for the font.

Updating the "kern" Feature

If you change some properties of the kerning classes in the Metrics
window, Classes panel or Kerning assistance dialog box, this updated
information will be stored in the font (and saved in the VFB file) but will
have no effect on the exported OpenType font. To put class kerning into
effect you need to store it in the form of a "kern" feature that is compiled
into a binary glyph positioning table.

To update the kern feature click on this button:

pdate [kern] feature




You may open the OpenType panel (Window > Panels > OpenType) to see

the new kern feature:

< IR RS S~ B

adi A e pos F @ A1 -66; o
cpsp erum pos F @_TL 70; T
kern enum pos F @_T 70

DEOI ermm pos F [a ae aacute acircumflex aogor
loxc| enum pos F [c d e o g oslash oe eth coed:
;fnsci:n enum pos F [i dotlessi iacute icircumfles
s enum pos F [@_1 35

i ermum pos F B _r -36;

LA enum pos F E_u -34;

prium enum pos F [Asmall bacutesmall AFsmall
trum ermum pos F [Bswall Dswall Esmall Fsmall 1
sUpS (£ | b4
liga i

hist:

dlig

sinf

If you want to understand what this means, please refer to the “OpenType

Fonts” chapter on page 815.
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Metrics Assistance

Another way to use a kerning class is to adjust the metrics (advance width
and left and right sidebearings) in the glyphs that belong to the class. Use
the Tools > Metrics assistance command to open the Metrics assistance
dialog box:

Metrics Assistance

% " O
| Class Mame Copy Metrics Adjust e !
left, width
e left, width 0 units
D, D left, width 0 uniiks
E,E left, width 0 units
G, G left, width 0 uniiks
| 1 HH left, right 0 units
[k k left, width 0 uniiks
|l JE left, width 0 units
[] MmN left, width 0 uniiks
o0 left, width 0 units |
o _defe idil Al o
=
LA A | L O 1w [0 2 [uies &
[Juse the measurement line
Lo ] e A d ., - —_— s
A A Aring Aacute Abreve Agrave Atilde Amacron Aogonek Adieresis :
Acircumfles |
|
l apply and Save l I Save ] [ Zancel ]

It has a toolbar, a list of the metrics classes, a command area, a preview
panel and a class information panel that lets you change class definitions
and define new classes.

Before you start using class metrics, define some metrics classes (their
names must start with a period). You can do that inside the Metrics
assistance dialog box, but adding classes with the Classes panel is much
easier.
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The typical procedure to define class-based metrics:

1. Select the class in the list.

2. Check the checkbox to the left of the class name to indicate that that
the class must be processed.

3. Inthe control area below the list check the metrics you want to copy
from the key glyph of the class to the rest of the glyphs. It could be L
for the left sidebearing, R for the right sidebearing and W for the
advance width.

4. Ifyou want, you can use the Adjust field at the right of the control area
to change the metrics when they are copied from the key glyph of the
class. Enter a positive or negative value and select the units - font units
or percent of the original value.

Of course, you can generate some metrics classes automatically using the
Generate Classes feature described on page 593.

Optionally you can measure sidebearings along the measurement line,
which may be very useful if you are working with a serif font.

Use the preview panel to see the effect of your actions. To apply the new
metrics click the Apply and Save button. Click on the Save button to store
the metrics assistance information without actually changing the glyph
metrics.
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The editing field below the preview panel lets you change the class
definition. Click on the ¥ button to accept changes. To create a new class,

press the &l button.

Use the toolbar buttons to perform additional operations in the Metrics

Assistance dialog box:

M., Open data file

Opens the data file with the metrics assistance
information. FontLab Studio can open data files saved by
itself and metrics assistance files saved from
Fontographer®. In the latter case FontLab will
automatically generate classes and import all information
that is compatible with the FontLab metrics assistance
feature

Mg Save data file

Saves current metrics assistance information to the data
file so you can apply it to different fonts

Select all

Checks all classes in the list

[] Deselect

Unchecks all classes in the list.




Editing Metrics Class Properties in Classes
Panel

You can define "left", "right" and "width" properties of the metrics class
without opening the Metrics Assistance dialog box. If you look at the
metrics class in the Classes panel you will see that it has some controls to
the right of the name:

M zsmall LR
M H L [w|w [ R [w

These check boxes mean the same as the L, R and W controls in Metrics
assistance. Use them to declare the properties of the metrics class.

You will have to open the Metrics assistance dialog box to apply metrics
class relations and adjust metrics accordingly.
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Opening Metrics Files

FontLab allows you to import metrics and/or kerning information into the
current font. Using this feature, you can create metric and kerning
information once and use it in several similar fonts.

To import a metrics file into FontLab click the & button on the
toolbar. You will see the standard Windows Open File dialog box. Select
the metrics file that you want to import (in PFM or AFM format) and press
the OK button.

The Import Metrics dialog box appears:

Import Metrics File

Import results:

Import of metrics file C\Program FilestCommmon
Files!Adobe\FontsCR, PFM was successful, IE conkains
metrics For 224 glyphs 216 of which exist in the current Font, Owverall
mektrics compatibility is 41.21%%, Awverage width difference is 176,
Metrics file includes 0 kerning pairs, 0 of which are new,

What do wou wank ko do with metrics
;Replan:.n.a anly rmekrics that ;E.u.r:a. close ko current v.:
Allowed difference between 1III| Yo
What da wou want ko da with kerning
Du:u nokhing W
'u'u'ljfut do you want ko do with okher

Do nothing W

[ 04 ] [ Cancel

The topmost control contains a legend describing the metrics file that you
are importing and its compatibility with the current font.



The options in the Parameters area let you select various metrics
importing options:

What do you want to do with the metrics data:

Do nothing Do not import metrics data from this file
Replace all metrics Import all metrics data (glyphs’ widths and
in the current font sidebearings) and replace the metrics data in the

current font. We recommend that you use this option
only if your font is very similar to the metrics file that
you are importing

Replace all metrics that are Replace only those metrics records that are similar to

close to current the imported metrics. The Possible difference
between metrics option controls the allowed
difference

Replace metrics that are These options are obvious.
thinner than in the current
font

Replace metrics that are
wider than in the current
font

What do you want to do with the kerning data:

Do nothing Do not import kerning data from the metrics file
Completely replace kerning Remove all existing kerning pairs and replace them
data in the current font with pairs imported from the metrics file

Add imported Leave the existing kerning pairs unchanged but add

kerning data to the current new kerning pairs from the metrics file
font

Add new kerning Import information about the glyphs that form each
pairs but autokern them kerning pair in the metrics file and apply an
autokerning algorithm to these pairs.

The What do you want to do with other data? option controls the font
header importing option. FontLab can import the Font Info data from the
metrics file and replace the current font info data if the Replace this data
in the current font option is selected.

Note that when you open a metrics file while editing the metrics of a
Multiple Master font only the metrics and kerning of the currently selected
master will be replaced. Be careful.
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Saving Metrics Files

When you export a font file in Type 1 font format the metrics files (in AFM
and PFM formats) are automatically written. The TrueType font format
includes all metrics information so it is not necessary to export additional

files.

However, if you want to export a metrics ﬁleﬁ Bzciblone, you can always do
so by using the Metrics Window. Just press the ‘& button on the Metrics

Window toolbar. The Standard Save File dialog box appears.

D

My Recent
Documnetts

F=
Ls

Desktop

My Documents
tp Computer
3

by M étwork

Savein: i"E?-Fonts ;. 2 ¥ B

[arremiers
(CDJReqrd

7 e PFM
&so FFM

File narme: iAEasIonF’ro-H eqgular w [ [ Save

]

Save as type: |.QII betrics Files b | [ Cancel ]

Save the INF file when AFM is saved

Select the destination format (AFM or PFM for single master fonts and
AMM or MMM for Multiple Master fonts), and the destination directory.
Enter the file name and press the Save button to save the metrics file.

You may choose whether to save the font information (.inf) file along with

the .afm metrics file or not.




Printing

While you are in the Metrics Window you can print sample strings with or
without metrics and kerning information. To do so select the Print
command in the File menu.

Choose the Font Sample page:

Printing

Fonk Table

Glyph List
The
(B

Font Sample

Font Waterfall

Al

Glyph Sample
-enAf
Al
Glyph Waterfall '~)

Font sample

A ket ko prink:

I hamburgevons
Text size: i-45 V| [ wiard wrap I Print right-to-left

Fill autlines

[ &pphy kerning
Print metrics data
[erink underline

[ ok

][ Cancel ]

You will see that the "A text to print" field is populated with the sample
string from the metrics window. Select other appropriate options and click
OK to print the sample.

Check the “Printing and Proofing Fonts” chapter on page 277 for more

printing options.
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Actions

In FontLab Studio you can transform glyphs in many ways. You can edit
glyphs and glyphs’ metrics manually using the Glyph and Metrics windows
described in previous chapters. Or you can use FontLab Studio’s actions to
edit glyphs or metrics automatically. Actions may be applied to one glyph,
to a range of glyphs selected in the Font window, to a special set of glyphs
(only to letters or only to digits, for example) or to a whole font. All actions
are carefully designed and often produce high-quality results that do not
require manual control or correction.

In this chapter we will show you how to use the actions and give a detailed
description of each available action.



The Actions Dialog Box

The easiest way to apply actions is to use the Actions dialog box. It is
accessible from the Tools menu while the Font or Glyph window is active.
Select the Action command from the Tools menu and you will see a dialog
box:

Select an action:

[#- Conbour
[#- Hinks and Guidelings
[+ Mekrics
[+ Effects

Current action:

[ ]apply ko entire font (o]

Note: in previous versions of FontLab, this dialog box was called
Transformation. By default the box is empty.

If you open this dialog while the Glyph window is active the action will be
applied only to the glyph currently open. If you open it while the Font
window is active then the action will be applied to all selected glyphs.
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To choose an action to run use the list of actions:

Select an action:

Contour

Hinks and Guidelines
Metrics
Effects

T By

Expand one of the categories to see all the actions:

. Shift [0, 0]

o Wiror [H]

- Scale [80.00, 100.00) HZ
.- Rotate [15.00° Cw) Z

Some action names are followed by their parameters in brackets.

Select an action and you will see a parameter panel appear below the list:

Current action: Rotate ghph

Rotation angle: | 15 (#) Clockwise () Counterclockwise M
Raotate around: | Origin poink (0,00 b

The contents of the parameter panel depend on the action selected. Note
the red MM mark in the right top corner of some parameter panels. This
mark means that the currently selected action may be applied to a single
master of a Multiple Master font. All actions that do not have this mark are
not compatible with MM fonts. You can use them, but all the masters will
stick together and you will lose the “multiple-masterness” of your font.

617



618

After you select an action and set its options, press the OK button to run
the action. If you are applying the action to a lot of glyphs a warning
message will appear telling you how many glyphs you will modify and
asking you for confirmation. Action applied to many glyphs is not
undoable, so it’s a good idea to save your font before running this action.

You can repeat the last action by choosing the Tools > Repeat Action

command or by pressing the [“= button in the Transformation panel.

Below you will find a detailed description of each available action. A
description of the more sophisticated Action Set dialog box, where you
can build an Action Set that can include many actions, finishes up this
chapter.



Actions

There are four groups of actions:

Contour The outline of a glyph is transformed

Hints and  Actions that are concerned with hints and links
Guidelines

Metrics Metrics information is transformed (includes automatic metrics
generation)

Effects A set of effects that can be applied to glyphs.

The actions in the Actions and Action Set panels can be applied to entire
glyphs only, not to parts of glyphs. If you wish to scale, rotate or mirror a
selected portion of a glyph rather than the entire glyph, please use the
Transformation panel (Windows menu) or the Free Transform feature
(context menu of an outline selection).
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Contour Transformation

Here is a list of all the outline transformation actions:

Shift Shifts the glyph’s outline

Mirror Mirrors the glyph vertically or horizontally

Scale Scales the glyph proportionally or non-proportionally
Rotate Rotates the glyph

Slant Slants the glyph

Decompose Decomposes a composite glyph

Curves to PostScript Converts an outline to the Type 1 (3"d-order curves) format

Curves to TrueType Converts an outline to the TrueType (2"d-order curves) format

Contour Direction

Sets the direction of contours to PostScript or TrueType or
reverses all contours

Connections Automatically detects the connection types between the
contour segments
Extremes Automatically inserts points at extreme points on curves

Remove Overlap

Removes overlapping parts of the glyphs’ outline

Make Master

Automatically calculates the 4th master when 3 other masters
are known

Optimize

Optimizes the glyph outline with a custom set of options

Blend

Blends the outline and mask layers.




Shift

Horizontal shift: | 0 Wertical shift: | 0 M1

[ shift: the Mask layer

This action shifts the outline of the glyph in the vertical and/or horizontal
direction. Here is a sample of a font with some glyphs shifted in the vertical
direction:

Sample text

You can also shift glyphs in the vertical direction in the metrics mode of the
Metrics window: hold the SurFT key and drag the glyph.

Use the Shift the Mask Layer control to shift the mask layer together with
the outline or to leave it untouched.

Mirror

Horizontal mirror — [] Yertical mirror M
|:| Mirrar mekrics

Here is the result of this simple transformation:

ésmqls fext

The letters in the word “Sample” were mirrored horizontally and the letters
in the word “text” — vertically.

Use the Mirror Metrics control to swap left and right sidebearings of a
glyph.
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Scale

Horizontal scale: | &0 [ IProportional scale 1
Vertical scale: | 100 Scale hinks Scale metrics
Scale center: | Crigin point (0,00 v

This action lets you scale your glyphs proportionally or non-proportionally.
Enter your desired vertical and horizontal scale factors in the edit fields.
Switch on the Proportional scale option to keep the vertical and horizontal
scale factors the same.

Switch off the Scale hints option to avoid scaling hints along with the
glyph’s outline. Scaling hints’ width is not always precise so if you scale
hints with the outline you sometimes find that some hints now miss the
nodes that they were supposed to hint. We recommend converting hints to
links before this transformation to keep the proper width and position of
hints.

Here is an example of this transformation (the letters of the word “Sample”
were scaled 80% horizontally and the letters of word “text” were
proportionally scaled to 120% of original size):

Sample teXt



Rotate

Rotation angle: | 15 {(*) Clockwise () Counterclockwise L)
Raotate around: | Crigin poink (0,00 w

This transformation action simply rotates glyphs. You can set the rotation
angle, the position of the center of rotation and the direction of rotation.

You can rotate glyphs around the origin point, around the reference point,
around the center of the glyph’s bounding box or you can specify a point
that will be used as the center of rotation.

To specify the reference point, drag the glyph's origin point %* in the Glyph
window.

Here is an example of the same rotation transformation around different
center points:

x
x
Slant
Slant angle: | 12 () slant to the right () Slant bo the left
Slant center: | Crigin poink (0,00 b

This action slants glyphs. It is the quickest way to make an oblique version
of your font. Just apply this transformation to all the font’s glyphs and
correct the Font Info settings to let the operating system know that this
font is now oblique.

Here is a sample of Slant transformation (“Sample” is slanted 12 degrees to
the right and “text” is slanted 30 degrees left):

SamplexsiX
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Decompose

This action is the equivalent of the Decompose command from the Glyph
menu. It replaces references to other glyphs (components) by the
respective outlines. If the components were scaled or shifted, this
information is retained accordingly. Applied to the whole font, it makes the
font free of composites.

Curves to PostScript

This action converts all TrueType curves (2nd-order, quadratic B-splines) in
the selected glyphs into PostScript curves (Type 1 curves, 3rd-order, cubic
Bezier curves). TrueType curves are used in TrueType and OpenType TT
fonts, PostScript curves are used in Type 1, OpenType PS and MM fonts.
Use this command if you want to manually prepare a TrueType font for
conversion into Type 1 format, or if you opened a TrueType font but prefer
to edit outlines in the Bezier form. This action does not change the contour
direction — do not forget to correct the direction of the contours to make
the glyphs compatible with the Type 1 or the OpenType PS format
requirements.

Curves to TrueType

This action is the reverse of the previous one. It converts PostScript curves
into TrueType curves. Usually, it is used to prepare a Type 1 font for
manual TrueType hinting. This action does not change the contour
direction so you need to correct the direction of the contours in an extra
step, using the following action.

Contour Direction

() et direction ko PostScript (black on the left)
() set direction ko TrueType (black on the right)
() Reverse all contours

This action automatically detects the direction of contours and corrects
them according to the option selected. The Reverse all contours option
just changes the direction of all contours to the opposite.



Connections

Use this action to reset and recalculate the types of connections between
outline segments. For example, if the BCPs of two curve segments are
aligned but the connection is sharp, it will be set to a smooth connection.
This is useful after major modification of an outline when you want to
review how outline segments are connected.

Extremes

This command is the equivalent of the Nodes at extremes outline action
that was described in the “Glyph Window” chapter. Use it to automatically
insert nodes at curves’ extreme points as is required by the Type 1 or
OpenType PS specification.

Remove Overlap

This action removes overlapping parts of the glyph’s outline. It also sets the
direction of all the contours to counterclockwise (as it required by the Type
1 specification). Use this transformation as the final step to prepare glyph
outlines for hinting or production.

Several examples of this transformation:

| 1 CC

Make Master

This transformation takes three known masters of a four-master Multiple
Master font and calculates the fourth master. It uses a simple algorithm of
linear extrapolation, so the results are not usually precise. But they may
give important information about the proportions of the fourth master, so
you can get a close approximation of what the fourth master should look
like.
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Optimize

Cutline simplification level: | Process normally v

Auto-alignment level: | Process normally b

With the Optimize action FontLab Studio tries to automatically adjust the
outline to remove unnecessary elements and correct others.

With the action options you can control the optimization process:

Outline Controls the curve removal feature, from “do not simplify
Simplification outline” to “extreme”. The bigger value you choose the more
level curves FontLab Studio will try to remove/smooth

Auto-alignment  Controls the auto-alignment feature in a range from “do not
level align” to “extreme”.

Auto-alignment automatically corrects relative position of lines and curves,
for example, if two adjacent curves are almost smoothly connected, but not
precisely, auto-alignment will correct that.
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Blend

Blend amount: | 50
This transformation blends the mask and outline layers, and replaces the

outline layer with the result. A single parameter lets you choose the
position of the intermediate design between the mask and outline layers:

5

Outline and mask layers

i

On the example above outline layer is black weight and mask layer is
regular. Below are samples of the Blend transformation with different
values of the parameter:

10% 50% 80%

627



Hints and Guidelines Transformation

Hints transformation actions let you automate some hinting actions:

Remove Hints/Guides Lets you remove hints and links or guidelines

Autohint Automatically generates hints

Convert to Instructions  Converts Type 1 hints to editable visual TrueType

instructions
Autoreplace Automatically generates a hint replacement program
Convert to Links Converts all hints to links
Convert to Hints Converts all links to hints
Drop TT Hints Removes all TrueType hints, visual or imported
Reassign Stems Checks all links in TrueType hinting program and tries

to automatically select the best stems for them.

Remove hints/guides

Femove horizontal hints [ ] Remove horizontal guidelines
Remove vertical hints [ ]Remove wvertical guidelines
Also remove links

Use this action to remove hints and links or guidelines in selected glyphs.
This command is the equivalent of the Remove Hints and Remove Guides
commands that were described in the “Glyph Window” chapter.

Autohint

Analyses a glyph’s outline and generates hints for the glyph. This action
uses autohinting options that can be set in the Type 1 Autohinting page
of the Font Info dialog box. Please refer to the page 738 for a description of
the autohinting options.
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Convert to instructions

Use this action to convert Type 1 hints to the editable TrueType visual
instructions. Do not forget to prepare the outlines of the glyphs for
TrueType hinting using the Curves to TrueType transformation action. You
can find a detailed description of this process in the “Hinting” chapter.

Autoreplace

This action automatically builds a hint replacement program for the
overlapping Type 1 hints. Run it after autohinting. Refer to the chapter
“Hinting” for more information about hinting and hint replacement.

Convert to links

Use this action to convert Type 1 hints to links. FontLab Studio will analyze
the outline of the glyph and try to make links that will replace the hints.
Refer to the “Glyph Window” chapter for information about hints and
links.

Convert to hints

This action is the reverse of the previous one. It converts all links to hints.
Because this operation is always possible (conversion of hints to links is
not), you can be sure that it will replace all links by hints.

Drop TT Hints

This action removes all TrueType hints, including visual (manually
created) and imported, from the source TrueType font.

Reassign stems

This operation will check all TrueType hinting program for a glyph. If there
are some links (single links or double links) that are attached to standard
stem, it will try to automatically select the best stems. This operation is
useful if you performed some heavy editing of the TrueType standard
stems and want to make sure that correct stems are assigned to links.
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Metrics Transformation

These transformations let you automatically set metrics, calculate metrics
in glyphs, increase or decrease a glyph’s sidebearings and width, and center
glyphs in their advance width.

Available metrics transformations are:

Set Width Sets a fixed advance width and aligns the glyph within the
advance width

Set Sidebearings Sets or changes sidebearings’ values

Center Glyph Centers a glyph in the advance width

Autospacing Automatically calculates the glyph’s metrics using the same
algorithms that are used in the Metrics window

Adjust Metrics  Changes sidebearings and kerning by the given value in font
units or in percentage.

Set Width

Set width koy | 600 Cenker character W M

[ ] shift the Mask layer

This action lets you set a fixed width for all glyphs that are selected in the
Font window. It is the fastest way to make a monospaced font: select all
glyphs, open the Actions dialog, set the desired width and press the OK
button.

In the parameter panel you can choose what to do with glyphs that are
thinner than the requested advanced width. A glyph may be aligned to the
left or right margins or it may be centered in the advance width.



Set Sidebearings

Left SB: |Set equalto || 50 b

Right SB: |Sek equal ko % | | 50
Affect composites []shift Mask. [ ] Limit BBiox

Use this action to change the sidebearings' values of the glyphs. You can set
new values for the left or right sidebearings or change these values by
entering the amount in font units. So if you think that your font needs
some more white space, just select this action, choose the Increase by
option in the list boxes and enter the value by which you want to increase
the sidebearings.

If the Affect composites option is off the action will not be applied to
composite glyphs.

Here is a sample of increased glyph widths:

Sample text

Center glyph

This action simply centers the glyph in the advance width:

S S

Before centering After centering
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Autospacing

Leave |Medium + | white space around glyph Y]

Generated metrics should | Medium » | depend on glyph shape

This action analyses the glyph’s outline and automatically calculates its
sidebearings. It uses the same algorithm that is used to automatically
calculate metrics in the Metrics window. Refer to the “Automatic Metrics
Generation” section in the “Editing Metrics” chapter for more information
about the autospacing algorithm and options.

Adjust Metrics

[] Left sidebearing Adjust by | 0 Uniks 2 [l

[] Right sidebearing (] shift the Mask layer

O ':-"ldt!" [ ]use the measurement line
[] kerring [+] &FFert Famnnsites

This action lets you to change metrics or kerning by some given value or
percentage of the original value.

In the options area select the metrics that you want to change:

Left sidebearing
Right zidebearing
v "Width

M E.emming

Enter the amount by which you want to adjust the values and select the
units (which can be font units or a percentage of the source value). Enter a
positive number to increase metrics distances or kerning or a negative
value to decrease them.

Normally metrics are measured from the bounding box. You can change
this, however, if you want, to measure from a measurement line by using
the check box.

A measurement line is horizontal line (defined in the Glyph Window) that
defines a “slice” which is used to measure the distance from outline to
sidebearings. Please, refer to page 469 in the “Glyph Window” chapter.



Effects

Increase your font library with this set of professionally designed effects.
From outline to 3D-shadow, to gradient fill — these transformation filters
always produce good results.

Bold/Outline Increases the glyph’s weight or creates an outline version of the
glyph

College Makes a double outline version of the glyph

Shadow Generates a drop shadow

3D Extrusion

Makes a “3D” version of the glyph

3D Rotate Makes an illusion of a glyph rotated in 3D space
Gradient Generates an illusion of a gradient fill

Random Randomly moves nodes

Envelope Applies one of the predefined envelope transformations
Parallel Creates parallel contour(s)

Expand Converts contour into a brush path

Add Nodes Adds more nodes to contours.
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Bold/Outline

H weight: | 20 keep alyph dimensions
Y weight: | 20 [ ]mMake round corners

{*) Change weight of the glyph () Make outline version of glyph

This is one of the most used actions in FontLab Studio. With it you can
precisely change the weight of the glyph’s stems, make an outline version
of the glyph or change the contrast:

Sample

Original glyphs

Sample

Bold 20 units in both directions Keep glyph’s dimensions is ON

Sample

Bold 20 units in both directions. Keep glyph’s dimensions is OFF
Note that the size of all the glyphs has changed

ample

Bold 20 units in the horizontal direction

Sample

Outline 20 units in both directions. Make round corners is OFF



Enter the horizontal and vertical values that will be used to increase
(positive numbers) or decrease (negative numbers) the weight of the
outline.

Switch on the Keep glyph's dimensions check box to scale the glyph so the
weight-increasing effect will be compensated.

Switch on Make round corners to make rounded corners in the new
outline:

Note that the weight-changing values are in font units, so the visual effects
of this action depend on the font’s UPM value.

College

Distance to outline: | 10

Weight of outline: | 10

The best way to explain this effect is to see a sample of it:

Sample

The parameters of this effect are very simple:

Weight of the outline

Distance to outline
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Shadow

Horizonkal shift: | 50 Weight of outline: | 10
Wertical shift: | -50

This is a very nice effect that can save you a lot of time. Those who have
tried to make a shadow font manually know what a miracle this
transformation performs:

Sarnole

The parameters set the shift of the shadow (positive values are to the right
and up) and width of the outline:

Weight of the outline

4

A
—>—‘<— Horizontal shift

Vertical shift

3D Extrusion

Horizonkal shift: | 50 Weight of outline: | 10
Wertical shift: | -50

This action is similar to the Shadow action but it simulates a 3D thickness
of the glyphs:

Sarnols

The parameters of this action are the same as in the previous section.



3D Rotate

¥ Raokakion: | 30 M
Z Rokation: | 30

With this action you can “rotate” your glyphs in “3D” space:

Sammple

The parameters of this action set angles of rotation for glyphs around
imaginary axes. Z Rotation means rotation around the vertical axis. Y
Rotation is around the horizontal axis. The vertical axis goes through the
middle of the glyph.

Gradient

{(¥) Top ko bottom () Boktom ko kop
Murnber of stripes; | 40

Beqin Fram position: | -400 Proceed ko position: | 1000

Here’s what you can do with this effect:

b
)

|||!||.
b

\
)
||||||||||||!||

As parameters of this effect you can set the number of stripes that appear
on your glyphs, the starting and finishing line of the effect and the
direction of the gradient.

The starting and finishing lines can be manually set to let you customize
this effect and make it look the same in all glyphs. Note that these values
are set in font units so they are relative to the font’s UPM value.
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Random

Horizontal offset; | 5 Proportional offset L

This effect randomly shifts a glyph’s nodes. It is especially interesting when
combined with other effects, like Gradient:

iIIIIIIIIIIIII

”IIIIIIIIIIH

You can control how much the nodes are shifted. You can set the same
value for both directions if the Proportional offset option is on or you can
customize the values separately.

Envelope
S O
Farce: % [|Rrandomize

This effect lets you apply one of many predefined transformations to
several glyphs at once. Refer to the “Glyph Window” chapter for more
information about the Envelope effect. Here is an example of what you can
do with this effect:

Sample

Arial font after “circle” envelope with -30% Force value

The Randomize option applies some random changes to the effect to make
an even more interesting result.



Expand

Widkhs | 40 angle: | 0 Roundrness: | 100

Cap: w | Joime | (5 w Body: | G -

The Expand effect will use contours as a trajectory for the paintbrush. It is
almost the same as the Contour > Paths > Expand Path command.

Specify brush size and shape. Width is the width of the brush ellipse at its
widest part. Angle is the degree of the brush ellipse slant and Roundness is
the relation (in percent) of the narrow and wide widths of the brush ellipse.
Below is a sample of the path expand with different brushes:

000

The next line of options specifies the way the expanding algorithm will
process the contour corners and the ends of an open contour:

—

Flat contour ends vs. round ends

The last option Body lets you specify the shape of the brush stroke:

LY
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Parallel
Position: () Left () Right (%) Both
[ ]remove the original Generate closed conkour
Offset: | 10 Unifarm
The Parallel effect creates a contour that is parallel to the existing contour.
It is the same as the Make Parallel Path command in the Contour > Paths

menu. Refer to the “Make Parallel Path” section for more information
about its algorithm and options.

Add nodes

Segment length: | 100 [ ]randomize

Convert curve segments ko skraight lines

The Add Nodes effect creates more nodes on the contour. It puts a node
every x units, where x is the segment length value you entered. For
example:

e

\\“‘H_. + \\ N.x"‘-- __..*_"L'_"'--_.,_ \'

+ L W

Before adding nodes After adding nodes

Note that this action always closes open contours.



Action Set Dialog Box

There is a more advanced method of applying actions to glyphs. With it you
can apply many actions at once, transform a subset of a font’s glyphs, see
an instant preview of a series of actions and even save action sets for future
use.

To open the Action Set dialog box select the Action Set command in the
Tools menu. Note that this command is available while any of the windows
is open. You will see a rather complex dialog box:

Action Set g|

Apply action set to: iCurrent glyph only v |

Action set will affect 1 glvph

Saved action sets: |[Select a set ko load] v |

Available actions: Action set:

| = Contour
- shift
Mirrar

Scale
Rotate

Slank ;
Deromonse ) |

Current action is: Rotate glyph

Rakation angle: [_15 | (®) Clackwise () Counterclackwise L
Rotate around: EOrigin paint (0,00

I Run action set ][ Cancel ]

v
L1

This dialog box has several areas that control different options of the action
set.
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Action Set Range
In the top part of the dialog box an Apply action set to area is situated:

Apply action set to: Current ghyph only W
Ackion set will affect 1 glvph

Controls in this area let you select which glyphs you want to transform.
Open the combo box and you will see the available options:

Selected glyphs

All glyvphs in the Fonk

Al glvphs in the glyph lisk

All glvphs which are nok in the lisk
Al opened fonts

Fonks in khe Fonks Lisk

Current glyph only Actions will be applied only to one current glyph: the
“blue” glyph in the Font window or the current glyphs in
the Metrics or Glyph windows

Selected glyphs Actions will be applied to all the glyphs that are selected in
the Font window

All glyphs in the font The whole font will be transformed

All glyphs in the glyph Only glyphs that are enumerated in the glyphs’ list will be
list transformed (see below)

All glyphs that are not Only those glyphs that are not in the list will be

in the list transformed. Thus if the list includes all the digits and you
select this option, all glyphs except the digits would be
transformed

All opened fonts Action set will be applied to all glyphs in all opened fonts

Fonts in the Fonts List Action set will be applied to all glyphs in all fonts that are
added to the fonts list (see below).

If you are editing a Multiple Master font the master selection combo box
will appear below the range list and you can select the master that will be
transformed. Note that only transformation actions that have the red MM
mark in the right-top corner may transform a selected master. All other
actions always transform all masters.



Glyph List

You may select which glyphs will be transformed by entering a list of
glyphs. This is handy for repetitive or recurrent transformations.

To create a glyph list select the All glyphs in the glyph list or All glyphs
that are not in the list options in the ranges selection list and press the

() button (which will be enabled).

You will see a dialog box:

Glyph List

Use glyphs in the glyph list above w i

[ Ok ][ Cancel ]

Enter all the glyphs that you want to transform into the Glyph list editing
field. You can use special character commands to enter characters that are
not included in the standard Latin 1 character set used in Windows by
default. Use a ‘/’ prefix to enter a glyph’s name or use a decimal code and a
“/#” prefix to enter a glyph’s Unicode index.

Use the Open button to open any text file and use it as a glyph list and the
Save button to save the current glyph list in a text file.

Note that if you open the Action Set dialog box while the Metrics window is
active the glyph list will be copied from the Metrics window’s sample string
and the All glyphs in the glyphs list option will be automatically selected, so
you can instantly apply transformations to the set of glyphs that are
previewed in the Metrics window.
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If the font contains glyph classes defined then you can select one of the
classes in the list:

IJze glvphs in the glvph list abowve w
Use glyphs in the glvph list above

_
C
_rcomma
_parenleft

pruml
supsl

Choosing the class name will add glyphs of the class to the list above.
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Action Set

In the middle of the dialog box there are two list boxes:

Avvailable actions: Action set:
=) Cankaur A Scale {80.00, 100,00) HMZ
chift {R.otake (15.00% CW) 2
Mirror

Scale
Raokate
Slant
Nernmnnse el L ] @

The left list box, called Available actions includes the names of all
available transformation actions. The actions are grouped in categories for
easier selection. The right list box previews the current set of actions that
will be applied in sequence.

You may add as many actions as you want to the action set; delete actions
from the set; or rearrange actions to make them execute in proper
sequence.

To add an action to the action set, select the action (use the + and -
icons in the Available actions list to expand and collapse the action

categories) and press the ] button, or double-click an action name.

The action will be added to the bottom of the action set (the right list) with
its default parameters.

To adjust an action’s parameters select the action in the Action set
list and enter new parameters in the Current action area. The actions’
parameters panels are described in the previous sections.

To remove an action from the set select the action that you want to

remove and press the [* ] button, or double-click the name of the action in
the right list.

To remove all actions from the action set press the (%] button.

To move an action one step up in the program select it and press the
button or press the | *| button to move an action one step down.
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Using the Preview Window

When you make a program that includes several actions you can see an
instant preview of the transformation program that you have made.

Press the Show Preview button to open a preview window:

Action Set Preview @

Glyph to previsw: | vi [¥] show details

Criginal Scale Rotate Bold/Qutline
0 |l >

You see that this panel includes a sample glyph that is incrementally
transformed. You can see the results of each action so it’s very easy to
control how your action set works.

With the Glyph to preview list box you can select the glyph that is used to
preview the transformations.

If you switch on the Show details option then the nodes, metrics and hints
will be visible in preview.

Use the scroll bar at the bottom of the window to see further samples of the
transformation actions program.

Press the Close button to close this window.
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Saving and Opening an Action Set

You can save the set of actions that you created and you can open and use
previously saved sets.

To save the action set press the [ button. You will see a standard
dialog box where you can select a directory and enter a file name for the
program. If you save an action set in the Programs folder within your
FontLab Studio user data folder, the action set will automatically appear in
the Saved action sets list box the next time you open the Action Set dialog
box.

After you press Save in the Save File dialog box a new dialog box will ask
you to enter a name for the action set. This name will be used to identify
the action set and it will appear in the Saved action sets list box.

To open a previously saved action set press the button and select one of
the programs in the standard Open File dialog box.

A faster way to open action sets is to use the Saved action sets list box.
The names of all action sets saved in the FontLab Studio directory will
appear in this list:

Saved action sets: Convert Type 1 Fonk ko TrueType V|

Just select the set that you want to open. You will see the set appear in the
Action set list box.
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Transforming Fonts

With the Action Set dialog box you can apply a set of actions to multiple
fonts at once. The easiest way is to apply it to all fonts that are open in
FontLab Studio. If that is not enough, you can run the transformation
program in “batch mode”, processing multiple fonts that are not open in
FontLab Studio.

To select fonts for transformation:

1. Select “Fonts in the Fonts List” as the range:

All ghyphs in the glvph lisk w

Current glyph only

Selected glyphs

All glvphs in the Fonk

Al alvphs in the glvph list

Al glvphs which are not in the list
Al opened fonks

Fonts in the Fonks List

2. Click on the [~] button to the right of the Apply action set control to
open the Fonts List dialog box:

Fonts List

Fonts:

Options:

] Append suffix ta the Font names: |

[ sppend suffix ta the file names: i |

Destination format: iSame a5 source w !
Destination folder:

[[]5ave into source Folder

| v




3. Click on the L*)button to add fonts to the list using the standard File
Open dialog box. Note that you may select multiple font files to add:

Fonts:
CHPSFOMTSNBLGES  C.PFE
C:APSFOMTSABLGEE__C.FPFB

CHPSFONTSAFRS45_ C.PFE E]
C:APSFONTSAFRSES_C.PFE

4. Toremove a font from the list select it and click on the E button.
Click the @ button to remove all fonts from the list.

5. Use the Options controls to define the optional suffixes that will be
added to the font name and to the file name during transformation:

[v Append suffis to the font names: |Elutline

v Append suffis ta the file names: |_D

In the same area you can select the destination format in which the
font will be exported:

Deztination format; | Same asz source L

Lo dme 1L
Twpe 1 [FFE]
TrueType [TTF]
FontLab [+FB]

Twpe 1 [PFA]
OpenTvpe/CFF [OTF]

Use the Same as source choice to leave the font’s format unchanged.

The font’s customized export options (if source fonts are in FontLab
Studio format) or the currently selected export options will be used to
build the destination font. You may change the current options if you
press the Options button.

< Tip: if you do not specify any actions in your action set, you can use
this batch transformation feature to convert fonts from one format to
another.
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6. Enter the path to the destination directory or use the 2] button to
select it from the one of existing directories:

Destination folder:

[ ]5ave into source Folder
v

Use the Save into source folder choice to put new fonts to the
directory with the source fonts reside.

7. Click Start to complete the definition of the list.

After you start the action set FontLab Studio will open fonts from the list;
apply the action set; adjust the font and file names if specified; and save
the resulting fonts in the selected formats to the selected directory on your
disk.



Hinting

This chapter is about hinting Type 1 and TrueType fonts. Hinting is a
rather technical stage of the modern font design process. It is the stage
where art truly meets technology. You need a lot of technical information
to make well-hinted fonts and this chapter will give it to you.



I Font Scaling, PPM

One of the most important features of outline fonts is that they can be used
on many different output devices — from computer monitors to
imagesetters. Because character outline shapes are defined as sequences of
lines and curves it is easy to scale outlines to any size and resolution.
However, almost all output devices have discrete elements arranged in a
regular rectangular raster (grid) and the images that these devices produce
are constructed using these discrete cells. Each cell in an output image has
integer coordinates and is called a pixel (picture cell). On a computer
monitor these are individual fluorescent dots. On a printer they are dots of
toner or ink.

To measure scaled outlines in a resolution-independent way, it is
convenient to define a quantity called Pixels Per eM (PPM, sometimes
written ppem). This is the number of pixels that can fit into the font’s
height. From the “Glyph Window” chapter you know that font height is a
basic font measurement unit equal to the Units Per eM (UPM). In
TrueType / OpenType TT fonts UPM is usually equal to 1000 or 2048 and
in Type 1, MM and OpenType PS fonts to 1000.

A A

UPM PPM

Outline character Rasterized character

So, to scale a font to render at a specific point size on a device with a
specific resolution we take the resolution and point size to calculate the
PPM value. Then we scale all the outline characters by multiplying by the
PPM/UPM coefficient.

In PostScript printing, one typographic point (1 pt) is equal to 1 /72 inch.
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The original Macintosh computer had the screen DPI resolution of 72 DPI
(dots per inch) so 1 pt was represented by exactly one pixel. This is a
practical fact so font scaling works with this assumption. This means that
PPM sizes correspond to point sizes at 72 DPI: to represent 12 pt type on a
72 DPI screen, the font is rasterized at 12 PPM.

Microsoft Windows works at the default resolution of 96 dpi. With such a
setting, 12 pt type is rasterized using 12 * 96/72 = 16 PPM.

Windows users can specify other dpi resolutions for on their systems in
Control Panel > Display > Settings > Advanced > General > DPI Setting,
e.g 120 or 133 dpi. The general formula for converting between point sizes
and PPM sizes is:

<point size> = 72/<dpi> * <PPM size>
<PPM size> = <dpi>/72 * <point size>
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Coordinate Rounding,
Gridfitting

Output devices take the vector outline of a glyph and “rasterize” it. That is,
they calculate from the outline data where they need to place each pixel to
get an accurate output representation of the glyph. Since the final output is
on a discrete raster (i.e. a grid of numbered pixels), the scaled pixel
coordinates need to be rounded somehow to integer values.

For example, if you have an outline point with coordinates (120, 100) and scale it down 7 times,ou
will get the coordinates (17.1429, 14.2857). After rounding to the closest integer values, the
resulting coordinates will be (17, 14) and so the rounding error will be 0.1429 (0.84%) pixels for the
horizontal coordinate and 0.2857 (2%) for the vertical coordinate. If we instead scale this point
down 13 times, then the scaling errors will be 2.5% for the vertical coordinate and 3.8% for the
horizontal coordinate. You can see that the rounding error increases as the size of the final outline is
reduced.

—»| [ ¢— Rounding error

To minimize rounding errors font rasterizers use special algorithms that
slightly change the scaled outlines to get better results on devices with low
and medium resolution. This process is called gridfitting. Algorithms that
gridfit outlines use additional information stored with an outline’s
definition. These instructions are referred to as hints. Hints usually define
the most important proportions of characters, the positions of critical
elements of characters, and a set of rules for outline modification.

For perfect-looking fonts it’s not enough to define the characters' outlines,
you must also provide hints. The process of specifying the hints is quaintly
called hinting.



TrueType and Type 1 Hints

The two most commonly used font formats are Type 1 and TrueType.
However, they use very different hinting instructions and it is not always
possible to automatically convert Type 1 hints to TrueType hints.

Y

7\

AN

-
R

Type 1 hinting TrueType hinting

In Type 1 fonts, hints define the most important dimensions in the
characters, like the position and width of the crossbar of the letter ‘H.’

Font hints in TrueType (usually called instructions) directly control the
movement of points and the rounding of point coordinates. A TrueType
hinting program is written in a special programming language. This makes
TrueType hinting very flexible and powerful but also too complex to
program directly. Usually a smaller set of higher-level instructions are used
to define hints. These instructions are compiled to native TrueType hinting
language during font export.
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Type 1 Hints

As you know from the “Glyph Window” chapter, there are two kinds of
Type 1 Hints — font level hints and character-level hints.

Font-level hints define important vertical positions in the font, the most
commonly used stem widths and some other important data that helps
control the hinting process.

Character-level hints are used to declare the position and width of the
most important character elements. The most common use for hints is to
declare the position and width of character stems. These hints are scaled
with the outline in the rendering stage, but due to their independence from
the outline, they help to maintain the same stem widths for all stems of a
certain width, independent of how it happens to fall on the discrete raster:

Y YTY
Y Y Y Y Y YV

Unhinted character Hinled characier '

Notice that in the unhinted character the outline falls on the grid such that
two rows of pixels would be turned on for the right vertical stem. The hint
forces the right stem to become the same width as the left stem in the
hinted character.

In the following sections we will discuss font-level hints and the process
called hint programming that is required at times.



Font-Level Type 1 Hints

Font-level hints are used to keep important character elements similar at
all PPM sizes.

There are three types of font-level hints:

Alignment Zones Positions and width of important heights

Standard Stem Widths Widths of the most commonly used stems

Control Data Controls the hinting process

All font-level hinting is set in the Alignment page of the FontInfo dialog in
FontLab Studio.
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Alignment Zones

Alignment zones are typically used to perform a process known as
overshoot suppression:

Rounded characters and characters with sharp ends usually are created a
little bit larger than “flat characters”:

N

N ]

Notice that the top and bottom of the O extend just a little beyond the top
and bottom of the H. This is called overshoot. It is necessary to compensate
for a visual effect that makes rounded characters look slightly smaller.
Usually the overshoot height is set to 3-4% of character height. However, at
small PPM size, this value may be rounded to one pixel.

When the PPM is small, one pixel may be 15% of the character height or
even more. Here’s how it happens:

Assume that the topmost position of the H character is 700 units and the top position of the O is
715. At 12 PPM (1000 font units scaled to 12 pixels), the rounded height of t he H will be 8 pixels. The

height of the O will be 9 pixels. One pixel difference at this height means 8%. Much more than the
original 2%!

To avoid such an excessive difference between the rasterized heights of the
two types of characters, overshoots are suppressed and the size of O is
forced equal to the height of H at small PPM.



This is done by declaring alignment zones that define the bottom and top
positions of the zone (in our example the height of H and O) and the
alignment direction (bottom or top):

Top alignment zone

N

N

Bottom alignment zone

At small PPMs all points that have vertical positions inside the zone will be
aligned to the primary line (i.e. moved in the direction of the alignment
zone).
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Editing Alignment Zones

To set or edit alignment zones open the Font Info dialog box and
select the Hinting settings item in the list at the left:

Type 1 and TrueType hinting: alignment zones E]
Set alignment: for the

(%) Set local alignment zones () Sek Family alignment zones

Primary zones: Secondary Zones:
454, 496

850, 661 761, 266
874, 685

10, 721
a1 ||o E 221 |[ 212 E

There are two list boxes where alignment zones may be set: the Primary
zones list and the Secondary zones list:

Primary zones: Secondary Zones;
454, 496 =200, -194

650, 661 261, 266
674, 685

710, 721

11 ||o E] 221 || 212 E]

In Type 1 terminology primary zones are called BlueValues and secondary
zones OtherBlues.

BlueValues include one bottom alignment zone, the so-called baseline

zone, and up to 6 top alignment zones. The baseline zone is used to control
bottom overshoots that have to be aligned to the baseline.

OtherBlues includes up to 5 bottom alignment zones.
To add a new alignment zone, press the * button below the list.

To edit the position of the zone, select the zone you want to edit in the
list and edit it in the edit fields below the list.
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To remove an alignment zone, select the zone you want to remove
from the list and press the = button below that list.

You can see a preview of the zones by switching on the Alignment
Zones layer with the View > Show Layer > Alignment zones command.

When zones are visible on screen, you can preview changes you make to
the zones by pressing the Apply button in the FontInfo dialog box.

You can edit zones in the Glyph window, using the edit tool. Make
sure they are not locked by the View > Lock layers > Alignment zones
command.

A . :
Press the button to automatically calculate alignment

zones in the Primary zones list box.

How FontLab Studio Calculates Alignment Zones

To calculate alignment zones in the BlueValues list, FontLab Studio finds characters with overshoots
and characters that are flat in the position of the overshoot. Then it measures the top and bo ttom
vertical positions of these characters and detects a zone. Examples of such characters are: ‘o’ and ‘x’,
‘O"and ‘H', ‘p’ and ‘g’, and so on. FontLab Studio tries to find many different charactes from
different languages, so it is usually able to locate some examples.

Alignment zones are also used in TrueType manual and automatic hinting.
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Family Alignment Zones

To support the common appearance of fonts that belong to the same font
family the Type 1 hinting system allows so-called FamilyBlues, alignment
zones that are used in the whole font family. Typically the alignment zones
of the regular weight are used as Family Blues in all members of the family.

To set family alignment zones switch on the Set family alignment
zones check box. Then edit the alignment zones as usual. To return to
editing “local” alignment zones switch on the Set local alignment zones
check box.

You also can copy family alignment zones defined for the current font to
any other font opened in FontLab Studio. Just press the Copy family zones
button and select the destination font in the appeared dialog box:

Ml Copy Family Zones &l
Select fonks where you want bo copy current Family Zones:
slonPro-BoldItalic
ACaslonPro-Baold
ACaslonPro-Ttalic @
o4 l [ Zancel

TrueType Alignment Zones

In FontLab Studio 5 you may define different alignment zones for Type 1 or
TrueType hinting. TrueType zones have no limitations in their number and
allow better control over their scaling. We will discuss them in full detail in
TrueType Hinting section.

Note that if some font has some Type 1 zones and no TrueType zones, Type
1 zones will be automatically converted and used in TrueType hinting. So it
is a good idea to begin with definition of Type 1 alignment zones, convert
them (it will happen automatically in most) to TrueType zones and then
adjust them using special tools available in TrueType hinting mode.



Standard Stem Widths

Typically many characters in a font use the same few standard stem widths.
As examples, let’s take the H, B, and F characters shown below. All of them
have the same width for the straight vertical stems and the same width for
the horizontal stems:

-V | >V e >V

»IUI UI 4

The most widely used stem widths are stored in the font header in order to
force the rasterizer to render these stems at the same width.

This information is used to control at what character size the rounded stem
width goes from one to two pixels and from two to three pixels. A step from
one to two pixels means a 100% width increase and a step from 2 to 3 pixels
a 50% increase. This means that near this value rounding errors will be
maximal and control over stem widths will be necessary.

If one stem has a width of 74 units and another a stem width of 76 units and the UPM is 1000 units,
then at a PPM of 20 pixels the first stem will be rounded to 1 pixel and the second stem to 2 pixels.

Scaled back to the original coordinates, this difference will be 50 units! That is clearly too much for
an original difference of only 2 units.

Standard widths work with stem hints. When the width of a hint is close to
one of the standard widths, the rounded width of the hint (and the real
stem outline) will be forced equal to the width of the rounded standard
stem.
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Type 1 and TrueType Standard Stems

In FontLab Studio 5 every font may have two sets of stems: Type 1 stems
and TrueType stems. They are applied in different hinting modes and have
some differences:

e Number of Type 1 stems is limited by 10 in each direction (vertical and
horizontal).

¢ TrueType stems may have names. Number of TrueType stems is not
limited.

e It is possible to define "stem hinting" for TrueType stems, which will
control their scaling. We will talk about it in a section dedicated to
TrueType hinting.

If some font has Type 1 standard stems and no TrueType stems, they will

be automatically converted when such font is opened to FontLab studio.

In following paragraphs we will discuss tools to define Type 1 standard
stems. TrueType standard stems are described in the TrueType Hinting
section.



Editing Type 1 Standard Stems
Standard stem widths are controlled through the Standard Stems page of
the Font Info dialog box:
=|- Hinking Settings
Standard stems (T1 hinking)
Type 1 hinting: standard stems E]

Set skems For the master:

¥ stems: | (36 50 77 92 72 E]
H stems: | 36 30 E]

[]FarceBold fused ko make Type 1 Font looking bold)

Stem width controls are in the bottom part of this page:

Y stems: | @36 50 77 92 72 E]
H stems: | 36 30 G E]

There are controls for vertical and horizontal standard stem widths. All
available stems appear in the horizontal lists. You can select any stem just
as you would in normal, vertical list controls.

To add a stem to the list of the standard stems press * at the right
side of the stems' list.

To edit a standard stem width, select it using the left mouse button
and edit its value in the edit field to the right of the list.

To remove a stem from the list, select it and press the = button.

Note that FontLab Studio will sort stem widths in ascending order when
you close the FontInfo dialog box.

StdHW, StdVW, StemSnapH and StemSnapV Parameters

From the Type 1 font specification you may know that in Type 1 fonts two types of standard stem
widths are used: Standard Width and Stem Snap Width. There is one standard width for each
direction and up to 10 stem snap values. In FontLab Studio these values areunited in the stem list.
StdHW and StdVW are taken from the first records in the stem lists. StemSnapH and StemSnapV
records are the remaining records in the stems' list.

Standard stem widths are also used in TrueType hinting.
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FontLab Studio 5 also has a faster way to append stems to the list of
standard stem widths. Any vertical or horizontal hint may be used as a
source of stem width information. Just point the Edit tool at the hint, press
the right mouse button and select the Define a Stem command in the
popup menu. If this command is not accessible, it means that this stem is
already in the list.

To automatically calculate standard stem widths press the
oton

How FontLab Studio Calculates Standard Stems

FontLab Studio can calculate standard stem widhs only if some characters in the font have Type 1
hints, so it converts links to hints first (in memory) using the most important glyphs in the font.

1. It builds a table of all hints that are used in the font, sorts this table by frequency of usage and
selects the most frequently used hints.

2. All selected hints are then compared with these most frequently occurring stem widths and
hints with widths that are close together are combined into a single record.

3. Thelistis then sorted again.
The most frequently used elements are then selected and used as standard stems.
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Additional Control Data

Some additional data may be set to control the hinting process:

BlueScale  Controls PPM when overshoot suppression is switched off

BlueShift  Gives more precise control over overshoot description and flex hints
(see below)

BlueFuzz  Expands alignment zones in both directions

You can set all these values on the Additional Hinting Parameters page
of the Font Info dialog box:

Type 1 hinting: global hinting parameters
Set values Far the master:
FE threshold: | 0.5
Blue Scale: | asitis | s equal ko: | 0.0479582
BlussShift: | 7
BlugFuzz; | 1

Aukomatically generate Flex hinks in T1 and CT-P3 Fonks

BlueScale is the PPM size at which overshoot suppression is switched off. If
PPM is less than BlueScale, then overshoot suppression is applied. If it is equal
to or exceeds BlueScale, overshoot suppression works only if the distance from
the aligned point to the base line of the alignment zone is less than the
BlueShift value and the scaled distance is less than half of a pixel.
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The BlueScale value is stored in Type 1 fonts in a very strange format, but in
the Alignment page you can set it using one of three different ways: directly, in
the form that the Type 1 specification describes (i.e. it looks like a floating
point number), as a PPM size, or as a point size on a device with 300 DPI
resolution. Use the BlueScale: combo box to select the BlueScale editing
method and edit it in the is equal to: edit field.

BlueScale Formulas
The “actual” value of the BlueScale value is calculated as:

(PPM-163333)
800.0
The BlueShift is also used to control Flex hints. Shallow curves that are

compatible with other flex requirements (see below) will be hinted by Flex
hints only if height of the Flex composition is less than BlueShift.

BlueScale =

The BlueFuzz value allows you to expand the action range of the
alignment zones in both directions. Thus if you have defined a zone like
(700-715), and BlueFuzz is equal to 2, then the actual zone used will be
(698-717). This is usually used when you are not sure that you correctly set
all the alignment zones or when the characters are not all precisely aligned.
The normal value of this parameter is 0 but by default it is set to 1. It is not
recommended to use the BlueFuzz value other than 0.

TrueType hinting algorithms do not use BlueScale, BlueFuzz and BlueShift
values.



Flex Hints

Some glyphs have very shallow curves that are nearly horizontal or nearly
vertical. At low resolution and low point size it is better to replace such
curves with straight lines.

Flex hint may be applied to a glyph outline segment only if following
conditions are completed:

1. Sequence is formed by exactly two curves.
2. Outer endpoints must be at the same position (x or y).

3. The joining endpoint between two curves must be located on the
extreme position (vertical or horizontal) of the outline section.

4. The difference (in x or y) coordinates between the joining endpoint and
outer endpoint must be less than BlueShift parameter global hinting
parameter.

—

B i I E S s it T Same level

Flex hints in FontLab Studio are set automatically during the font export
(in Type 1 or OpenType-PS format). You may only control this feature
globally: if you want font to include Flex hints, switch on this check box on
the Global hinting parameters section:

Automatically generate Flex hints in T1 and OT-P3 fonks

When you do manual Type 1 hinting programming you can preview Flex
hint zones.
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Stem Hint Programming

Now that you know everything about font-level hinting and know how to
set and edit stem hints (from the “Glyph Window” chapter). It’s time to
talk about hint programming.

The Type 1 hinting system requires that stem hints not overlap each other.
Because stem widths have no length limits and are applied to the whole
character, sometimes it is necessary to give special instructions to hints in
order to avoid such overlaps:

.I 1 1
Overlapped hints

In the left picture we have two vertical overlapping hints and in the right
picture two pairs of horizontal overlapping hints.



Each of these hints should, however, work only on part of the outline:

Hints set #1 Hints set #2

As you can see, we have two hint sets and three outline segments: from
point 1 to point 4, from point 5 to point 12 and from point 13 to point 15.

So we must switch active hint sets as the rasterizer proceeds along the
contour to match the part of the outline that the hint sets apply to. We
need to have some program that will switch off the right hint in segment 2
(after the rasterizer has passed point 3, where the right hint applies and
before it gets to point 5 where the left hint applies) and switch it back on in
segment 3 (before it gets to point 13 where the right hint applies again).
The same program should switch on the left hint in segment 2 and switch it
off again in segment 3. This way only one of the two hints is active at any
one time.
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This program is called a hint replacement program and the process that it
performs is called hint replacement.

FontLab Studio will generate hint replacement programs for every
character where necessary but you can also set hint replacement programs
manually if necessary to get the best possible results.

You can see the state of the character's hints and hint replacement
program instantly in the Font Window. There is a small mark in the left-
bottom area of each character cell. If this mark is present, it means that a
hint replacement program is present. If the mark is green it means that
the program is OK, that is, there are no overlapping hints. If this mark is
red it means that the character has overlapping hints.

The hint replacement program will be removed if you insert or delete a hint
or a node, or apply any transformation operation to the character.
Consequently, we recommend that you set advanced hinting information
only after you finish editing the character’s outlines, at the last stage of
font development.



Type 1 Hinting Tool

Use the Type 1 Hinting Tool to create a hint replacement program.
To activate the Type 1 Hinting tool select Type 1 Hinting in the Tools
> Hints & Guides menu. Or just click on the % button in the Tools toolbar.

If the glyph that you are hinting contains TrueType curves FontLab Studio
will open the warning dialog box:

Attention! &|

Current glyph doesn't match Type 1 requirements,
i Contours have wrong directions or 2nd order curves are present.,

Do you want to correct problems before continuing?

[]always do correction

[ OF, |’ Cancel l

Click Cancel to avoid activating the Type 1 hinting tool or OK to convert
the glyph to Type 1 curves. Check the Always do correction option to
convert all glyphs that are opened for Type 1 hinting.

When the Type 1 hinting tool is successfully activated you will see a pixel
preview panel:

Hinting Dptions =

Currert PPM: | 12 :

.C} 14

.C} 24
E (SE
(%) 4

{:} ]

and a small toolbar:
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The buttons on the toolbar mean:

Auto Automatic hinting

3-Hint-H  Allows horizontal triple hints when pressed

3-Hint-V  Allows vertical triple hints when pressed

Preview  Opens the Preview panel

Preview  Paints rasterized picture of the glyph as a background of the
Pixels editing area

E ®EE 9

Preview  Previews Flex hint zones in the current glyph in red color.
Flex

When the Type 1 hinting tool is active, the contents of the Glyph window
change:

= Glyph - B from Adobe Caslon Pro
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Here is a brief description of what appears in the editing field:

Thick green lines  Currently active set of stem hints

Thin gray lines All other hints

Yellow areas Overlapping zones of hints

Black contour Active part of contour

Green "HR" marks  Hint-substitution points

Yellow marks Startpoints of contours with their number

Arrows Direction of contours.

There are active and inactive contour segments and active and inactive
stem hints. Active hints work when the active part of an outline is
processed by the rasterizer. The hint replacement points separate contour
segments from each other.

You can select different active parts of the outline by clicking on the
outline segment that you want to make active using the left mouse button.
The active segment always appears in black and the hints that apply to that
segment appear in green.
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Inserting and Removing Replacement
Points

The contour segments to which you may assign hints lie between two hint
replacement points (green marks). To define a new contour segment you
add a new replacement point. Remember that the node where you put the
hint replacement mark will be the first node to which the hint set is
applied.

To add a hint replacement point:

1.

Position the mouse cursor on the node where you want to set the hint
replacement mark.

Press the right mouse button. You will see the popup menu with two
commands: Cancel (does nothing) and Add replace point here (adds
the replacement point). Select the latter command and a new
replacement point will appear.

When you insert a new replacement point FontLab Studio
automatically selects the hints that should be set in the new contour
segments.

To remove a hint replacement point:

1.
2.

Position the cursor on the node that has an “HR” mark.

Press the right mouse button and select the Remove this replace
point command from the popup menu.

FontLab Studio will combine hints from the two segments, trying to
make an optimal hint selection. It will not let hints overlap.



Adding and removing hints

FontLab Studio automatically chooses the hints that should be included in
the hint set that belongs to the contour segment beginning from the new
hint replacement mark. To modify this hint set you can add or remove
hints from it.

To add a hint to the hint set:

1.

Position the mouse cursor on the hint that you want to add. The cursor
should be between two hint lines.

Press the right mouse button. The selected hint will be highlighted and
you will see the popup menu with three commands: Cancel (closes the
menu), Add this horizontal hint, and Add this vertical hint. Only one
of the two latter commands is available depending on which hint you
want to add. If the popup menu does not appear, it usually means that
you tried to add a hint that will overlap one of the hints that is in the
current hint set.

If the popup menu appears but includes a different set of commands, it
means that you missed and selected the wrong hint, or no hint at all.

“Wrong hints” are hints that overlap any of the hints that are already
active in the current segment.

To remove a hint from the hint set:

1.

2.

Locate the mouse cursor somewhere between the lines of the hint that
you want to remove. Currently active hints are shown in green.

Press the right mouse button and select the Remove this horizontal
(or vertical) hint command from the popup menu.
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Editing Hints

With the Type 1 hinting tool you can also add, edit and delete Type 1 hints
and links.

To add a new hint, hold the CtrL key and drag it from the vertical or
horizontal ruler line in the left and top parts of the Glyph Window and
position it where you want the hint to be.

To add a new link, select the Add new vertical/horizontal link
command from the Tools > Hints & guides menu or from the popup menu
that appears if you press the right mouse button on an empty area of the
Glyph Window. Click the mouse cursor on the first node of the pair you
want to link and drag it to the second node and then release it.

To edit a hint or link, position the mouse cursor on the hint’s or link’s
line, press the left mouse button and move it to the new position. Refer to
the description of the Edit tool on page 476for more information about hint
editing.

To remove a hint or link, position the mouse cursor on one of the hint’s
or link’s lines and press the right mouse button. Select the Delete
command in the popup menu.

Select the Reverse command from the same menu to reverse the hint’s
direction. Correct direction of hints is left-to-right and bottom-to-top.
Incorrectly directed Type 1 hints may cause the problems with some older
font rasterizers, so FontLab Studio will correct the hint direction
automatically during the Type 1 font generation.

Select the Properties command to open the hint (or link) properties panel.

There is a faster way to open the properties panel: hold the CtrL key
and click on one of the hint lines with the left mouse button.

Note that if you delete a hint you will remove it completely, not just the
reference to it as in the case of the Remove command described in the
previous section.



Autoreplacing

The easiest way to build a hint substitution program is to click the “*
button on the command panel. We recommend that you begin from the
automatically generated hint substitution program and make adjustments
as necessary.

Preview Pixels

While you are editing hinting you can preview your glyph rendered as
black-white picture. You have two options: use Pixel Preview panel of the
Hinting Options panel:

Hinting Dptions =
Currert F‘F‘M:E 12:
G} 1
O Ho]
B O
O 44
O &4

or you can put a rasterized image of the glyph into the background of the
glyph outline:
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To select the PPM of the rasterized sample use the Current PPM control of
the Hinting Options panel:

Current PPM: | 12 w

It is possible to quickly "browse" different PPM sizes using the CTrRL+PGUP
and CtrL+PcDowN keyboard shortcuts.

You can also enlarge sample of the glyph in the Pixel Preview panel using
the zoom buttons to the right of it:

O 11

O 21
E ED
() an

O &

Preview Panel

The Type 1 Hinting Tool has a preview panel that shows how Type 1 hints
will affect the character’s appearance. The preview panel uses the Adobe
Type Manager rasterizer to preview the font, so you may be assured that in
the final font you will get exactly the same look. Of course you need to have
some version of Adobe Type Manager (ATM) installed in order to use the
Preview panel.

To show the preview panel press the k4 button in the command panel.

The preview panel consists of two fields: a standard edit field where you
can enter a sample string, and a preview window, where two types of
preview appear:

Type 1 Preview
HPOx@a - e[ A frlfe Sample string text
m
HEO:Ho < Sample string preview
.+203nReBBREERBEBBBB B BB BJ-— Waterfall preview
E & 7 2 3 10‘_:&13!4 1B 16 17 12 19 20 21 2E 232 24 25 I

In the waterfall preview you can see the current character in various PPM
sizes. Note, that if grayscale rendering is enabled, you will see grayscale
previews at some PPMs.



In the top part of the preview window a sample of any character can
appear. We recommend using this sample area to compare the rasterizing
results of different characters in a font. You can change the PPM at which
the sample string is previewed very easily: position the cursor on the PPM
preview in the waterfall range and double-click the left mouse button.

To see a preview of special characters that are not accessible directly
from the keyboard use the usual FontLab Studio rules for entering special
characters (i.e. enter the character name after a slash ‘/’ character - use two
slashes to enter a slash: “//”).

FontLab Studio updates the preview panel every time you change
something in the hint replacement program. This may be a slow process on
some computers, but you can hide the panel; edit the hint replacement
program; and then switch the panel back on to see the results of your work.

How the Type 1 Preview Panel Works

For Type 1 preview FontLab Studio uses Adobe Type Manager (ATM). When FontLab Studio starts, it
makes a connection with ATM and prepares it for work. When the Type 1 preview panel is open and
something is changed in the character FontLab Studio perfams the following operations:

1. FontLab Studio creates a very small Type 1 font that includes the empty (“.notdef") character,
the current character and all characters from the sample string.

2. All characters in this font are mapped to codes starting at 20h (32) - the code of the space
character. The empty character is not mapped.

3. Thisfontis exported in Type 1 font format and a PFM file is created for it. The font name is set
for this font in such a way as to avoid conflict with names of any of the installetbnts.

4. Font and metric files are saved in the Windows TEMP directory with a name beginning with
“~FL". The font file has a “PFB” extension and the metrics file has a “PFM” extension.

5. Thefontis installed in ATM using ATM commands.

6. All previews are made with this font. Previews in the Preview panel can use grayscale output if it
is available in the system. To see preview without grayscale switch it off in the system Bplay
Properties panel.

7. When the font is no longer needed it is uninstalled and the fontand metric files are removed.
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Expanding the Preview Panel

The Preview panel may work in “closed” or “expanded” mode. To open the
panel click on the . You will see the preview panel expand:

ﬁhe quick brown Fo i : [:] [E]
"}

The quick brown fox
¢ B E BBEBEEEBBBBBBBBBBB]

E B 7 & 210111213 14 15 16 47 15 19 20 E?Z 2 4 25 3

2 Theoqutack boowm e

5 Theguickbaswn o

10 The quick b fos

11 The quick brown fose
1z The quick brovwn fox

1z The quick brown foa
1 The quick brawn fax
= The quick browmn fox

i« The quick brown fox

The top part of the panel remains the same, and the bottom part is the
sample string rendered at multiple PPMs. You close the panel by clicking
the & button.
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Preview Panel Options

With the Preview panel options dialog box you can customize the PPMs at
which the horizontal waterfall and sample string are rendered.

To open the dialog click on the ' button to the right of the sample
string editing control. You will see the options dialog box:

Hinting Preview Options

List of PFMs to preview:

| 5-38, 35, 40, 42, 48
List of PPMs in expanded wisw:
=3

[ JLack preview text box

Contents of the preview text comba box:

The quick brown Fox &

H@Ci@o

45 AGREES RUMAS

ABCabcl23
ABCDEFGHIIKLMMNOPORSTUY W Y Z
hamburgevons

HAMBURGEVOMNS

SHE YERSE ASHORE

GORGEOUS NAME

HAHHAAOHADD A |

Font ko use in the preview combo bo: Select...

I (04 ][ Cancel H apply ]

At the top of the dialog box you will find two editing fields where you can
enter the list of PPMs to preview in the horizontal waterfall line (top
control) and in which to preview the sample string in the expanded mode
(bottom line).

Enter the PPMs separated by commas or define ranges of PPMs using
the ‘-

12, 13, 15, 16-24

Click on the Reset button to the right of the editing fields to reset the list of
PPMs to the default values.
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Below the PPM selection controls there are two check boxes:

Use font smoothing if allowed by the system
Uncheck this control to force the system rasterizer to preview your font in
black-white mode, without any smoothing.

Lock preview text box

When this option is switched on, FontLab Studio will not allow you to
change the contents of the sample string edit box. You can, however, select
pre-defined strings in the list.

Below the options there is a list of pre-defined sample stings. You can
freely edit it as text or click the Open button to open a text file that will be
used as a source of sample strings.

The last option in the dialog box is the Font to use in the preview combo
box. Enter the font name or click on the Select button to choose one of the
fonts. The font will be used in the sample selection control — this is very
useful when you are working with non-Latin fonts.



Some Examples

Here we want to show you some typical hinting situations and
recommended hinting sequences for them:

— e —
1T b D }n \ >h il \\\\ﬁm
/.// I 3 /0/t 5 - /‘/«/
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Example of a hint replacement program for the Times ‘B’ character

(0 0

e

Example of a hint replacement program for the Times ‘g’ character
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TrueType Instructions

In TrueType fonts, the hinting process is very different from the one used
in Type 1 fonts. As we said before, in TrueType font format almost all
characters have special programs that directly control the movement of
outline points at different PPM sizes.

The native TrueType instruction language consists of several dozen
commands. All the commands deal with the data stack, a temporary
storage place, and the constant definitions that come with a font.

There are 3 different kinds of instructions in each TrueType font file. One
global program (called the Font Program) is executed one time when the
font is used for the first time. Another global program (called the PPM
Program) is executed one time when the font’s PPM is changed. Local
programs (Glyph Programs) are executed for each glyph when it is scaled.

Programs can deal with points, distances, arithmetic values, constants and
graphics state parameters. Graphics state parameters set rules that are
used as settings for various commands.

Every character outline is scaled according to the selected PPM value.
Point coordinates are stored as fixed-point numbers (they are not integers,
but have a fixed precision). Then the glyph program is interpreted. The
glyph program measures the distances between outline points, uses font-
level constants and resets the position of some outline points. These points
are called touched points.



All untouched points usually interpolate (by the last glyph program
command) between the new positions of touched points.
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HEEEN LT [T
77_l_l_l_L._Q‘ 17 17 “N
H N SEEEE A mn H b
T S AR % AEE 11
1] 4 114 1] >
1] v 1] ¢ 1] ]
1] ] 11 N | 1] N %
1] ™~ N\ 1] ] 1] AN
1] I | P Bl 1] [N Bl
1] s 1 1| # \ [ 1] »
1] < 11 1] ULl lele* 1] v
T T 1 1 1 L T ﬁ‘(l L B
Original outline Hinted outline Hinted outline
before interpolation after final interpolation

There are several special commands that are applied to the glyph outline at
specific PPMs. These commands are called delta instructions and are used
to slightly modify the position of outline points to improve the character’s
appearance.

We will not include here a complete description of all TrueType
instructions. If you are interested we recommend that you read “Technical
Specifications for TrueType Font Files” which is available from Microsoft.
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Font Parameters

Because within each font it’s very important that all characters have a
consistent appearance, some font-level information is necessary for
hinting. There are two kinds of such information: alignment zones and
stem widths.

Alignment zones set the positions of the most important vertical positions,
such as the sizes of uppercase characters, the position of middle-lines, and
the top and bottom overshoot positions.

To minimize rounding error and to make better baseline alignment you
have to suppress overshoots and maintain the same size of overshoot and
regular characters at small PPMs. This is very easy to do if you position and
size the bottoms and tops of these characters and “stick” the bottom and
top points to these values.

Stem widths define the most important stems in the font and control the
rounding of these stems. Here you must control the PPM at which the stem
width changes from one to two pixels and from two to three pixels.

Refer to page 662 for more information about alignment zones and
standard stem widths.



Visual TrueType Hints

In FontLab Studio we use a small set of high-level hinting instructions that
are automatically compiled to TrueType instructions during font export.
Because these instructions can be set and edited visually we call them
visual TrueType hints or just visual hints.

Visual hints are enough to define TrueType hints even in very complex
situations and they are compiled in very compact and effective TrueType
instruction code.

The visual hint set includes the following commands:

Align Aligns (moves) the position of the outline point to the designated
position on the grid or to the edge of the alignment zone.

Single Link Sets the position of the point relative to the position of another
point. Distance can be linked with one of the stem widths.
Distances also may be rounded or not.

Double Link  Sets the distance between two points to an integer value that may
be linked with a stem width

Interpolate  Interpolates the position of a point between two other points

Middle Delta Slightly shifts a point at a specific PPM. This command works
before the final interpolation of untouched points.

Final Delta Slightly shifts a point at a specific PPM. This command works after
the final interpolation of untouched points. This command is used
for the final outline correction.

All commands are available in horizontal and vertical directions. There are
no “diagonal” visual instructions.

Sequence of commands

Visual commands may be set in any sequence, but they are interpreted in a very specific order.
FontLab Studio automatically detects the logic of the hinting progam and does intelligent sorting.

1. Align commands are always interpreted first.

2. Double links are interpreted first also, except that middle delta instructions may set points that
are linked by double links.

3. Single links and interpolate commands are interpreted in logical sequence.

Middle delta commands are interpreted after commands that set positions of the points for
which they are set, but before commands that are based on these points.

5. Final delta commands are interpreted after final interpolation of theintouched points.
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TrueType Hinting Tool

With the TrueType hinting tool you can set and modify visual TrueType
hints and preview the real resulting TrueType font using the system
TrueType rasterizer.

To activate the TrueType Hinting Tool select the TrueType Hinting
command from the Tools > Hints & Guides menu or press the %Ibutton
on the Tools toolbar.

When you select the TT Hinting Tool you may see the message:

Attention!

',f\ Current glyph doesn't match TrueType requirements,

| o T

Ny 3rd order curves are present. Conkour direckion is wrong.
Do you want to correct problems before continuing?

[Jalways do correction

[J1anore the direction warning

[ O, |’ Cancel l

This message appears if the current character has 3rd-order curves that
should be converted to 2nd-order curves to set Visual TrueType hints or if
the contour direction is wrong.

The TrueType specification requires that contours in TrueType fonts to be
directed clockwise. Most rasterizers will correctly render TrueType fonts
with incorrectly directed contours, but it is not guaranteed so we
recommend directing contours according to the specification. If you don’t
want FontLab Studio to check the contour direction, check the Ignore the
direction warning option.

Press the OK button to continue to work with the tool. Leave the Always do
correction option checked if you want FontLab Studio to always correct
the outline format when opening a character.



When the Hinting Tool becomes active you will see that the editing field of
the Glyph Window has changed:
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Toolbar

TrueType Tools
X | +2[0 1o A AR A :::i_-ZI; HE

i

With the Toolbar you can select the hinting direction, the current visual
instruction tool, and the layers that appear in the editing field of the Glyph
Window. You can also open and close the Preview and Program panels.

Here is a detailed description of the Toolbar buttons:

¥+  Setvertical direction. Sets visual instruction tools to work in the vertical
direction. Le. create vertical links, alignment, interpolation and deltas.
Instructions in different directions are independent of each other

Set horizontal direction

4=t Select Align command

k2% Select Single Link command

F2  Select Double Link command

4 Select Interpolate command

4+ Select Middle Delta command

Select Final Delta command

Switch TrueType hinting tool to bitmap mode

=
R
L4  Show Preview panel
|

Open the Options menu.




If you click on the % button, you will see the Options menu:

£+ | Hinted Outine
H | arid Lines

*= Pixel Centers

® | Resulting Image

"E Point Murbers Sh+alk+F

E Program Panel
Cal| Preview Panel

All the commands except the two at the bottom control the appearance of
the layers that represent information about the hinting process. The layers
are described in the following section.

The two remaining commands let you open the Programs panel that
previews the source code of the hinting program and the Preview panel
that shows the result of the hinting.
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Layers

With the TrueType tool you can see various information layers in the Glyph

Window.

A

Gridlines

Point indexes

Resulting outline

~g¢————— Pixel centers

A

Resulting pixels

- Original outline

These layers are different from the usual editing layers, so we will explain

them here:

<+ Outline

The original, untouched outline of the glyph always appears in
the Glyph Window in black. The Resulting outline, which is
the result of the interpretation of the instruction program,
appears in gray

+ Grid

Gridlines. Gridlines mark the edges of pixels that will appear
in the selected PPM size

Jsf  Centers Centers of pixels. When the outline is filled, all pixels whose
centers are on the outline or inside the outline are set black.
This layer is very useful for delta hinting

m  Pixels Resulting pixels. FontLab Studio uses the real Windows

TrueType rasterizer to preview a filled glyph at the selected
PPM after interpretation of the instruction program

=\ Point indices

Point numbers. There are also two special points that mark
the left and right sidebearings of the character. You can apply
any commands to any of these points.




I Options Panel

The main control center of the TrueType hinting tool is the Options panel:

rueType Options E

Current PPM: | 16 <—H——— Current PPM size

Link to stem:

() Automatic <—1——— Alignment of distances
(JMone

|y 36 | E]

Round diskance

Round position: -

—— Point alignment options

®® O Ob
() center () Double
[Tround destination

Delts PPM range: . . .
o gns <—1— Delta instruction settigns

Delta offset: ]
EREEEFRE: FEERERRERE
FFEE43Z21 1ZF4EEFE

@

<— 7= Preview of the current glyph
B [
()41 j&—— Preview zoom buttons
e

The main use of this panel is for selection of the current PPM size. Use the
drop-down combo box to select one of the predefined values or enter your
own value in the edit field:

Current PPM: | 16 w

In the options preview window you can see a sample of the current
character. FontLab Studio uses a real Windows TrueType rasterizer to
render the character, so this preview is exactly what you will see when you
export a TrueType font and use it in an application in a black-white mode.

Use the zoom selection buttons to enlarge the sample character:

(n

'D S Zoom buttons

B e
O e

All other options that can be set in this panel will be described later.
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TrueType Preview Panel

In the preview panel you will see a waterfall preview of the current
character and a preview of a string at the current PPM size:

TrueType Preview 3]
b quick brown Fax < s B B E Sample string edit
a . .
The quick brown fox - Preview window
..:32228BBEBBBBBBBB B B BI———— Waterfal preview
E & 7 & 31011121244 15 17 4% 49 20 &4 2E 23 24 £5 ZE  IF

To open the Preview panel (if it's not already open) press the Lz
button on the toolbar.

If you enter any characters in the edit field, you will see these characters
appear in the top of the preview window. Use the usual FontLab Studio
rules to enter special characters (enter the character name after a slash */’
character or two slashes to enter a slash: “//”).

You may also drag selected characters from the Font Window and drop
them in the Preview window.

With the waterfall preview you can quickly select the current PPM. Just
move the cursor to the sample PPM you want to select and double-click the
left mouse button.
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How FontLab Studio Previews TrueType Fonts

FontLab Studio uses the real Windows TrueType rasterizer to give an exact preview of the TrueType
hinting for the Preview panel, the Pixels layer in the Glyph Window and the preview window in the
Options panel. To get a preview FontLab Studio implements the following steps:

1.

2.

7.

FontLab Studio creates a very small TrueType font that includes the empty (notdef) character,
current character and all characters from the sample string of the Preview panel.

All characters in this font are mapped to codes starting from the 20h (32) - code of the space
character. The empty character is mapped to 0, as usual.

This font is exported in TrueType format using all the TrueType export settings, including
grayscale settings, maintaining the existing instructions setting and autohinting. A special font
name is set for this font to avoid conflict with any installed fonts.

This font is saved in the Windows TEMP directory with a name beginning with “~FL" and with a
TMP extension.

The new font is installed in the system.

All previews are made with this font. Previews in the Preview panel can use grayscale output if it
is available from the system and is allowed by the font.

When the font is no longer needed it is uninstalled and the font file is removed.

Like the Type 1 hinting preview panel, the TrueType hinting preview panel
can be opened and its options can be customized. Please refer to the
description of the Type 1 hinting preview panel on page 679 for more
information.
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I Program Panel

In the Program panel you can see the text of the instruction program as it is
interpreted:

TrueType Program @

12

Instructions:

i SinglelinkH 32 -= 115 r na
v AlignTaop 14 (4)

v AlignTop 16 (4)

i AlignTop 19 {4)

v AlignTop 24 (4)

v AlignBaokkom 47 (00

: AlignBottom 50 (0)

¢ AlignBaotkom 55 (0)

. AlignBottom 58 (0) ¥

SingleLinkH 113 - 1050

To open the Program panel use the command from the TrueType
hinting options menu.

The Program panel consists of the program listing and four buttons:

Del Removes the selected command
Reset Removes all commands
Close Closes the panel

More>>  Expands the panel to include the command options controls.




Here are the mnemonics that are used to represent commands. A detailed
description of each command and its parameters will follow.

AlignTop Align a point to the top alignment zone

AlignBottom Align a point to the bottom alignment zone

Align Align a point to the grid

SingleLinkH, Single Link commands in horizontal and vertical directions
SingleLinkV

DoubleLinkH, Double Link commands in horizontal and vertical directions
DoubleLinkV

InterpolateH, Interpolate commands in horizontal and vertical directions
InterpolateV

MDeltaH, MDeltaV Middle Delta commands

FDeltaH, FDeltaV  Final Delta commands.

Click on the More>> button to expand the panel:

TrueType Program @

Instructions: —
12: SinglelinkH 113 -= 103 0 Al
13: SinglelinkH 39 -> 1151 na

|
14: AlignTop 14 (4)
[Less <<]

15: AlignTop 16 {(4)
16: AlignTop 19 (4) [

17: AlignTop 24 (4) Close
13: AlignBotkam 47 (00 [

19: AlignBoktom 50 (00
20: alignBoktom 55 (00
|21: AligrBottam 58 (0)

From; | 113 | To: 108 |
Skem: ;Du:u nat _round v |

align: ;Clusest boundary

Apply

In expanded mode you see the command options panel in the bottom.
Select the command and use the controls in that area to change the
command parameters. Click the Apply button after you make changes to
accept them.
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The commands in the list have a two-way connection with the Glyph
window: when you click on the visual representation of the command in
the Glyph window, the related command is selected in the Program panel’s
list.

When you select a command in the Program list, the command is visually
highlighted in the Glyph window:

=
v

Use the command link to check the logic of the hinting program and to
customize command parameters in complex situations.



Alighment Instructions

Alignment instructions are used to align points to the grid. There are two
types of alignment instructions: those linked with alignment zones and
those not linked with zones.

Alignment Zones

Alignment zones define important vertical positions that are common to
many font characters. A good example of an alignment zone is a baseline
and the bottom position of the ‘O’ character:

YL J7

Bottom alignment zone

At low PPM sizes you must set the bottom point of the characters ‘O’, ‘C’
and similar characters to the baseline to suppress the bottom overshoot. In
this case we have a so-called bottom alignment zone.

Another example of an alignment zone is the top line of the ‘H’ character
and the ‘O’ character:

y N

Top alignment zone

A

Alignment zones are previewed in the Glyph Window with a gray color.
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Editing TrueType Alighment Zones

TrueType alignment zones are different from the Type 1 zones that we
discussed in the previous section. To add new TrueType zones or edit
existing zones do the following;:

1. Click on the Options button of the Options panel:
3

Current PPM: ! 16 b |

TrueType Options

Link ko stem;
{E} Autamatic

Round distance
2. Click on the Zones tab in the appearing dialog box:

Stems | ZO0MEs | General

You will see the Zones page:

X]

T Hinting Options

| Stems | Zomes | General |

o= R [T

Marme i wl dv Marne w0 wl dv
b: 0 0 20 20
Lot 417 435 18 [aH | =272 =281 9
=2 450 462 12

] BRE  BE3 o

ki F03 723 15

o || b: o |
|40 3| a4 2l |4 N 2 [0 & |0 &
I [u]'d J [ Cancel ] Anply
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The zones page contains a toolbar, two lists and a command area below
each list. The left list stores all information about the top zones (where
alignment happens in top-to-bottom direction) and the right list -- about
the bottom zones.

For each zone you may specify its name and position of the "snap to"
(primary) line (v0) and a secondary (v1). The position of the secondary may
be defined in absolute coordinates or as a distance from the primary line
(top zone pictured):

< v
dv
< v0

To change settings for a zone select it in the list and use controls below the
list.

There is a toolbar above zones lists. Use it to call following commands:

+ 4+  Addnew top or bottom zone, respectively.

Y

= = Remove current top or bottom zone.

el Import Type 1 zones of the current font

= Import TrueType zones from another font (font selection dialog box
appears)

o Replace Type 1 zones with the TrueType zones
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AlignTop and AlignBottom Instructions

These instructions are available only when the vertical hinting direction is
selected.

To add AlignTop or AlignBottom commands:

1. Select the Align tool ¢

2. Position the cursor over the point that you want to align and click the
left mouse button

3. Ifthe selected point was in one of the alignment zones, an AlignTop or
AlignBottom command will be added to the hinting program. If the
selected point is not in the zone, the “free” Align command will be
added.

The AlignTop command appears as:

_/ Align top command

sosssnies o] .
Alignment zone
P [¢]

ey e
i e

o s

The AlignBottom command is similar to the AlignTop command.

How AlignTop and AlignBottom Commands Work

1. Inthe prep program (this program interprets every time the PPM is changed) all alignment
zones (stored in the cvt table) are aligned to the closest integer position.

2. When the glyph program interprets, the position of the point aligned to the zone by the
AlignTop or AlignBottom command is set equal to the aligned position of the zone if the
scaled distance between it and the zone is no more than 16/17 pixels.

The AlignTop and AlignBottom commands have two arguments: the index
of the point that is aligned by the command and the index of the zone. In
the Program panel these commands appear as:

AlignBottom 12 [1]

AlignTop 5[0]

where 12 and 5 are point indexes and 1 and 0 are indexes of the bottom and
top zone, respectively.



Hinting Alighment Zones

By default the position of the alignment zones is scaled linearly. Sometimes
this may not be satisfactory and you may need to exactly specify the
position of the alignment zones at some PPMs.

With FontLab Studio you can adjust the position of the zones around the
linearly scaled position.

Every alignment zone has a yellow icon at the left:

Tﬂg‘

EQ

You can drag this icon up or down to adjust the position of the zone at the
current PPM:

&

L1

If you move the icon you will see all glyphs that have align commands
applied to that zone changed their shape.

You may find this feature useful when you have to add glyphs to an already
hinted TrueType font. New glyphs often have a different height at some
PPMs and you can correct that with the zone alignment command and
zone hinting.
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Align Instruction

Use the Align command when it’s not necessary (or possible - you can’t
align points to horizontal alignment zones) to align a point to an alignment
zone but you want to align the point’s position to the grid. The Align
command is available in both directions.

The Align command allows you to directly control how point coordinates
are rounded.

To select a rounding method use the alignment control radio buttons in the
Options panel:

Round position:
®+#4 O+ OF
i Center () Double
[] round destination



Here is a graphical description of the various rounding methods:

Rounding Appearance Code Description

# 0 Aligns to the closest grid line
$§ * o
x|
v
L . 1 Aligns to the left or bottom grid line
=X
A
x 2 Aligns to the right or top grid line
* S L L
x|
T pad 3 Aligns to the closest center of pixel
X
v
4
, ok Aligns to closest edge of pixel or center of pixel
x>
_
4$’>

To set an alignment command on the outline:
1. Press the align button **% on the toolbar.
2. Position the mouse cursor on the point that you want to align.

3. Click the left mouse button. Hold the Surrrt key if you are setting
vertical commands and the point is inside an alignment zone.

In the Program panel the Align command appears as:

AlignV 12 [1]
AlignH 22 [0]

where 12 and 22 are point indices and 1 and 0 are the codes of the
alignment rounding method as shown in the table above.
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Align commands are the very first commands in any hinting program. They
do not have base points and affect only one point.

Customizing the Align Instructions

You can customize Align instructions with the context menu. Right-click
the point to which the align command is to be applied and you will see the
menu:

Cancel

Delete Command

attach to Zone

alignment Tvpe v | Closest Pixel Edge
Left/Botkom Edge
Right/Top Edge

Center af Pixel

Double Grid

You may delete the command, attach or detach it from the alignment zone
(this option is available only if the point is in the zone) and change the
alignment type.

Another way to customize the command is to use the Program panel in
expanded mode:

Paoint: | 24

Alian: | Closest pixel edge w
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Links

Links are the most important visual commands. They are used to set
relationships between outline points and to set distances between points to
one of the standard stem values.

There are two types of links: single links and double links. Single links need
to have a base point that is set by a previous command. This can be any
command except a final delta.

A double link does not need to have base points. It sets the position of two
points and they can be used as base points for a single link or interpolate
command.
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Standard Stems

All link commands can be connected with one of the standard stems. When
a link is connected to a stem it sets the distance between points to the
scaled and rounded width of the stem. Using this technique you can
implement standard-stem-based hinting, keeping important stem widths
the same in every character in which they are used.

Please note that Type 1 standard stems and TrueType stems are different,
although they function similarly. There is no limitation to the number of
TrueType stems and they may be named. We will discuss all the different
options of TrueType stems later on page 731.

You can use the Options panel to select standard stem options:

Link ko stem;

'!? Automatic

Otene

w36 L B
Round distance

There are three main options: Automatic connection to the stem, Manual
connection and no connection at all.

In automatic mode FontLab Studio will automatically select the standard
stem that is closest to the linking distance. It will not connect the link with
the stem if the difference between the distance and the stem width is more
than either the stem or the distance.

In manual mode, you select a stem to which you want to connect a link in
the stems combo box and switch on the Select option. However, if the
difference between the distance and the selected stem is too high, FontLab
Studio will not connect the link to the stem.

To keep from connecting a link with a standard stem switch on the
None option.



Single Links

The single link connects an outline point to a point whose position is set by
another command. If you set a single link that linked point will always be at
the given distance from the base point:

Original stem

<4— Resulting stem

Single link instruction

A single link may be linked with one of the standard stem widths. If it is so
linked then the distance to the base point is replaced by the scaled and
rounded stem width. So if several links are connected to the same stem
width the distances from the base points will always be the same.

Single links are very straightforward: they have one base point and one
affected point.

If a single link is connected with one of the standard stems the linking
distance is always rounded to the grid. If the link is not so connected, then
it may be rounded or not depending on the currently selected Round
distance option:

Round distance

Rounding distances is the default option for this command because it
usually gives better control of the position of the destination point.

There is a special kind of single link called the aligned single link. It can be
described as a combination of a single link and the Align command on the
linked point. You can’t set a normal Align command at the end of the link
but you can use an aligned link in this case. To make a link aligned switch
on the Round destination option on the Options panel:

[ ]round destination

Aligned single links use the current Align mode.

711



712

To set a single link:

1. Select the single link tool "%,

2. Position the cursor on the base point. Don’t forget that the position of
the base point must be set by an instruction.

3. Press the left mouse button and drag the mouse to the point that you
want to link. A circle will highlight it. Release the button.

Hold the Surrt key down if you do not want to connect the single link to a
standard stem width. If you hold the Suirt key the stem settings in the
Options panel will not work.

If the base point of the link is not aligned by some other command,
FontLab Studio will automatically set an Align command on it. Hold down
the Crrw key if you want to prevent this.



In the Glyph Window the single link command appears as a directed line
with a mark in the middle. The mark is yellow if the link is connected to a
standard stem width, and gray if it is not. If the link is connected, the stem
name may appear near the mark:

Base point

@l // Stem name
\ Linked point (#38)

In the Program panel a single link command appears as:

SingleLinkV 12 -> 38 [0] 1

where 12 is the base point; 38 is the linked point; 0 is the number of the
stem to which this link is connected (or “ns” if it is not connected to the
stem); and 1 is the type of alignment for aligned links (or “na” for links that
are not aligned).

How the SingleLink Command Works
1. First the original (not gridfitted) positions of the base point and the linked point are r etrieved
and the distance between them is measured.

2. Ifthelinkis connected with a stem the distance is replaced by the prepared stem width for this
PPM. If the scaled distance is equal to or exceeds 3 pixels it is rounded to the closest integer. If
the link is not connected to the stem the distance is rounded or not depending on the
rounding option of the command.

3. Thedistance of the linked point is set equal to the grid -fitted position of the base point shifted
by the distance.

4, Ifalinkis aligned then the position of the linked point is rounded to the grid according to the
align mode stored as the last command parameter.
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Customizing the Single Link Command

There are two ways to customize the single link command: the context
menu and the Program panel.

To customize a command with the context menu right-click the round
icon in the middle of the link:

Cancel

Delete Command

v | Round Distance

Distance Alignment: Do Motk Link ko Skem
fAlign Destination Position k Seledt S AV termalically
w2
W om 92

Use the Delete command to remove the command and the other options to
customize it. The Distance alignment sub-menu lets you link the
command to one of the stems.

The Align destination position submenu is the same that you can see in
the Align command’s context menu and defines the rounding of the
destination position.

In the Program panel the Single link options looks like:
From; | 113 To: | 71

Stem: | Do not _round hd

Align: | Do nat align w

You can change the indexes of the starting and destination points and
change the distance rounding and destination alignment options.



Single Link Examples

Here are some examples of single link hinting:

e

Horizontal hinting of the Times ‘m’ character

R

2.4

Vertical hinting of the Times ‘F’ character
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Double Links

Double links let you set the distance between two “untouched” points. Both
points will be moved by this command and both points will be touched
afterward.

The distance between points can be connected to one of the standard stem
widths using the usual procedure described above. If the distance is
connected to the stem width, it will scale with the stem.

4 Original stem

Resulting stem

Double link instruction

You can’t predict where points will move that are connected by a double
link so we recommend that you use this command only for stems for which
the position is not very important or for stems that will be used as the basis
for hinting.

The double link command does not have base points, but it sets the
position of points.

To set a double link:

1. Select the double link tool ¥4,

2. Position the cursor over one of the points you want to link. Press the
left mouse button.

3. Drag the cursor to the point you want to link to the first point. A circle
will highlight any point over which you move the cursor. Release the
mouse button when the desired point is highlighted.

Hold the Surrt key down if you do not want to connect the double link to a
standard stem width. If you hold down the SH1FT key the stem settings in
the Options panel will not work.



In the Glyph Window the Double link command appears as a line with two
arrows and a mark in the middle. The mark is blue if the link is connected
to the stem, and gray if it is not connected. If the link is connected the stem
width will appear near the mark:

< -% First linked point

:.: 1 3 T Second linked point
n
n

‘k Stem name

In the Program panel a double link command appears as:

DoubleLinkV 12 <-> 36 [0]

where 12 and 36 are points that are linked; and 0 is the number of the stem
to which this link is connected (or “ns” if it is not connected to the stem).

How the Double Link Command Works

1. The original (not grid-fitted) positions oftwo linked points are retrieved and the distance
between them measured.

2. Ifthelink is connected with the stem the distance is replaced by the prepared stem width for
the PPM. If the scaled distance is equal to or exceeds 3 pixels it is rounded to the closest
integer. If the link is not connected to a stem the distance is rounded to the closestiteger,
starting from 1.

The grid-fitted positions of the two linked points are stored.
Both points are aligned to the closest grid line.
Rounding errors for both points are calculated by comparing original and rounded postions.

oA W

The point whose rounding error is less remains in place and the second point is set at the
distance calculated in step 1. If the rounding errors are equal then the point with the lower
coordinate value is set.

7. Thedistance of the linked point is set equal to the grid -fitted position of the base point shifted
by the distance.
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Customizing the Command

Right-click the middle icon on the double link to open the context menu:

Cancel

Delete Command

Distance Alignment: »

Conwvert to Single Link. ¥ Align Left/Batkom Paink
align Right/Top Poink

The Delete command and Distance alignment options are the same as in
the Single link menu. An additional command is “Convert to single link”.
Use it to replace the double link command with the combination of the
align and single link commands.

Program panel options for the double link command are simple:

Fram: | O To: | 113
Skem: [X: 92 w

There are controls to select the indexes of the linked points and the list of
stem names to which the distance must be aligned.



Double Link Examples

Some examples of double link command usage:

TN
-0

DAY E .

Horizontal hinting of the Times ‘H’ character

There are two double links and two single links in this example. The double links set the width and
position of the two vertical stems and the single links align other points that are on the same stem.

Horizontal hinting of the Times “o0” character

Double links are usually used to hint characters in the horizontal directions in cases where stem
position is not important. As you saw in the Single Links section we used single links to set
horizontal instructions in the ‘m’ character because we wanted to keep the distances between
vertical stems the same.
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I Interpolation

Most of the time, the align and linking commands are enough to hint most
characters, but in some cases a very different kind of command is
necessary. Look at the enlarged middle-right region of the character B in
the vertical direction:

¢ Resulting outline \ g

Original outline
Without interpolation With interpolation

You can see that point 11 in the original outline in the vertical direction is
set exactly between points 34 and 38. But because these points are
connected by a double link and point 11 is not controlled it becomes too
close to point 38.

In this and similar cases you can use the interpolate command. This
command sets the position of a point in the same proportion between two
other points as it was in the original outline.

Or the intermediate point could be aligned to he grid and serve as the
starting point for a single link or another interpolation command.

This command has two base points and one affected point.

To set the interpolate command:
1. Select the interpolate tool &,
2. Position the cursor over the first base point

3. Holding the mouse button down move the cursor to the interpolated
point and release the button.

4. Move the cursor to the second base point and click the left mouse
button.

In the Glyph Window the interpolate command appears as two directed
lines from the interpolated point to base points.



In the Program panel the interpolate command appears as:

InterpolateV 34 -> 11 <- 38
where 11 is the interpolated point and 34 and 38 are the base points.

Customizing the Command

To customize the command right click the command icon (small green
circle). In the context menu you can use the Delete command to remove
the command and the Align destination menu to align the destination
point to the grid.

In the Programs panel the Interpolation command options look like this:

Fram: | 65 To: [ 39
Paint: | 36

&lign: | Do not align W

The Options panel allows you to choose the source and destination points
for the command and to customize the alignment of the destination point.
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I Delta Instructions

Now you know all about the visual hinting commands that can be applied
to an outline at all PPMs. In addition to these commands the TrueType
hinting language lets you set special commands that will work only at
specific PPM sizes. These commands are called delta instructions.

There are two delta instructions for each hinting direction: middle delta
instructions and final delta instructions.

Final delta instructions are necessary when you want to slightly change the
instruction set - usually to add or remove some pixels:
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Middle Delta Instructions

A middle delta instruction can move outline points like any other
instruction. It can move any outline point in 1/8-pixel increments from one
pixel left (or bottom) to one pixel right (or top):

-8/8 48 0 +4/8 8/8

+8/8

+4/8

Movement space of delta instruction

Middle delta instructions are interpreted like other commands in the
hinting program. They are automatically inserted between “normal”
instructions that move points and so can be used to modify the normal
interpretation of the hinting program:

Middle delta instruction

In the example above, the vertical stem is moved one pixel to the left when
the middle delta instruction is applied.

A middle delta instruction may be applied to a touched or untouched point
and the point becomes touched afterwards.

It’s a good idea to use middle delta instructions to correct the rounding
direction on some PPMs, like on the character ‘e’ at small PPM sizes.

Another good application of middle delta instructions is the correction of
diagonal hints. A middle delta instruction “touches” the point to which it is
applied, so any other point between two delta instructions will be
interpolated in the final interpolation routine.
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The middle delta instruction has 4 arguments: point to move, PPM,, PPM,
(the PPM range in which this instruction works), and the shift distance in
eighths of pixels. In the Program panel this instruction looks like:

MDeltaV 18 <6> 12-14

where 18 is the point index, 6 is the distance to move (in this case - move
up by 34 of a pixel. A minus sign in front of the number would indicate a
move down), 12 is PPM,, and 14 is PPM,. This means that point 18 will be
moved up 34 of a pixel when PPM is 12, 13 or 14.

To set a middle delta instruction:

1. Select the Middle Delta tool ",

2. Inthe Options panel select the shift distance, direction and PPM

range:
Delta PPM range;

22 22 <+—— Delta PPM range
Delta offset: 3
CCrrrrrT mEErT T <e——— Shift distance

EFEELZZE1 12F4EETE

By default the PPM range is equal to the current PPM.

3. Move the cursor to the point at which you want to set the delta
instruction and click the left button.



Faster Me thods to Set Delta Instruction

There are two other methods to set delta instructions. The simplest method
is to select the Middle Delta tool, position the mouse cursor over the point
you want to move and drag the point in the needed direction. Hold down
the SHiFT key to move the point only in the current hinting direction
(horizontal or vertical).

While you are dragging the mouse to set the instruction you will see its
value both near the end of the line and on the Meter panel:

4,1

Cancel

Set Middle Delta
Set Final Delta

align Poink

L e I R I O I LR ]

You can also right-click any point on the
outline and select the delta command in the
context menu.
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Active and Inactive Delta Instructions

Delta instructions may be active or inactive. When the current PPM is
within the PPM range of the delta instruction the instruction is active.
Otherwise it is inactive.

T

&
Active delta instruction (shift up)

&

Inactive delta instruction

Note: if you set a new middle delta instruction at a point where a delta
instruction is already set and is active the old instruction will be replaced
by the new one.

If you set delta instructions for the same point and with the same shift
distance but for different PPM ranges FontLab Studio will try to combine
PPM ranges and unite delta instructions where it is possible.



Customizing the Delta Instruction

Right-click the delta instruction mark to get access to the context menu:
Zancel
Delete Command

Delka Value r

Remove For Current PPM

Use the Delete command to remove a middle delta instruction, so it will be
removed for all PPMs for which it is defined.

Use the Remove for current PPM command to remove a middle delta
instruction only for the currently selected PPM. For example, if the delta
instruction is defined for the PPM range 12-18 and the current PPM is 14,
after you use Remove for current PPM you will get two delta instructions:
12-13 and 15-18.

The Delta value submenu lets you choose the delta instruction shift
distance.

Another way to customize delta instructions is to use the options area in
the Program panel:

Paint: | 80

RannnnnnnN | | (NeEN
Offset: EFEE4TE21 1234567 E

Range: | 17 - |18

You can change the point number, shift distance and the PPM range.

727



728

Final Delta Instructions

Final delta instructions are applied after the final interpolation of all
untouched points. They are used as a last resort to shift points to remove or
add pixels at PPM sizes where it is still necessary after application of zones,
stems and all other hints:

==

S
[ Delta 1
[;i} | - Delta 2
Hinted character at 12 PPM Same character with two delta
without delta instructions instructions

The sequence of interpretation is the only difference between middle and
final delta instructions. They work exactly the same way. To set final delta
instructions, select the final delta tool ™3 and follow the same instructions
as above for middle deltas.



Some recommendations:

1.

Delta hinting is a very time-consuming operation because you have to
check the rendering results at many PPMs. So always try first to get the
best possible results from normal, linear hinting.

Use the waterfall preview in the Preview panel to see where delta
hinting is necessary.

Switch off font grayscaling in the Display Properties panel to see a real
rendering preview. Display Properties are accessible through Control
Panel.

Try to set as few delta instructions as possible. They increase font size
and complexity.

It’s better to set one delta instruction with a larger range than two less
comprehensive delta instructions.
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I Removing Instructions

You can remove any instruction using two methods:
1. Select the instruction in the Program panel and press the Del button.

2. Position the cursor on the hotpoint of the instruction, hold the CTrL
key and click the right mouse button.

AlignTop, AlignBottom, Align, MiddleDelta and FinalDelta
instructions have hotpoints on the point to which they are applied.

SingleLink and DoubleLink instructions have hotpoints on the mark in
the middle of the line that connects the two points.

The Interpolate instruction has a hotpoint near the point that is
interpolated.
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Standard Stems

There are two sets of standard stems in FontLab Studio: Type 1 standard
stems and TrueType stems. Type 1 stems are used by the Type 1 font
rasterizer and have some limits. For example, it is possible to define only 12
stems for each direction.

TrueType stems have no limits and also have some additional properties.
They may be named and their rounding may be specified for selected
PPMs.

In FontLab Studio you can control the rounding of the standard stem
widths. You can set the PPM size at which any standard stem width is
changed from 1 to 2 pixels, from 2 to 3 pixels, from 3 to 4 from 4 to 5 and
from 5 to 6 pixels. We call these critical PPM sizes “jump” PPMs because
here the stem width makes a jump from 1 to 2 pixels, from 2 to 3 pixels and
so on up to 6 pixels wide. By default, standard stems are scaled linearly and
are rounded to the closest integer value.

When you add a new Type 1 stem, it is added to both stem lists: Type 1
(editable with Font Info) and TrueType.

To control the TrueType stems’ properties you open the TrueType stems
dialog box:

Link ko stem:

() Autamatic Press this button to open the Stems dialog box
C' MNone

£ \,-':l 36 w B/

Found distance
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You will see the following dialog box:

TT Hinting Options E|
Stems | Zones | General |
R & |G|
Mame “Width  ppml | ppmZ | ppm3  ppmd  ppmS | ppme
wi 36 36 0 42 70 a5 125 153
Tz 72 1] 19 32 49 63 77
W o2 a2 0 19 32 39 49 &0
i3 [ Jlo Sf[« =7 & B[1s2][1502)
[ (0]4 l [ Cancel ] [

Make sure that Stems page is selected on the tab control.

The dialog box consists of a toolbar on the top, a stem list, a row of controls
to adjust stem parameters and the Advanced button that gives access to

some font-level hinting options that we will discuss later.

Buttons on the toolbar mean:

"I‘H Include vertical stems in the list (stems measured along the X axis)

ir Include horizontal stems in the list

=+, Add new horizontal stem

+. Add new vertical stem

— Remove the stem selected in the list

Automatically calculate and optimize the rounding PPMs

P
#+ Reset rounding PPMs to linear values

™% Import Type 1 stems into the list

& Import stems from another font.




Columns in the list mean:

Name Name of the stem. This is editable if you click the F2 button on the
keyboard. You can also use the control below the list to change the

stem name. The stem name appears when the stem is used in

hinting program. We do not recommend using long stem names, 6-
8 characters is enough in most cases

Width Width of the stem. Use the control below the column to change the

value

PPM2-PPM6  PPMs at which the stem is scaled to 2-6 pixels.

Click on the column header to sort the list by the column values.

A yellow background in the list highlights vertical stems.

It is easy to add a new stem: just click on the & or the ® button and a

new stem will appear with the <unnamed> name and a width of 100.

To remove a stem, select it in the list and click on the "= button.

Click on the " % button to append Type 1 stems to the list. FontLab Studio

will append only those stems that are not already in the list.

With the &% button you can append stems from another font. Click it and

select the source font from the list:

Select the font ]

Select the Font in the lisk belaw:

[ izt '

CIE

i [ Cancel

]

When you remove stems that are used by the hinting program in some
glyphs FontLab Studio will replace any stem-linked link with a simple

rounded link.
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Stems Rounding

Control over stem widths rounding is necessary for two reasons:

1. To control a font’s contrast. If your font is low contrast, like Courier or
Arial, you may want to set the jump PPMs for vertical and horizontal
stems equal. This way, the font will never get high contrast, as when
vertical stems are 2 pixels wide and horizontal stems are only 1 pixel
wide.

2. To synchronise the scaling of stems with close widths - like the stems
that control straight and round vertical stems in uppercase characters.
At large PPM sizes they should be different but they have to make the
1—2 and 2—3 width jumps together.

Bigger jump values are necessary when you are working on a black or extra
black font where 5-pixel width stems appear at low PPMs.

To change stem rounding:

1. Inthe list select the stem that you want to edit.

2. Inthe edit fields change the PPM sizes at which this stem makes its
various jumps from one pixel up to 6 pixels.

Press the "2 button to automatically optimize the stem rounding while
trying to keep optimal contrast. Use the *# button to reset all stem PPMs
to linear values.
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General Options

Click on the ' button in the Options panel and select the General tab on
the tab control. You will see a General Options dialog box:

TT Hinting Options

Stems || Zones | General

Skem snap precision; -1?| 3 1 16 of the pixel
Skop zones alignment above this PPM: -_ 44 :
Do naok execute instructions abowe this PPM; El 3

Shift ke constrains setting of the delta instruckion's direction

[9] ¢ H Cancel ]

Stem snap precision

Measured in 1/16 of a pixel, this value defines the difference between the
actual stem width (scaled but not rounded) and the stem width in pixels
specified by the stems dialog box. If the difference is more than the defined
value, the stem is rounded linearly. A value of 16/16 will mean that stem
rounding will be controllable only when the difference is less than one
pixel. A value of 32/16 defines a possible difference of 2 pixels.

Stop zones alignment above this PPM

Enter the font size in PPM after which zone alignment will not be operative
and all points controlled by the AlignTop and AlignBottom commands will
be rounded to closest pixel edge.

Do not execute instructions above this PPM

Defines the PPM above which instructions will not be operative anymore.
Enter 0 to never stop instructions.

Shift key constrains setting of the delta instruction’s direction

Inverts the function of the Surrt key when you define delta instructions. By
default you can freely move the destination point of the delta offset and
you have to press SHIFT key to limit direction to the current hinting
direction. When this option is deactivated, delta offset direction will be
fixed and you have to press SHIFT key to “free” it.

You may click Apply button to immediately see results of the new options
in the Preview panel.
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Context Menu

If you press the right mouse button in the free space of the Glyph Window
edit field you will see a popup menu:
Cancel

Reset Program
Remove H Commands

Remove ¥ Commands

Remove Final Deltas

Remove Al Deltas

Convert Hinks ko Instructions

Reassign Skems
Autohinting Cptions. ..

Macro L

The commands available in this menu are:

Cancel Closes the menu

Reset Program Removes all instructions

Remove H CommandsRemoves all horizontal commands including delta
instructions

Remove V Commands Removes all vertical commands including delta instructions

Remove Final Deltas Removes all final delta instructions

Remove All Deltas  Removes all delta instructions (middle delta and final delta)

Convert Hints to Tries to convert Type 1 hints and links to visual hints. You

Instructions can use this command as a kind of TrueType autohinting. If a
glyph doesn’t have any Type 1 hints, use the Tools > Hints &
Guides > Autohint command to generate them. Follow with
the “Convert Hints...” command to generate a TrueType
hinting program for the glyph

Reassign Stems Checks all single and double links that are attached to one of
standard stems and tries to automatically select the best
stem for the link length.

Autohinting options Opens the Autohinting options dialog box that lets you
customize the process of converting Type 1 hints to TrueType
instructions. This dialog box is described below.




Autohinting Process

When you select the Convert Hints to Instructions command in the popup
menu or apply the same action in the Transform or Transform All dialog
box, FontLab Studio:

1.
2.
2.1

2.2.

23

341

3.2

Converts all hints to links to find what points are linked by the hint.
For every horizontal link:

If one of the linked points is in the top or bottom alignment zone: adds
an AlignTop or AlignBottom command and connects another point to
it by the SingleLink command. Automatically links the SingleLink
command with one of the standard stems.

If none of points is in the alignment zone: links them by a DoubleLink
command or by a single link command if one point is linked to another
outline point.

Checks all outline points and if one of them is on the same horizontal
line as one of the linked points: links it by the SingleLink command. It
doesn’t do this if the point is adjacent to an already connected point.

For every vertical link:

Connects two points by the DoubleLink command or by the single link
command if one of the points is linked to another outline point.

Checks all outline points and if one of them is on the same horizontal
line as one of the linked points: links it by the SingleLink command. It
doesn’t do this if the point is close to an already connected point.

FontLab Studio optionally detects “cusp” points and links them to one
of the single and double link commands.

For single and double link commands that connect round points, like
on the left and right sides of the ‘O’ FontLab Studio may optionally add
middle delta commands that correct the rasterization of the curve.
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Autohinting Options

You can customize the conversion process with the Autohinting Options
command. Use this command to open the dialog box:

TrueType Autohinting

Autohinting options

Generate triple hints

[ Direct links ko center of the glvph where possible
Butamatically inkerpolate positions af the cusp poinks
Try ko automatically generate delka instructions

add link. to the right sidebearing point

Interpolate positions of the double links

Single link attachement precision (7 is default value): 7 |

[ O, l [ Cancel

Generate triple hints

If this option is active FontLab Studio will try to generate TrueType
instructions that simulate Type 1 triple hints for characters like ‘m’ where
the distance between stems must be kept the same at all PPMs:
e |
-

fu SN

b
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Direct links to center of the glyph where possible

FontLab Studio can try to hint starting from the left sidebearing and going
to the right or starting from both sidebearings and going to the center of
the glyph. Use this option to customize the hinting direction:

|
4 |
|

H:$‘3|

®

|
I
| |
|(:J:l[ H:$€l|
| |

or
Automatically interpolate the position of cusp points

A Cusp is a point where the contour sharply changes direction:

If this option is on, FontLab Studio will generate an Interpolate command
that will link the cusp point to one of the links:

Try to automatically generate delta instructions

Our research shows that it is useful to include small middle delta
commands at the end of links that connect round parts of the glyph:

Use this option to control this feature.
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Add link to the right sidebearing point

FontLab Studio can generate a single, distance-rounded link that will go
from the rightmost hinted point to the right sidebearing point. This feature
guarantees at least one pixel distance between glyphs on all PPMs.

Interpolate positions of the double links

In glyphs like ‘B’, which have overlapping stems, FontLab Studio may hint
them independently or hint the first stem and then interpolate the position
of the second stem using the interpolation command with the final point
aligned to the grid:

Whether this is appropriate for your font has to be decided on a case-by-
case basis.



Single link attachment precision

If an outline is not very precise you can enter a value in this field so
FontLab Studio will have a threshold to decide when several points are
located along a line. For precise fonts set this value to 1 or 0.

Generally speaking, autohinting is a trial and error process. You can get
very good autohinting results if you select the correct options for your font
and define correct stem and alignment zone behaviour at the critical PPMs.

Processing Multiple Glyphs

You can convert Type 1 hints to TrueType instructions for many glyphs at
once if you use the Transform dialog box.

Open the Transform dialog box with the Tools > Actions command and
select the Convert to Instructions command in the Hints and Guidelines
section.
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Hinting Sidebearings

With FontLab Studio’s TrueType hinting tool you can set instructions that
will control the horizontal position of a character’s sidebearings. This gives
you precise control over a character’s metrics at small PPM sizes.

In the editing field of the Glyph window you can see yellow marks that
designate sidebearing points. There are left and right sidebearing points.
The left mark controls the position of the left sidebearing and the right
mark controls the right sidebearing.

LR

Sidebearing points are always aligned in the horizontal direction.

You may apply any command to the right sidebearing point, but the left
point can be used only as a source of links or interpolate commands.

By moving the right sidebearing point you can control the amount of white
space at the right side of the character.

Usually the position of the right sidebearing point is controlled by a
rounded single link command or by a final delta instruction. Because the
length of the single link with rounded distance cannot be less than one
pixel you can set this command and be sure that left or right whitespace
will never disappear.

Both sidebearing points may be used as sources of any command just like
any other point of a character’s outline.

How FontLab Studio Implements Commands that Move Sidebearing Points

The TrueType font format has a special table that can contain the widths of characters that are
rendered at specific PPM sizes. This helps the rasterizer to preview lines of text on screen very
quickly. FontLab Studio builds this table when it exports a font in TrueType format. To do this it
interprets instructions that are applied to the sidebearing points at every PMM size from 9 to 24.



Hinting Composite Glyphs

FontLab Studio allows you to set TrueType hints for the composite glyphs.
There is not much visible difference between hinting plain and composite
glyphs — Glyph window and tools look as if you are hinting decomposed

glyph.

The principle difference is that components of a composite glyph appear
already hinted. It means that if you have hinted glyph ‘E’ and hinted glyph
‘caron’ and if you want to check hinting in glyph ‘Ecaron’ you will see that
both components look exactly as they look in respective glyphs, and the
only thing you need to do is to hint their relative position.

Usually all you need to do to hint a composite glyph is to put a few middle-
delta instructions on the contours of accent components so they will get a
correct and symmetric position in the composite glyph.

You can however completely override hinting of components and provide
new hinting program for a composite glyph. In this case you may take a
composite glyph as a combination of all components as if it is decomposed.
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Automatic TrueType Hinting

There is no special command “TrueType autohinting” in FontLab Studio.
There is Type 1 autohinting and automatic conversion of Type 1 fonts to
TrueType instructions. This is a more flexible solution to the TrueType
autohinting problem because it allows you to use all the correct Type 1
hints that you have or to build both hints at once.

To automatically generate visual TrueType hints for the whole
font:

1. Select the Action Set command from the Tools menu.

2. Ifyou have a Type 1 font (outlines of 3rd-order curves) with a Type 1
hints set select Convert Type 1 font to TrueType from the program
selection combo box:

Saved action sets: | Coryert Type 1 font to TrueType w

[Select & set bo load]
(Converk Tvpe 1 Fank ko
Sample program
TrueType Aukohinking

TrueType

3. If the font has no hints at all select Generate TrueType hints from the
program selection combo box.

4. Choose an application range for the selected program:

Apply action set to: | Al glvphs in the Font w

Current glyph only
Selected glyphs
&l glvphs in the Fonk

all glyphs in the glvph lisk
&ll ghyphs which are not in the lisk
&l opened Fonks

Fonks in the Fonks Lisk

5. Press the OK button to start the process.



Working With Bitmaps

Setting complex instructions program and multiple delta instructions may
take a lot of time. An alternative is to create bitmap versions of the glyphs
for most important sizes so TrueType rasterizer will use them instead of
rendering outline glyphs and instructions program.

Bitmaps can be defined for any combinations of glyphs and PPMs. A font
may have only one bitmap for one glyph and one PPM or lots of bitmaps
for different glyphs at different PPMs - there are no limits.

FontLab Studio supports import, export and editing of so-called embedded
bitmaps.
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Importing Bitmaps

Import happens automatically if this option is active in the Tools >
Options > Opening OpenType & TrueType > TrueType/OpenType TT
(.ttf) dialog box:

Import embedded bitmaps

When a font has embedded bitmaps, PPMs for which bitmaps are present
are colored red in the TrueType tool Preview panel:

EE EEBEBE

S 10111z 1= 14

You can import embedded bitmaps from a different TrueType font. To do
so:

1. Click on the & button on the toolbar to enter the bitmap mode of the
TrueType hinting tool.

2. Right click anywhere in the Glyph window and select the Import
bitmaps... command in the context menu.

3. Select a TrueType font with embedded bitmaps in the standard File
Open dialog box.



Editing Bitmaps

To get access to embedded bitmaps activate Bitmap mode by clicking
on this button on the TrueType hinting toolbar: &,

You'll see the Glyph window and preview panel change:

In Bitmap mode the Glyph window previews the bitmap with pixels
represented as black squares. If there is no bitmap defined for the current
PPM, it looks different:

L
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If you want to add a bitmap for the current PPM, right-click
anywhere in the Glyph window and select the Generate bitmap command
in the context menu:

aenerate Gitmap

Impork Bitrmaps. ..

Highlight Differences

You can edit the bitmap with the mouse: just click and drag the left mouse
button.

To remove the bitmap for the current PPM use the Remove bitmap
command in the menu.

When there are bitmaps defined for the glyph, they are highlighted in the
Preview panel:

eEEEEEEEBB

10 11 12 13 14 15 1 17 g5 19



Highlight Differences

You may highlight the differences between the result of the rendered and
hinted outline and a bitmap. Enter the Bitmap mode and select the
Highlight differences command in the context menu:

Gaenerate Bikmap
Remove Bitmap
Copy to Background

Inport Bitrmaps...

|Z| Highlight Cifferences

When you leave the bitmap mode (click on the & button or select any
other TrueType hinting tool) you will see that all pixels that are different in
the rendered outline and in the bitmap are highlighted in red:

You can use this feature to separate the “artistic” and technical parts of the
hinting process: make good bitmaps; activate the Highlight differences
feature; go into hinting mode and set hints so there are no red pixels.
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Exporting Bitmaps

To export embedded bitmaps make sure that this option:
Export embedded bitmaps

is active in the Tools > Options > Generate OpenType & TrueType >
TrueType/OpenType TT (.ttf) dialog box.

Please note that the operating system will display embedded bitmaps only
when a font is rendered in black/white mode. If font smoothing is activated
in the system and allowed for the point size in the font, bitmaps will not
appear.



Hinting Strategies

This section will give some examples of visual hinting strategies that are
applicable in different situations.

Middle Delta or Final Delta

The final delta command is the very last command of the instruction
sequence. This command moves only the point to which it is attached and
only on PPMs for which it is set. We recommend using this command in
situations where only one pixel needs to be “switched” on or off:

"

. jp Final delta instruction
1

The middle delta instruction is much more flexible. You can use it to
slightly modify the interpretation of the hinting program because it is
automatically inserted between commands and is interpreted after the
command that sets the position of a point and before any command that
uses that position as a basis (like link and interpolation instructions).
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But even if the middle delta command is set on an untouched point it is
applied to the point before final interpolation of the untouched points. This
point becomes touched after interpretation of the middle delta command
so the position of other untouched points will be changed proportionally to
the shift of that point:

g

Middle delta instructions

We recommend using the middle delta command with untouched points
when it’s necessary to shift several points at once. Usually you have such a
situation on diagonal and curved stems.



Single Link or Double Link

We recommend using the double link command only in situations where
only the width of the stem is important, not the position:

¥

s\ |
k Double links

Here is a good example of the situation where double links should be
replaced by a chain of single links:

=] k23 23

mmmmmmmmmmmmmmmmmmmmmmmm
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Another possible application of the double link is hinting a character’s
middle horizontal stem:

TXxi )

— Double link

ZE

X

[

If the position of the middle stem in different characters is different, you
cannot be sure that the hinted position will be the same at all PPMs, even if
the difference is very small. There is always a chance that at some PPM the
rounding of linked points will be different and the link will be shifted top
or bottom.

Be ready to set a number of middle delta instructions or, better yet, set a
special middle line alignment zone and use a combination of align and
single link instructions.
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Hinting White Space

Sometimes it’s necessary to set the width of the white space inside a
character, especially with a narrow character that has more than one

vertical stem. Take the character “H” as an example. With normal fonts we

usually use two double links to set the widths of vertical stems:

e

1

-l

=9

Because at all PPM sizes we will have enough space between stems we

don’t really care about white space. But look what happens if we try to use

the same technique with a narrow font:

e
S

i

104 [

At many PPMs the vertical stems are snapped together and the character

becomes completely unreadable.
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We can, however, use only one double link, then link the two stems
together with a single link with a rounded distance and set the width of the
right stem with a single link connected to the stem:

[qI] ¥]

The rounded distance of the single links cannot be less than one pixel, so
we will always have some white space between the stems.

To complete the hinting of this character we have to add a rounded single
link to the right sidebearing point to make sure that the white space
between our character and the next character does not disappear.
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Hinting Serifs

We recommend hinting serifs in the vertical direction by a single
link command:

&
Serif single link ————» ,/’/%rd

If the serifs are thin then it’s not necessary to attach their width to the
standard stem width. A single link with rounded distance will be enough.
Rounded single links cannot appear less than one pixel in length so the
serif will never disappear.

Of course, if you want to have more control over the serif’s width you can
define a special stem width and attach the serif’s single links to this width.

For total control over serifs’ behavior you can also set horizontal
commands that will control the “length” of the serifs:

Serif length single link
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Hinting Diagonals

Hinting diagonal stems is the most complicated job in hinting. There are
no special “diagonal” commands so you have to set both horizontal and
vertical commands to control the width of a diagonal stem.

We know two ways to hint diagonal stems:

1. Define special standard stem widths. Set vertical and horizontal
commands attached to these widths and control the rounding of stem
widths using the stems dialog box.

2. Set the positions of one side of the stem using the usual commands
(align and link) and set the position of the other side by single links
that are not rounded and not aligned. Adjust the width of the stem
using middle delta instructions.

If a diagonal stem is intersected by another vertical, horizontal or
diagonal stem then we recommend using the interpolation instruction
to set the position of the intersection points.

In most cases good hinting of diagonal stems is not possible without final
delta-hinting.



Hinting Symmetrical Characters

There are two types of symmetrical characters: round characters (like ‘O’)
and “pike” characters (like V).

Round characters are “automatically symmetrical” in both directions. So
it’s enough to set the positions and width of the vertical and horizontal
“stems” and the center points will be interpolated and automatically set in
the central position:

ooQo DDODOGOUDDDOOOOOOOOOOOO

For “pike” characters this is not good enough because the position of the
pike point is important. At most PPMs you must set the width of the pike to
one pixel. Automatic interpolation of the outline may set the pike point to a
position where the pike will disappear.

So in the case of pike characters we have to begin by positioning the pike
point with the align to pixel center command and then set the positions
of all other points by linking to this point:

TY Y VY YY VVVVVVVVVVVVVVVVVVVV
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Interpolate or Not

As you already know all points that were not positioned by commands
(untouched points) are interpolated automatically by the final
interpolation command. Final interpolation sets the position of any
untouched point proportionally to the closest untouched points. But
sometimes you may want to control the interpolation process and directly
set the base points of the interpolation. Usually this happens when a point
is geometrically between two touched points that belong to different
contours:

The only way to keep point 10 between points 31 and 34 is to set an
interpolation command in the vertical direction. It’s a good idea to
interpolate the same point in the horizontal direction too:




# Note: When testing your hinted fonts, test a range of sizes. View sample
text at what you consider to be “normal” viewing size, and test at 3-4 sizes
above and below. Keep in mind that you may run your machine at much
higher or lower resolution than others. Someone with a 1024 x 768 17”
monitor will likely choose a smaller size than someone using the same
resolution on a 12” laptop.

# Tip: You can use the zoom feature of Microsoft Word or a web browser
such as Opera to simulate different DPI settings. The default DPI setting of
Mac OS is 72 DPI and of Windows is 96 DPI. When you test your font on
Mac OS at 12 pt, the 12-PPM size will be used. When you zoom Word or
Opera to 133%, you will see the 16-PPM size which is the size, used for 12
pt type on Windows. Conversely, in Word or Opera on Windows, set your
zoom to 75%. This way, your 12 pt type will be displayed using 12-PPM
rather than the usual 16-PPM.
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I Hinting Multiple Master Fonts

# Multiple Master (or MM for short) fonts contain more than one layer of
outlines making possible to create indefinite number of intermediate font
variations. You can get more information about MM fonts in “Multiple
Master Fonts” chapter in this book (page 765).

# Usually MM fonts are used to create font families, and in most cases they
contain one or two axis: weight and width. In the case of one (let’s say
weight) axis font will contain two masters, so to say, two layers of
information about the glyph shapes. First master will define “light” version
of the font and second master — “bold” or “extra bold” version.

# With FontLab Studio 5 you can apply TrueType hinting to Multiple Master
fonts. So, instead of hinting these two masters separately (and also provide
TrueType hinting to all generated intermediate designs) you can do it only
once.

There are some limitations:

1.
2.

You can apply hints to only one master, the first one.

TrueType alignment zones and standard stems are not compatible with
MM fonts and will be simply copied to the generated intermediate
designs from the first master. Which means that you will have to
update stems and zones values.

However, Type | zones and standard stems are compatible with
Multiple Master font structure, and they can be used to create
intermediate values. There is one requirement: their ordering and
value must be exactly the same as ordering and values of the zones and
stems of the first master of the MM font.

Delta hints usually will not work well. Make basic hinting with the MM
font, but apply delta hints after generating the intermediate font.



Hinting for ClearType

ClearType is a text rendering technology developed by
Microsoft and introduced in Windows XP. It works with
LCD screens and uses colored (green, blue and red) subpixels to increase
visible screen resolution in one direction. On LCD screens each full-color
pixel actually consist of three smaller subpixels colored with basic colors.
These colors mix with each other, so by applying different brightness to
each subpixel we can get a practically unlimited number of color
combinations:

By changing color values for each pixel it is possible to simulate the effect
of changing the brightness of each subpixel. For example, rendering a fully-
blue pixel effectively means that the red and green subpixels are turned off
and the blue subpixel is on. The human eye reacts differently to brightness
changes of different colors so the color combinations are chosen very
carefully. If the pixels are sufficiently small, the human eye does not notice
the individual colors but instead, perceives the color pixels as
combinations of subpixels — resulting in an increased resolution.

hamham

Pure black-and-white rendering gives sharp  Grayscale rendering helps smoothing

pixels but does not render well fine elements diagonals but usually either blurs the stems or

such as serifs. Also, italics are problematic. = makes them too black so the type either
unsharp or unevenly colored.

harmnkam  hambham

When enlarged (left), ClearType rendering looks like a mosaic of color pixels. However, in
very small sizes, the user perceives each colored pixel as a combination of subpixels. The
result is type that has smooth edges and yet appears sharp. Particularl‘ helps italics.

hambham
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TrueType hints work when font is rendered with ClearType technology, but
with some limitations. For example, final delta instructions are not used at
all. With the Preview panel you can see a sample of the font rendered with
ClearType: use this button to choose the rasterizer:

Black-'White
Gravscale
v ClearType

If you select ClearType in this list, all rendering in the Preview panel will be
done using this rendering technology.

Mac OS X (Apple) and Acrobat (Adobe) also use subpixel rendering
algorithms. The principle is similar to ClearType but the details of the
implementation differ. This means that the effects of subpixel rendering of
the same font on Windows, on Mac OS X and in Acrobat will usually be
different.



Multiple Master Fonts

With FontLab Studio you can make a special type of font called a Multiple
Master font. Multiple Master fonts contain several font styles, called
masters, in one font file. A program that uses a Multiple Master font can
select not only one of the master fonts, but also any intermediate style
created by interpolation of the master fonts. So it can use not only Bold,
Normal, Narrow or Wide styles, but any style in between, such as 30%
Weight and 47% Width. We will discuss this process in full detail in the
next sections.
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Multiple Master Fonts Theory

The Multiple Master font format was developed by Adobe Systems as an
extension of the Type 1 font format. This means that Multiple Master fonts
(or MM fonts, for short) are compatible with all PostScript printers. MM
fonts can be used on Microsoft Windows and Mac OS if Adobe Type
Manager (ATM) is installed. Mac OS X doesn't support MM fonts.

The Multiple Master font format is not very widely used as the final
deliverable format. However, many type designers use Multiple Master
fonts during the design process and use them to generate a family of
single-master fonts that go into distribution. Using MM fonts as a design
tool can be an excellent way to speed up the design of large font families.

For technical details and an excellent background in this subject we
strongly recommend you read “Designing Multiple Master Typefaces”, a
book published electronically by Adobe Systems:

http://partners.adobe.com/asn/developer/pdfs/tn/5091.Design_MM_Fonts. pdf


http://partners.adobe.com/asn/developer/pdfs/tn/5091.Design_MM_Fonts.pdf
http://partners.adobe.com/asn/developer/pdfs/tn/5091.Design_MM_Fonts.pdf

A simple picture can describe the main idea of the Multiple Master font
format:

1 2

4 3

If we have two contours that have the same number of segments of the
same type (straight or curve), we can always make intermediate contours
by interpolation. The number of these different contours is limited only by
the precision that we choose.

Applied to fonts, this idea gives us the following:

D
D

In this picture we used two styles of the same typeface, Light and Black, as
ends and, as you can see, we have many more styles in the middle. Fonts
that are used to define end designs are called masters. A combination of
several masters into one font file is called a Multiple Master font.

-,
B>
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In the example we used only two masters, and we changed only one
property of the font using interpolation. But we can define more masters
and get even more choices for changing the design of the font. For instance
here’s what happens when we use four masters: now we can vary both the
fonts’ width and weight:

Narrow Light Wide Light

) D

Narrow Black Wide Black

The quick brown fox jumped over the lazy dog

The quick brown fox jumped over the lazy dog

The quick brown fox jumped over the lazy dog

The quick brown fox jumped over the lazy dog

The quick brown fox jumped over the lazy dog
The quick brown fox jumped over the lazy dog

The text sample typed with different instances of the same Multiple Master font



Design Axes and Dynamic Range

It is possible to define a number of properties of an MM font using
masters. These properties are called design axes, or simply axes, for short.

You can define as many of these design axes as you want, but four axes in a
single MM font is the practical limit since there is no program as of this
printing that can use more than that. The number of masters that is
necessary to define a given number of axes can be calculated as 2», where n
is the number of axes. So a single axis font requires 2 masters, a two-axis
font - 4 masters, a three-axis font - 8 masters and finally, a four-axis font
requires 16 masters.

You can see in this picture how design axes and masters are used to select
an intermediate design of the MM font:

B -

1 . .

, Weight Axis :

I T T T [
50 Different intermediate positions on the axis 1450

JU
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In MM fonts it is important to know how much the property connected
with the design axis can be changed. If we take the Weight axis, for
instance, then it might be changed from normal (120) to bold (700), a
moderate change, or from light (50) to black (1450), a much larger change:

N R
J D)D) ==
DRED) Bzl =:

The range within which the property of the axis may be changed is called
the dynamic range. It is the distance between the two masters that define
an axis measured using a standard scale line.

In our example the first dynamic range is 580, from 120 to 700, and the
second dynamic range is 1400, from 50 to 1450.

So that desktop publishing programs can use MM fonts that were designed
by different manufactures some standards have been set for axes types and
names.



Standard Axes

There are four standard axes defined by the Multiple Master standard.

They are supported by Adobe and thus are likely to be compatible with all
current desktop publishing programs. Of course, you can define your own
design axes — this may be useful if you use MM as an internal design tool.

Weight

This axis allows you to change the weight of the font:

The quick brown fox jumped over the lazy dog

The quick brown fox jumped over the lazy dog
The quick brown fox jumped over the lazy dog
The quick brown fox jumped over the lazy dog

The quick brown fox jumped over the lazy dog
Changes in the weight (the defined dynamic range) may be very different in

different fonts, for example, from normal to bold or from light to black or
from bold to heavy, depending on the designer’s intentions.

Width

This design axis allows you to change the width of the font:

The quick brown fox jumped over the lazy dog
The quick brown fox jumped over the lazy dog
The quick brown fox jumped over the lazy dog

This is very useful in making text fit in a given space on the page. If the
Condensed style is too narrow and the Normal style is too wide, with a MM
font you can select an intermediate width style and the text will fit
perfectly.
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Optical Size

This is an axis for high-end typography. In the pre-computer age
typographers used metal fonts that were aligned in strings manually or
with the help of complex mechanical machines. In those times fonts were
not “scalable” and there was a separate physical type-font for each point
size of a typeface. And fonts that were designed for different point sizes of
the same typeface had slightly different designs for improved legibility:

Designs of the same character for 6 and 72 pt. point size

When scalable fonts appeared this typography feature wasn’t compatible
with the technology so it all but disappeared. We had scalable fonts that
could be shrunk or enlarged to any point size, but the price for this was a
little decrease in the quality of typeset text.

With Multiple Master fonts it is possible to define two optical size masters,
one for small point sizes and another for large point sizes, and use MM
interpolation to create the proper font design for the final selected point
size:

72 pt. master font 6 pt. master font



In the following example you can see two lines of text typed with the same
font but different optical size selection:

YBCIPC 1,P6 pegqel [ouf
VBCIPC LP6 f6X{ [oU{

For better comparison, both lines were typed at the same point size (28 pt)
but with the different optical sizes. Note the different contrast and inter-
character spacing.

Style

This design axis can cover many different design properties. Here’s one
example of what you can do with it:

[H1 [H £ iR 1]

HHHHHH
HHHHHH

There is no standard definition or real property of this axis. And there is no
standard for its dynamic range.
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Design Coordinates and Weight Vectors

You know that all axes have ranges. These ranges can vary from 0 to 9999,
but a more practical range of 0 to 1000 is usually used. Somehow we have to
define a way to designate the position of an intermediate MM design in the
design axis space.

A very natural way to define the position of the intermediate font is to use
its position on each design axis. These coordinates are called design
coordinates:

Width axis

Weight axis
0

coordinates

Design

Intermediate design

There is also another type of coordinate called blend coordinates. Blend
coordinates are normalized to the given dynamic range of the axis. If an
axis has a (50-400) dynamic range then the design coordinate (50) equals
the blend coordinate 0.0. The design coordinate (400) equals the 1.0 blend
coordinate. Intermediate design coordinates are converted to the blend
coordinates using linear calculation (by default) or a non-linear axis graph
(described in the next section).

When we know the design coordinates we can calculate what proportion of
each master we need to build the intermediate font. This process is called
blending.



Simple formulas are used to make these calculations and as a result we get
an array of values that define the “weight” of each master in the final
interpolation that produces an intermediate font:

[0.13, 0.77] - for a one-axis font (two masters are blended)
[0.02, 0.24, 0.11, 0.63] - for a two-axis font (four masters are blended)

Note that the sum of all weights is always equal to 1.

This array of masters’ weights is called the weight vector and is used
internally by the font interpreter to build the intermediate font. Note that
while blend coordinates are used internally, externally, design coordinates
are used.

A special weight vector, called the default weight vector, should be set in
the font header to define a standard intermediate design of the MM font. A
MM font is “seen” as a typical Type 1 font by a PostScript device or
program, and this Type 1 font is an intermediate instance of the MM font
with the default weight vector.
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Extrapolation

The Multiple Master font specification allows only interpolation of the
master designs to define an intermediate font. In addition to that basic
feature, however, the Multiple Master font structure allows linear
extrapolation of the designs also. This feature allows us to artificially
extend the design range of the MM font, which sometimes produces
interesting results:

AS AGREES RUNAS
AS AGREES R

Standard dynamic range for the Width axis

AS AGREES RUNAS
AS AGREES

Extrapolated range for the Width axis

AS AGREES |

Extrapolated Weight

In real life this feature lets you extend font families with very little effort:
for instance, build an MM font using the normal and bold styles and then
add light and extra bold using the extrapolation feature.
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Anisotropic Interpolation

Standard MM fonts have the same interpolation values for both the X and
Y directions. In FontLab Studio it is possible to define a different
interpolation weight for directions. With this you can make interesting
form variations:

AS AGREES R

Standard (proportional) interpolation

AS AGREES R

Anisotropic interpolation

As with the extrapolation, this feature is not a part of the MM specification
and anisotropic interpolation (or extrapolation) will work only inside
FontLab Studio. You can use it to generate single-master fonts from MM
fonts.

Tip: If you have a font with one Weight axis that has a Light (or Regular)
master and a Bold (or Black) master, you can use the anisotropic
interpolation to quickly create nearly-optically correct condensed or
extended fonts. First, create an anisotropic interpolated instance as shown
on the picture above, and then condense it using a normal scaling
transformation. This will produce condensed letterforms with visually
equal stems that may require very minimal manual work to polish up.

777



778

The Axis Graph

Usually design coordinates are translated to the weight vector using simple
linear calculations. It is possible, however, to define a map for non-linear
calculations:

1.0

o Blend coordinates

| 6 Design coordinates 72

This map sets a series of points that map the design and blend coordinates.
Between these points linear interpolation is used (this is called a piece-wise
linear function).

Usually this kind of axis graph (or axis map, in some literature) is used for
the Optical Size axis. The Optical Size axis usually has a dynamic range of
6-72. The design coordinate 6 means the version of the typeface adjusted
for 6 pt. type. The design coordinate 72 represents the typeface design for
72 pt. type. Between these values the blend coordinates are mapped using
the axis graph, as in the picture above. This mapping gives better control of
the variation of the design for the different design coordinates. In this case
it causes a more rapid change in the appearance of the typeface at smaller
optical sizes than at larger.

The value of the leftmost and rightmost design coordinates of the axis
graph (6 and 72 in our example) are always mapped to 0 and 1 blend
coordinates and are used by the font interpreter to get information about
the dynamic range of the axis. So an axis graph is always present for each
axis but in most cases it is just a single straight line.

We again recommend you read the “Designing Multiple Master Typefaces”
book to get more information about the axis map.



Multiple Master Fonts in
Studio

As we said before, in FontLab Studio you can make Multiple Master fonts
that will be completely compatible with the Multiple Master specification.
You can edit every aspect of the MM fonts, from master outlines to metrics
to kerning and font header data. You can make up to four axes, which
means that the font will need 16 masters. And at any time you can view an
intermediate font made from the designed MM font in its current state.

In the following sections we will discuss MM-specific FontLab Studio
features. We presume that you have read the previous chapters of this book
and know all the single-master features of FontLab Studio.
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Creation of MM Fonts in FontLab Studio

In FontLab Studio you can do the following MM-specific things:

1. Open any existing MM font for editing

2. Convert a single-master font to a MM font

3. Define additional axis in a MM font

4. Remove any of the axes of a MM font

5. Convert a MM font to a single-master font.

6. [Edit axis graphs, rename and rearrange axes.

You can also use FontLab Studio’s special feature, called Assign Master, to
simplify the combination of several single-master fonts into one MM font.

Multiple Master Outlines in FontLab Studio

In FontLab Studio all outlines are multiple master-compatible from the
very beginning. Every node of the outline has a layered structure:

Node type and other oplicns
Node position on layer 1
Node position on layer 2

Node position on layer 3
Node position on layer 4

Thus, a Multiple Master font in FontLab Studio is not a combination of
several separate masters, but a single multilayered font. This means that in
FontLab Studio it’s impossible to make masters incompatible, because they
are just the different layers of the same font.



Defining an Axis

If you want to convert a single-master font to a Multiple Master font you
must define a new design axis. Select the Tools > Multiple Master >
Define New Axis command. You will see a dialog box:

Define Mew Axis

Mame the axis:

FullName: |'Weight B
Azzign the short name [two letters):

Shart Mame: E'\.-\-"t

Select the axis type:

Az Type: WE|ght =

Corveert hints ba links before addition of the new auis

ok ][ Cancel ]

To define an axis you must enter an axis name, a short name and select an
axis type.

Select the name of the axis in the Full Name list. You can enter your own
custom name, but we strongly recommend you use only names that are in
the list in order to make the font compatible with font interpreters. When
you are adding a new axis to a Multiple Master font the names of the axes
that are already present in the font will not appear in the list.

The short name of the axis is used when a font interpreter needs to make a
name for an intermediate font. Usually the name looks something like:

MinionMM_245 wt 580 wd

where MinionMM is the name of the MM font, 245 and 580 are design
coordinates of the intermediate font and wt and wd are short names of two
axes, Weight and Width respectively.
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The axis type is necessary to identify a new axis. As we said in previous
sections, there are four registered axis types:

Weight Variation of the font’s weight

Width Variation of the font’s width

Optical Size V_ariation of the font’s design to make it more legible at different font
sizes.

Serif Modification of the font’s style. Usually this is used for modification

of the font’s serifs. For example, from serif to sans-serif font, or
variation of the serifs’ width.

Usually it is not necessary to fill in all three edit fields. Just select or enter
the axis name and FontLab Studio will automatically fill in all the other
fields.

Check the Convert hints to links before adding new axis option to
automatically apply the Convert Hints to Links action to all characters of
the font. We recommend converting hints to links because in a MM font it
is much easier to edit links than hints. Links are Multiple Master-
compatible by default, because they connect multilayered nodes, while
hints connect points that have different coordinates on different masters.

When you define an axis the number of masters will be increased twofold.
Therefore, a single-axis font will have two masters, a two-axis font will
have four masters, etc. The contents of all existing masters will be
duplicated, as seen in the picture:

Weight 0 Weight 1

KON

Weight 0 Weight 1 Weight 0  Weight 1
Width 0 Widtho  Width 1 Width 1



Selecting a Master

When you define an axis or open a Multiple Master font you will have more
than one master. Open a Glyph window with any character and you will see
several masters appear in the editing field and the master selection combo
box enabled:

A v

Different masters of the Multiple Master font appear as outlines of
different colors. One master appears in black and it is the only editable
master, called the active master. All editing tools, actions and operations
are applied to this master:

All masters are identified by their names. The master name is the position
of the master on the design axis:

— WIDTH (Wd) 5>

W0 Wd0 W0 Wd1
WEIGHT (Wt) E

Wt1 Wdo Wt1 Wd1
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You can select the active master using the following methods:

1. Double click the master outline that you want to activate.
2. Select a master in the master selection combo box:

VB Wi v

3. Select the Window > Panels > Masters command. The Masters panel
appears:

.--L

[#] v Wit
WL

[ ]swnchronize

Click on a master’s activate control  in the Masters panel.

Using the Masters panel you can also select which masters will appear in
the Glyph window. Use the masters’ check boxes in the Masters panel to
show or hide masters.

Press the Hide All ] button in the Masters panel to hide all masters
except the active master or press the Show All &/ button to show all the
masters.

The Synchronize option when switched on allows you to synchronize

changing active masters both in the Glyph window and in the Metrics
window if it's open.



Using an Axis Panel

When the Preview mode of the Glyph window is active you can display an
intermediate instance of the MM font that is selected for editing.

Open the Axis Panel by using the Window > Panels > Axis command. You
will see the Axis panel appear:

[ ] auto align E]

W'eight
A 2|0

This panel has a slider and an edit box for each axis in the MM font. Use
these controls to select the design coordinates of the intermediate instance
that you want to preview.

The filled preview (View > Show Layers > Fill Outline) of the selected
intermediate design will appear in the Glyph Window in gray:

Four masters’ outlines and an intermediate preview in gray

If an active master is the same as the selected instance (as when master
Wt0 WdO is active and both sliders are in the leftmost positions), the filled
preview will appear in black because it precisely corresponds to the active
master.
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To preview the active master (in black) press the Align [=: button in the
Axis panel. Switch on the Auto Align check box to make alignment of the
intermediate preview to the active master automatic, so that when you
select another master as active, the preview will automatically follow it and
you will see a filled preview of the master that you are working on.

The [*J button allows you to quickly preview primary instances defined for
the font on the Multiple Master Settings page of the Font Info dialog box.
This button is disabled if no instances were defined.

Extrapolation

The Axis panel allows you to select not only design coordinates that are
within the axis dynamic range, but to go beyond that point, thus
extrapolating the master designs.

If one of the values is out of defined dynamic range, the editing control
background turns yellow:

Weight
% > 101z



Anisotropic Interpolation

Click on the [=] button in the Axis panel to open the anisotropic
interpolation dialog box:

XY Axis Interpolation

gg!ect the axis:

o 1 =2 & 4 E & F & @ 10

T [ Cancel ]

Select the axis in the list at the top and use the graph to define the
relationship between X and Y interpolation.

787



The X-axis on the graph represents the X interpolation position on the
design axis. The Y-axis represents the relative Y interpolation. Here are
some examples of the possible X-Y interpolation relationships:

Isotropic, proportional interpolation. This is the
default setting

L I R R T

Fixed Y (width) axis. Width does not change when
you move the slider. The weight (X axis) changes
linearly along the weight axis.

L I R R T

To edit the graph, use same mouse commands as when you are editing a
glyph’s outline. Right+Left-click inserts a point. Right-click when a point is
being moved removes the point.

Click on the * button to reset any changes and return the graph to the
linear state. Click OK to apply changes and close the dialog box.
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Previewing the Intermediate Design

You can use the Preview panel to preview an intermediate design of a MM
font in high-quality mode. Use the Window > Panels > Preview command

to open the panel:

OpenType Features Frewiaw i.ﬂ\nchors

| ABCabc123 v o Tz B E Y

S';-'nchrcunize
o WD Wdo
[] w w1l wdo
oD Wl

o WL Wdl

Please, refer to page 376 in the “Glyph Window” chapter for basic
information about the Preview panel.

Use the Masters panel to change the previewed masters. Use sliders in the
Axis panel to see intermediate designs in the Preview panel.
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Designing Masters

In FontLab Studio you can make a Multiple Master font by “raising” it from
a single-master font by adding an axis. When you have a one-axis MM font
you can add another axis and so on:

There is an automatic way in Studio to take two fonts and make a MM font
from them using one as the first master and another as the second master.
This approach has pros and cons. On one hand, this process is fast and
convenient. On the other hand, you sometimes can get an improperly made
MM font. There is a chance that one of the font’s characters has not been
converted according to MM rules.

We have, however, included several special features in FontLab Studio that
can help you make MM fonts from different fonts.



Using the Blend Feature to Build MM Fonts

If you have two single-master fonts and want to build a Multiple Master
font you can use the Tools > Blend Fonts operation. Open the fonts and
select the Blend Fonts command. You will see the Blend Fonts dialog box:

Blend Fonts §|

Select the first Font; .
| Carpid-Light ¥

ABCabc

§ele_c;__t_h_e _s_gcond font: ]
i Corpid-Bold |

ABCabc

(O Blend fonts (%) Build the Multiple Master Font

Mame of the axis: -
v ight v |

Do ot interpolate compatible outlines

[CJremember source and destination Fonts

[ [l 8 ][ Cancel ]

Select the first and second fonts in the combo boxes in the top area of the
dialog box and choose the Build the Multiple Master font option.

Choose the name of the Multiple Master font axis in the Name of the axis
control. You can select one of the standard names or you can enter any
other name.

Click the OK button and wait while FontLab Studio generates a font. Some
glyphs cannot be blended (usually these glyphs have different number of
contours). If they are present, FontLab Studio will show a warning dialog
box and these glyphs will have the first font on the outline layer and second
font on the Mask layer, so you can correct outlines and use the Mask to
Master feature (described below) to build the MM font.
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To not let FontLab Studio add nodes to compatible contours leave the Do
not interpolate compatible outlines option switched on.

Those glyphs that had compatible outlines and do not get additional nodes
during the blend operation will be marked with green color in the font
window.

If you want you may check the Remember source and destination fonts
option to ask Studio to remember your choice of the fonts until you repeat
the Blend Fonts operation.



Assigning a Master

With this command you can take glyphs from one font and put them into
one of the masters of the current MM font. The glyphs of the fonts are
linked using their names, so the glyph with the name “zero” in the assigned
font will be placed into the master of the glyph with the name “zero” in the
font where the master is being assigned.

When you select the Assign Master command from the Tools > Multiple
Master menu, you will see the dialog box:

Assign Master

Select a master which you want to replace by different Font:

Wd el

[]Do nat insert paints Do nat interpolate compatible outlines

Choose Font that yvou want to put inta the masker of the current Fonts
Il &rialtT .l

Corpid-Bold
Corpid-Light |
Carpidi |

| TirnachlaiwB ArnanPSMT

fou have selecked Font “ArialMT",

ABCabc123

[, (04 ]l Cancel l

There is a list of masters in the popup menu in the top of the dialog box.
Select one of the masters to be assigned here. There is a list of all open
fonts below the masters popup menu. Select the font whose glyphs you
want to put into the selected master of the current font. If you select a
Multiple Master font scroll bars and edit controls will appear allowing you
to select an intermediate design of the font.
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If you switch on the Do not insert points option, then FontLab Studio will
copy outlines as they were in the source font regardless their compatibility
with the outlines in the destination font. Use this option only if you are
sure the outlines in the source and destination fonts are completely
compatible.

To prevent FontLab Studio from adding nodes to compatible contours
leave the Do not interpolate compatible outlines option switched on.

Mask to Master Action

The Mask to Master operation from the Tools > Multiple Master menu just
replaces the outlines of the current master with the contents of its mask
layer. (Each master can have its own mask on the Mask layer.)

Suppose you have a Multiple Master font that has one axis, two masters
(that are the same) and a Bold style on the Mask layer of the second
master.

Open any character for editing and activate the Wtl layer, switch on the
Fill Outline mode and select an intermediate position of the design
coordinates in the Axis panel:

[ ] auto align E]

W'eight
b 2|0

Look in the top-right area of the Glyph window. There is a special mark
(rightmost) that may be gray, red or green:

(T CHY (D

A red mark shows that the mask layer is not compatible with the master.
“Incompatible” means that mask and outline layers have different numbers
of contours, so FontLab Studio cannot match the points and curves.



A green mark means that the mask and outline layers seem to be
compatible and you may apply the Mask to Master action. This action
replaces the contents of the active master with the contents of its Mask
layer. If the Mask layer is completely compatible with the outline you will
instantly get a properly made master for the active layer:

? T
|
|
|
|

o b

FontLab Studio uses the Blend algorithm to match points in the Mask and
outline layers. Sometimes it can produce incorrect results, so we
recommend you check your outlines after you complete the Mask to Master

operation.
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You can apply the Mask to Master action to several characters at
once:

1.

Activate the Font window. Note the mask compatibility marks in the
top-right corner of the characters’ cells.

Select the characters to which you want to apply the Mask to Master
action.

Click on the Tools > Multiple Master > Mask to Master command.

A dialog box appears:

Mask to Master,

Select a maszter which pou want to replace by the mask layer:

it |

ABCabcl23

[ 0k ][ Cancel ]

If you switch on Do not insert points option, then FontLab Studio will
copy outlines as they were in the Mask layer regardless their
compatibility with the font. Use this option only if you are sure the
Mask layer is completely compatible with the outline.

Select the master that you want to replace by its Mask layer in the
masters list box. Press the OK button to begin the transformation.



Using Interpolation to Make Masters

If two styles are completely incompatible you can use the Interpolate
operation (described in the “Glyph Window” chapter) to make masters.

Put one style on the outline layer and define an axis. Put the other style on
the Mask layer using the Assign Mask dialog box.

Select the master that should look close to the appearance of the style on
the Mask layer and activate an Interpolation operation. Use Interpolation
to “stretch” the outline on the Mask layer. This is relatively easy to do
because the destination points of the interpolation links will stick to the
Mask layer.

After you complete work with the Interpolation tool use the Edit tool to
fine-tune the master.
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Match Masters Operation

Sometimes you may need to change contours of the master so that they
become compatible with contours of the other master. For example, the
startpoints in two masters do not match:

Master Wt0 Master Wti

To fix the startpoints or correct the order of contours for two masters in the
Glyph window, select the Match Masters command in the Tools > Multiple
Master menu.

FontLab Studio will check contours and correct them if needed. For
example, the startpoint of the contour in one of two masters will be
changed:

Master Wt0 Master Wtl

If FontLab Studio cannot check contours for some reason it will present
the warning message:

f\\ Masters in this glyph do nok match each other, Operation is nok
y: f complete,

Cancel
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Rearranging Masters

Very rarely you may need to change the position of a master on the design
axis. Look at the picture:

Width axis
»
a
X
@©
5
slr---------t---------- 1
2| '
I I
I ] !
1 ® !
1 £ 1
1 ° 1
I
| " .
| Design |
: Intermediate design :
I
I .
| I
1 e !
I . I
I I
| I
| I

Increasing of the width value does increase the width of a glyph. That's OK.
But sometimes you can meet a font with the messed up masters where
increasing of the values actually decreases the design.
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To fix the coordinates in a MM font FontLab Studio has the Rearrange
Masters feature:

Rearrange Masters

Rearrange Fonk masters in the lisk below:

ABRaeg123

0 A0

ABRaeg123

1 dio

ABRaeg123

W01

ABRaeg123

W1 1

[ O, ] [ Cancel

The dialog box contains a list of masters. You can see in the preview that
the glyphs from Wt1 are thin while the glyphs from Wt0 are thick. This
means the direction of the weight axis is not correct. Just drag the "Wtl
Wd0" master and drop it above the "Wt0 Wd0" master. The order of the
masters will change. Then drag and drop the "Wt1 Wd1" font above the
"Wt0 Wd1" font. Click OK to apply changes and the masters in the font will
be rearranged according to the selected order. The weight axis will get its
normal direction.



Multiple Master Metrics

You can set metrics for Multiple Master fonts as easily as you can for a
single-master font. Of course, you can use the Edit tool to adjust
sidebearings but it is much easier to do it with the Metrics window.

When a MM font is opened in the Metrics window its four modes (text,
preview, metrics and kerning) work slightly differently.

The text and preview modes show the intermediate font in the sample
window. Use the Axis panel to select the design coordinates of this
intermediate font.

In metrics and kerning modes only a master can be previewed in the
Metrics window. You can use the Masters panel to select the master to
preview and edit.

So, to edit metrics and kerning information, select the master that you
want and edit it as a single-master font. FontLab Studio will automatically
track all changes and complete the Multiple Master data for the font.

Another difference is the save format for the metrics file. If a MM font is
open then a binary MMM (Multiple Master Metrics) file is used to store the
metrics data. Or you can save a set of text AFM files for each master and
linked MM file. Select the format that you want to use in the Format
combo box of the Save File dialog box that appears when you press the
Save Metrics button in the Metrics window toolbar.

When you are opening or saving single-master metrics files, they will be
applied to (or generated from) the currently active master.
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Editing Axis Settings

When you are editing a Multiple Master font you can change the axis
names at any time. Select the Tools > Multiple Master > Modify Axis
Names command and you will see a dialog box:

Modify Axis Hames

Chooze the axiz to modify:

Weight W |

'ou are modifying axiz wieight'.

Axiz parameters:

Full Mame:  [wieight | [ Recalc
EhurtName:th |
iz Type: |Weight vi

[ Ok ][ Cancel ]

Select the axis that you want to change in the list box located in the top
area of the dialog box and use the editing fields to change the axis’ name,
type or short name. Press the Recalc button after you change the axis’
name to let FontLab Studio automatically calculate the rest of the data.
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Removing an Axis

At some point you may want to remove one of the design axes of a Multiple
Master font. When you remove an axis the number of masters will be
decreased by half. You can lose half of the information also, so be careful
with this operation. The remaining masters will be blended according to
their position on the removed axis (which you can specify).

To remove an axis, select the Tools > Multiple Master > Remove Axis
command. A dialog box appears:

Remove Axis

Choosze the axiz to remove:

You have selected axiz "wWeight'' to be removed.

Select a pogition for the remaining masters on the removed axiz

< | ¥ [o
0 1000

1 maszters will be removed if you remove thiz axiz.
Femaining masters will be blended according to the zelected oosition,

l Ok, ][ Cancel ]

Select the axis you want to remove in the axis list at the top of the dialog
and use the scroller to set the “blending coordinate” that will be used to
blend the remaining masters.

You can use the Generate Instance feature (described on the page 810) if
you want to convert the MM font to single-master font. Sometimes it is
easier to use than the Remove Axis feature.
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Multiple Master and Font Info

Here is a list of the pages of the Font Info dialog box with notes about their
information in a Multiple Master font:

Basic Set of Font Names

Have minor changes:

1. Multiple Master fonts usually have the “MM” suffix at the end of their
names.

2. Thelength of the Menu name is limited to 7 characters.

3. MM fonts with a Weight axis have the “All” value in the Weight field.
MM fonts with a Width axis have the “All” value in the Width field.

Use the Check & button to automatically validate font names.

Key Dimensions

Each master has its own set of Dimension values. Use the master selection
combo box at the top of the page to choose the Master for which you want
to set dimensions:

Set dimensions For the master: [wWhd Wdo w
W'ED S'dd

WD Wdl
WL Wdl

Alignment Zones and Stems

Each master has its own set of alignment zones, standard stems and other
font-level hinting information. Use the master selection list to choose the
master whose alignment setting you want to change. Note that when you
add new alignment zones they will appear in all masters, so always check
all the masters to be sure that the alignment information is set properly.

Panose Identification

Enter settings in the Panose fields Weight or Proportion if your font has
Weight or Width axes respectively.



Multiple Master Settings

This page appears only if you are editing the Font Info of a MM font. Use
the sliders below the preview window to choose the default Weight Vector
of the font. Then press Apply.

Default Weight¥ector {Multiple Master fonts only)
Weight € ¥ [a00 |
Width ¢ % [eo0 |
[ Get position From the Axis panel ] [ Primary Instances ]

Press the Get position button to put the values from the Axis panel if it is
open.

Press the Primary Instances button to define more default instances for
the font. The Primary Instances panel appears:

Primary Instances

400wk GO0 wd ~ i

15 wi 300 wd
15 wh 600 wd
215 wh 700 wd
400 wk 300 wd B
400 wh 700 wd

S5 wh 300 wd

565 wk 600 wd [E
565 wt 700 wd

700 wh 500 wd

700 wh 600 wd _

700wk 700 wd
830wk 300 vd ¥
< |
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Here is the list of the panel's buttons and their meaning:

Allows you to rename the instance selected in the list. The name of an
instance is used as style name for a font generated with the Generate
Instance command.

[
=

Adds new instance to the list according to the design selected in the Font
Info dialog box

Removes the selected instance without a warning

Removes all primary instances defined for the font. This command will
require confirmation

() [ (]

Allows you to preview the selected instance in the Font Info dialog box

Closes the panel.

14

Press the Apply button in the Font Info dialog box to set the current
intermediate design as the font's default vector.



Editing the Axis Graph

You can edit an axis graph for every axis defined in a MM font. As we said
before, the axis graph is used to set the dynamic range of the axis, so it is
always necessary to adjust it.

To edit an axis graph, select the Tools > Multiple Master > Edit Axis
Graph command. The Axis Graph dialog box appears:

Choose the axis to modify:
|Weight vj

5 &30

k]

-

7

E

5

4

3

F

1

. 236

200 =l 200 400 E00 EQ0 o0 200 Q00
A Current position X @ \‘:_E X £
[ Apply ] I Ok l [ Cancel
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To edit a graph:

1.

Select an axis whose graph you want to edit in the axis list located at
the top area of the dialog box.

Position the mouse cursor on the leftmost point of the line in the graph
and click the left mouse button.

In the Current position editing fields enter the lowest design
coordinate for this axis or position the cursor on the leftmost point and
drag it.

Do the same with the rightmost point to define the dynamic range.

If you want to define a more complex graph you can add points. To add
a point, position the mouse cursor on the line segment where you want
to add the point, press the right mouse button and click the left button.

To move a point, position the mouse cursor on the point, press the left
button and drag the point to a new position.

To enter the position of the point, click on the point and enter the
position of the point in the Current position editing fields.

To delete a point, select it with a click and press on the (%] button. Or
you may just right-click the point while dragging it.

Press the Apply button to accept any changes that you have made or
Reset to return to the original design.



Choosing Dynamic Range

When you define a design axis you should choose the proper edge design
coordinates and dynamic range for it. It is important to make your font
compatible with Multiple Master fonts made by other manufacturers.
Dynamic range is not so important for the Style axis because there is no
standard for it and it is relatively easy to set the dynamic range for Optical
Size because it is usually known for this axis. So we have the Weight and
Width axes to choose dynamic ranges for.

As you know, the dynamic range is the distance between the lowest and
highest design coordinates, so all you have to do is to choose the proper
low and high edge values.

The best way to choose these values is to compare your font with a font that
already has these values assigned properly. We recommend you use one of
Adobe’s fonts for this comparison.

Another recommendation is to choose edge values so that the design
coordinate of the Normal style (normal weight and normal width) of the
font will be 500-600 units.
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Generating a Single-Master Font

You can create a regular single-master font from an instance of a Multiple
Master font using FontLab Studio. Use the Tools > Multiple Master >
Generate Instance command to open the Generate Instance dialog box:

Generate Instance &l

Choose design position to generate instance:

ABCabc123

known instances: |::u~_:t|:|r|'| position selecked

Use instance name as skyle name

weight £ | %160 |

width € | # (300 |

(] 4 ] [ Cancel

Select one of the masters or primary instances in the Known instances list.
The preview and the values of the selected design will appear.

Use the controls to select the intermediate (or extrapolated) design. The
Edit controls have a white background when the selection is within the
dynamic range and a yellow background when extrapolation is used. The
white background under the scroll bars visually represents the font’s
dynamic range. Using the keyboard you can enter values into the editing
fields that are even beyond the scroll bar range.

Click OK and FontLab Studio will generate a single-master font and open it
in a new Font Window.



If the option [¥|Use instance name as style name j on the name of the selected
primary instance will be used in the single-master font names:

Style Mame: | 180 wt 464 wd v | | Buid Style Name |

PS Fonk Mame; | Myriad-180wkd6swd
Full Mame: | Myriad 180 wk 464 wd
Menu Mame: | Myriad

FOMD Mame: | Myriad 180 wt 464 wd
Tip: You can define custom primary instance names in Font Info >
Multiple Master settings, and this way, determine in advance the style

names of the generated single-master instances. This can save you
repeated renaming steps when working on a large font family.
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Expanding the Master

Use Tools > Multiple Master > Expand Master to copy the contents
of one of the masters to all other masters. If this command is selected when
the Glyph window is active, it is applied to the currently active master. If it
is used when the Font window is active, you will see a dialog box that lets
you select the master for copying:

Expand Master [S__<|
Select a master that you want to copy to all ather masters:
Wit v|
[ ok | l Cancel ]

This operation may be useful if applied when the Mask layer is in editing
mode — you may need to copy one of the Mask masters to all the other
masters to simulate the single-master Mask layer.



Hinting Multiple Master Fonts

As you know, in FontLab Studio you can use hints and links to do
character-level hinting. You can also do character-level hinting of MM
fonts using hints or links.

Hints are pairs of parallel lines that define the position and width of a
vertical or horizontal stem. Hints are independent from the outline; they
exist in a different layer. And they are multilayered, just like outline nodes
are. If you use hints to do character-level hinting you will have to hint all
the masters separately.

A better way is to use links. Links connect nodes, so they are not dependent
on the number of masters in the font. On export of the MM font the links
will be automatically converted to hints and hints will be automatically
generated according to the master’s design.

So to hint MM fonts most efficiently use vertical and horizontal links to
connect the outline nodes and you will save time in direct proportion to the
number of masters your font has.

You can make a hint replacement program using the Type 1 hinting tool if
necessary. The preview panel of the Type 1 hinting tool will show an
intermediate version of the hinted font according to the design coordinates
selected in the Axis panel. Use the sliders of the Axis panel to see how your
font will look on the screen when different font instances are generated.
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Generating a Multiple Master Type 1 Font

When you finish your work with a MM font you need to build a font file
that you can use on PostScript devices or printers.

To build a Multiple Master Type 1 font for PC, choose the File >
Generate font command. When the standard Save As dialog box appears,
select Windows Multiple Master format in the Save As type combo box:

All Fant Files w

All Fort Fileg
TrueTwpe/OpenType TT [F.1f]
I:IpenT_l,lpe F'S [*.otf]

.pib

ASCI/Unix Type 1 [ pfa)
ASCH U niw Multiple Master [7.pfa)
FontLab [*.+fb]

Press the Save button to save the font in Multiple Master format.

# Note 1: If you choose this format when exporting a single-master font a

generic Type 1 font will be built.

# Note 2: PFB and MMM files will be saved if you make a MM Type 1 font.

These files are necessary to install MM fonts in Adobe Type Manager.

Select ASCII/Unix Multiple Master format to make a MM font in
downloadable format. Fonts in this format can be instantly downloaded to
a PostScript printer.



OpenType Fonts

In this chapter we will discuss working with the OpenType fonts. The
OpenType font format, jointly developed by Microsoft and Adobe, allows
us to combine the best features of the TrueType and Type 1 font formats.

OpenType fonts are stored in a single font file, use Unicode as their
encoding and work in Windows and Mac OS X.

This all has been true for older TrueType fonts but the advantage of
OpenType against older font formats is the support of layout features,
which allow better typographic layout, and precise support of complex
scripts.
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Font Features

OpenType fonts come in two formats, sometimes called flavors, OpenType
TT and OpenType PS. Both sorts of OpenType fonts may include so-called
OpenType Layout features. The layout features are rules that change the
standard behavior of the font.

For example, the small caps layout feature (abbreviated smcp) may change
all lowercase glyphs to their small caps counterparts.

Effluent

EFFLUENT

Small caps

The standard ligatures layout feature (abbreviated liga) can replace some
letter combinations with ligatures.

Effluent
Effluent

Ligature

The old-style numerals layout feature (abbreviated onum) can replace
lining figures with old-style figures.

12345
12345

Old Style Numerals

OpenType Layout features can serve typographic purposes like shown
above. In this case, applications such as Adobe InDesign, Adobe

Hlustrator CS, Adobe Photoshop CS, Apple Pages or Apple Keynote on Mac
OS X 10.4 offer the user some user interface to turn selected features on an
off.



OpenType Layout features also play a crucial role in rendering complex
scripts, i.e. writing systems such as Arabic, Devanagari or Thai. These
writing systems have complex rules for displaying characters. For example
Arabic uses different forms of letters if a letter is found at the beginning, in
the middle or at the end of the word. Also, complex scripts often use vowel
marks that are positioned dynamically over consonant letters. In all these
cases, the layout features contain mapping rules that are automatically
applied by the layout application.

Note that not all layout applications offer the same level of OpenType
support. For example, Microsoft Word 2003 for Windows supports
complex-script layout features for Arabic and Devanagari but does not
support Western typographic layout features. Adobe InDesign CS2

U.S. English and Apple Keynote on Mac OS X support Western
typographic layout features but do not support any complex-script layout
features. Adobe InDesign CS Middle East edition supports Western and
Arabic layout features, but does not support Devanagari.

Information about using OpenType fonts can be found at:

http://www.myfonts.com/info/opentype/
http://store.adobe.com/type/opentype/

Information about developing OpenType fonts can be found at:

http://www.microsoft.com/typography/SpecificationsOverview.mspx
http://www.microsoft.com/typography/developers/opentype/
http://partners.adobe.com/public/developer/opentype/

Probably the best thing about OT features is that they do not change the
source string of characters. To explain this we need to again talk about the
character-glyph model.

The source text that you type on the keyboard or get from another source is
a sequence of characters that have strong links to the codes that the
computer uses to store data. The picture of the text that you see on the
screen is a sequence of glyphs or character images. It is important to
understand that there is not necessarily a one-to-one relationship between
character and glyph: it is possible to have a single glyph used as the image
for more than one character (Latin A and Cyrillic A, for instance, are
different characters, but use the same glyph) and sometimes you may have
more than one glyph “serving” a single character.
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Please, remember this key OpenType principle: OpenType layout engine
doesn’t know anything about characters! All the features that OpenType
can have are defined for glyphs. This is the process of OpenType text
processing:

0. As asource we have a sequence of characters.

1. Character codes are mapped to default glyphs using the Unicode
mapping table. In FontLab Studio this is what you see in the Font
window when you select one of the codepages. Here we have a
sequence of characters replaced by a sequence of glyphs. No character
information is available beyond this point!

2. The source sequence of glyphs is passed to the OpenType processing
module, which then applies the font features in a pre-defined
sequence. The list of the features to apply is determined by the
application (for example, in Adobe InDesign you can explicitly select
features to apply) or operating system (e.g. the rendering of Arabic text
with an OpenType font).

3. The resulting sequence of glyphs is passed to the second stage of
feature processing which can shift the positions of glyphs. Kerning is
applied at this stage.

4. The sequence of glyphs, accompanied by the positioning information,
is passed to the rasterizer, which does the imaging of the features on
the destination device: screen or printer.



Features and Lookups

Every feature consists of one or more lookups. A Lookup is an elementary
procedure performed on a glyph sequence or positioning data. For
instance, “replace the sequence of ‘f and T’ with the ‘fl’ ligature glyph” is a
lookup. A combination of similar lookups forms a feature.

The sequence of lookups is important. They are applied in the order they
are defined. The sequence of features is also important, but the application
or operating system may make changes in the feature preference.

By default all features and lookups are defined for the default language of
the Latin script.

819



820

Scripts and Languages

The second great OpenType feature is support for multiple scripts and
languages. With an OpenType font you can define different behaviors of
the font when it is used to type text in different languages. For example,
some ligatures that are necessary in English are not applicable to Turkish.
Other features, like support for initial, medial and final forms of the
characters are applicable only to Arabic script, and so on.

OpenType allows us to define script and language dependence at the
lookup level, so the same feature may work differently when different
languages are supported.



OpenType Font Formats

Another key feature of the OpenType format is the fact that from the user’s
point of view there is only one font format for Mac, PC or any other
platform.

From the inside, there are two possible forms of OpenType fonts:
OpenType TT and OpenType PS.

The general structure of the font file is the same and both versions of the
format provide the same functionality. There are some technical
differences:

Version OpenType TT OpenType PS

Outlines 2nd-order, like in TrueType  3rd-order, like in Type 1 fonts
fonts

Hinting TrueType instructions Type 1 declarative hints

File .ttf (but may be also .otf) .otf

extension

Comments Technically, these fonts are an Outline data is stored in a CFF
extension of the PC TrueType (Compact Font Format) table.
format and are backwards When printed to a PostScript
compatible with them. device, the font is converted to
Therefore, in FontLab Studio Type 1 so it is backwards-
we refer to them as TrueType compatible with all PostScript
/ OpenType TT. From the devices.
practical point of view, any PC
TrueType font is
automatically an OpenType
TT font and vice versa.
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What Format to Prefer

It is not easy to say which version is better. Both formats will work on both
platforms. For Windows-centered office use we would recommend TT-
flavored OpenType fonts, as they will provide better compatibility with the
old versions of the OS.

For cross-platform and DTP-oriented applications OpenType PS fonts
seem to have some advantage because they will provide better outline
quality in Bezier drawing (less outline points). On the other hand,
OpenType TT fonts may theoretically be delta-hinted and therefore have
excellent screen quality.

Please note that the differences are minor and the most important thing to
choose is the source format in which you have your fonts. If you have
TrueType fonts that you want to convert to OpenType format by adding
features, then OpenType TT is your choice.

If you have Type 1 fonts, it will be easier to convert them to OpenType PS.
OpenType Tables

OpenType fonts consist of multiple tables. Every table is identified by a
tag, which is a combination of up to 4 characters.

3 tables are “responsible” for the OpenType features:

GDEF  Glyph definition table. Contains information about font glyphs, including
their type (simple, mark or ligature), cursive-attachment points and
position of the caret inside the ligature character

GSUB  Glyph substitution features

GPOS Glyph positioning features.

Other tables may exist in OpenType fonts, for example the BASE table that
defines different baseline positions for non-Latin scripts, but FontLab
Studio cannot work with these tables yet.

Please note that the presence of any one of these tables makes a TrueType
font an OpenType font.



Feature Definition Language

Information about OpenType features is stored in a binary form inside the
font file. This is not easy to modify and not easy to handle with visual tools
(like the tools that FontLab Studio provides to edit outlines that are also
stored in a binary form).

To define features in human-readable form Adobe has developed the
feature definition language (FEA). It is very easy to read and it is the most
compact way to represent OpenType font features.

Let’s take a simple example: a ligature feature that covers the basic “fi” and
“f1” ligatures that are present in almost every Western font. In feature-
definition language this feature will be defined as follows:

feature liga{
sub f i by fi;
sub f L by fl;
} liga;
Other possible features are defined in a similar way, keeping the feature

definition both compact and readable.

When FontLab Studio opens an OpenType font file that contains features it
tries to decompile the binary tables into the feature definition language.
With a few exceptions it works for most possible combinations of
substitution and/or positioning features.

In the following sections we will describe the feature definition language in
more detail. The next section covers the basic rules of the language.
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Language Syntax

Information in this section is partially taken from the official Feature File
Format specification by Adobe with their permission. Only those parts of
the language that are supported by FontLab Studio are described.

Comments

The "#" character indicates the start of a comment; the comment extends
until the end of the line.

Special characters

# pound sign Denotes start of comment

;  semicolon Terminates a statement

, comma Separator in various lists

@ atsign Identifies glyph class names

\  backslash Distinguishes glyph names from an identical keyword
- hyphen Denotes glyph ranges in a glyph class

= equal sign Glyph class assignment operator

single quote  Marks a glyph or glyph class for contextual substitution or
positioning

double quote Marks a glyph or glyph class for contextual substitution or
positioning

{1} braces Enclose a feature, lookup, table, or anonymous block

[ 1 square bracketsEnclose components of a glyph class

< > angle brackets Enclose a device, value record, contour point, anchor, or caret

() parentheses  Enclose the file name to be included

Number

A <number> is a signed decimal integer (without leading zeroes). For
example:

-150
1000
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Glyphs

These are represented by the glyph name. A glyph name may be up to 31
characters in length, must be entirely comprised of characters from the
following set:

A-Z

a-z

0-9

. (period)

_ (underscore)

and must not start with a digit or period. The only exception is the special
character ".notdef". For an extensive discussion about devising custom
glyph names in OpenType fonts, refer to the “Advanced Glyph Naming and
Encoding” section of the “Editing Fonts” chapter.

non

"twocents", "al", and "_" are valid glyph names. "2cents" and ".twocents"
are not.

An initial backslash serves to differentiate a glyph name from an identical
keyword in the feature file language. For example, a glyph named "table"
must be specified in the feature file as:

\table
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Glyph classes

A feature file glyph class, <glyphclass>, represents a single glyph position
in a sequence and is denoted by a list of glyphs enclosed in square brackets.

For example:
[endash emdash figuredash]

An example of a sequence that contains a glyph class is:
space [endash emdash figuredash] space

"non

This would match any of the 3 sequences "space endash space", "space
emdash space", or "space figuredash space" during OpenType layout.

A feature file glyph class that contains only one single glyph is known as a
singleton glyph class.

A feature file glyph class is also used to represent the set of alternate glyphs
in an alternate substitution lookup type rule.

Ranges

A range of glyphs is denoted by a hyphen:
[<firstGlyph> - <lastGlyph>]

Spaces around the hyphen are not required since hyphens are not
permitted in feature file glyph names. For example:

[A-Z]



Named glyph classes

A glyph class can be named by assigning it to a glyph class name, which
begins with the "@" character, and then referred to later on by the glyph
class name. For example:

@dash = [endash emdash figuredash];  # Assignment
space @dash space # Usage

The part of the glyph class name after the "@" is subject to the same name
restrictions that apply to a glyph name, except that its maximum length is
30.

Glyph class assignments can appear anywhere in the feature file. A glyph
class name may be used in the feature file only after its definition.

When a glyph class name occurs within square brackets, its elements are
simply added onto the other elements in the glyph class being defined. For
example:

@Vowels.lc =[aeiou];
@Vowels.uc =[AEI0 UJ;
@Vowels = [@Vowels.lc @Vowels.ucy Y];

Here the last statement is equivalent to:
@Vowels=[aeiouAEIOUYY];

No square brackets are needed if a glyph class name is assigned to another
single glyph class name. For example:

@Figures_lining_tabular = @FIGSDEFAULT;

Ranges, glyphs, and glyph class names can be combined in a glyph class.
For example:

[zerooldstyle - nineoldstyle ampersandoldstyle @smallCaps]

In FontLab Studio, you can include define FontLab Studio classes in the
Classes panel. They will be automatically included as your OpenType
classes, so it will not be necessary to copy the information twice. We will
discuss this later.
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Including files

Including files is accomplished by the directive:
include(<filename>)

In this FontLab Studio implementation an included file must be located in
the Features directory.

A maximum include depth of 5 ensures against infinite include loops (files
that include each other).

Specifying features

Each feature is specified in a feature block:

feature <feature tag> {
# specifications go here
} <feature tag>;

For example:

feature liga {
#...

} liga;
A feature file "rule" is a statement that specifies glyph substitution or glyph

positioning. A feature block may contain glyph substitution rules, glyph
positioning rules, or both.

FontLab Studio automatically separates features into feature records and
provides feature templates that simplify definition of new features.



Language system

In practice, most or all of the features in a font will be registered under the
same set of language systems, and a particular feature's lookups will be
identical across the language systems that the feature is registered under.

The "languagesystem" statement takes advantage of this fact. It is the
simplest way to specify a language system in the feature file. One or more
such statements may be present in the feature file at global scope (i.e.
outside of the feature blocks or any other blocks) and before any of the
feature blocks:

languagesystem <script tag> <language tag>;

When these statements are present, then each feature that does not contain
an explicit "script” or "language" statement will be registered under every
language system specified by the "languagesystem" statement(s).

If no "languagesystem" statement is present, then the implementation will
behave exactly as though the following statement were present at the
beginning of the feature file:

languagesystem latn DFLT;
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Script and Language

Occasionally you may need to specify a feature whose lookups vary across
the language systems of the feature, or whose language systems vary from
the set of language systems of the rest of the features in the file (specified
by the "languagesystem" statements).

In these cases, the "script” and "language" statements should be used
within the feature block itself. (A "script" and/or "language" statement
must be present before the first rule in the feature in order to indicate to
the feature file parser that this feature is not to be registered under the
language systems specified by the "languagesystem" statements).

The feature's lookups will be registered under the script and language
attributes current at the definition of the lookup. The attributes may be
changed as follows:

"script" statement:
script <script tag>;

For example:

script kana;

When a "script"” statement is seen, the language attribute is implicitly set to
'DFLT', and the lookupflag attribute is implicitly set to 0. The script
attribute stays the same until explicitly changed by another "script"
statement or until the end of the feature.



"language" statement:

The language attribute stays the same until explicitly changed, until the
script is changed, or until the end of the feature. To change the language
attribute, use the "language" statement:

language <language tag> [excludeDFLT |includeDFLT] [required];

"

The script and lookupflag attributes stay the same as before. (If no "script
assignment statement has been seen thus far in the feature block, then the
script attribute is set to 'latn', but it is recommended that an explicit
"script" statement be used in such cases for clarity.)

Here is an example statement:
language DEU;

As a result of this statement, (a) the language attribute is changed to 'DEU
', and (b) the 'DFLT' lookups of the current script are automatically
included into the language system specified by the current script and
language attributes. If (b) is not desired, as may occasionally be the case,
then the keyword "excludeDFLT" must follow the language tag. For
example:

language DEU excludeDFLT;

The keyword "includeDFLT" may be used to explicitly indicate the default
'DFLT' lookup-inheriting behavior. For example:

language DEU includeDFLT; # Same as: language DEU;
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lookupflag

The chapter "Common Table Formats" in the OpenType Font File
Specification describes the LookupFlag field in the Lookup table.

The lookupflag attribute defaults to 0 at the start of a feature block.

The lookupflag attribute stays the same until explicitly changed, until a
lookup reference statement is encountered that changes it, until the script
is changed, or until the end of the feature.

To change the lookupflag attribute explicitly, use the lookupflag statement,
which takes two formats:

lookupflag format A:
lookupflag <named lookupflag value> (, <named lookupflag value>)*;

Here, the individual lookup flag values to be set are expressed in a comma-
separated list of one or more <named lookupflag value>s, in no particular
order. A <named lookupflag value> is one of the following;:

RightTolLeft
IgnoreBaseGlyphs
IgnoreLigatures
IgnoreMarks

At most one of each of the above 5 kinds of <named lookupflag value> may
be present in a lookupflag statement. For example, to skip over base glyphs
and ligature glyphs:

lookupflag IgnoreBaseGlyphs, IgnoreLigatures;



lookupflag format B:
lookupflag <number>;

Here the entire lookup flag value is specified simply as a <number>. The
format A example above could equivalently be expressed as:

lookupflag 6;

Format A is clearly a superior choice for human readability when the
lookupflag value is not 0. However, a lookupflag value of 0 can be set only
with format B, not with format A:

lookupflag 0;

The base glyphs, ligatures, and marks are defined in the Glyph Properties
dialog. This information is stored in the OpenType font file in the GDEF
table. Please, be sure to allow export of this table in the Options >
OpenType if you are using the lookupflag feature in the feature definition
file:

[+ Export GOEF table

833



lookup

The font editor can label a set of rules and refer to it explicitly later on, in
order to have different parts of the font tables refer to the same lookup.
This decreases the size of the font in addition to freeing the editor from
maintaining duplicate sets of rules.

To define and label a lookup, use a named lookup block:

lookup <label> {
# rules to be grouped
} <label>;

To refer to the lookup later on, use a lookup reference statement:

lookup <label>;

For example:

lookup SHARED { # lookup definition
#...

} SHARED;

# ...

lookup SHARED; # lookup reference

Since the labeled block literally defines a single lookup in the font, the rules
within the lookup block must be of the same lookup type and have the
same lookupflag attribute. The lookup block must be specified within a
feature block and may not contain any other kind of block.
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OpenType and FontLab Studio

Implementation of OpenType features in FontLab Studio is based on the
technologies provided by Adobe — one of the two inventors and key
supporters of the format.

OpenType support may be separated into three stages:

1. Importing OpenType fonts and reading the binary OpenType tables.
FontLab Studio may store the original binary tables in the .vfb file and
also to try to interpret the binary tables into the feature definition
format.

2. Editing the features and previewing the results. FontLab Studio
provides a feature editor that is integrated into the FontLab Studio
user interface and an OpenType Preview panel that can show how
features work without actually exporting and installing the font file.

3. Feature compilation and export. At this stage the Adobe FDK for
OpenType (AFDKO) library is used to compile the feature definitions
into binary tables and build the OpenType font files.

Since FontLab Studio compiles the OpenType Layout tables from the
feature definition language using the Adobe FDK for OpenType library,
there are some limitations of lookup types supported by FontLab Studio.

FontLab Studio currently does not support:
e  GSUB lookup type 2 (Multiple substitution, e.g. ab -> ¢ d)

e  GPOS lookup types 3 (Cursive attachment positioning), 4 (Mark-
to-Base attachment positioning), 5 (Mark-to-Ligature attachment
positioning), 6 (Mark-to-Mark attachment positioning), 7
(Contextual positioning), 8 (Chaining contextual positioning)
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We plan to support these OpenType specification elements in future but
currently, if you need to build OpenType fonts that support any of these
specification elements, you need to create your OpenType Layout features
using Microsoft VOLT, which is a free application available from

http://www.microsoft.com/typography/VOLT.mspx

In such case, you can still use FontLab Studio to design the glyphs, to
create the subset of OpenType Layout features that does not use the
unsupported specification elements, and to generate the OpenType font.
Then, just use VOLT to add the missing bits.

A detailed list of OpenType lookup types not supported by FontLab Studio
can be found at

http://partners.adobe.com/public/developer/opentype/afdko/topic_feature_fil
e_syntax.html


http://www.microsoft.com/typography/VOLT.mspx
http://partners.adobe.com/public/developer/opentype/afdko/topic_feature_fil
http://www.microsoft.com/typography/VOLT.mspx
http://partners.adobe.com/public/developer/opentype/afdko/topic_feature_file_syntax.html
http://partners.adobe.com/public/developer/opentype/afdko/topic_feature_file_syntax.html

Importing OpenType Fonts

There is nothing special about importing OpenType fonts: use the File >
Open command to open files with .ttf extension (OpenType TT fonts) or
.otf extension (OpenType PS fonts).

To read OpenType features make sure that this option is active in the
Tools > Options > Opening OpenType & TrueType page:

Read OpenType layout tables (GPOS, GSUB, GDEF)

This option has several sub-options.

Store binary OpenType layout tables

Enable this to store the original binary OpenType Layout tables — they will
be stored in your .vfb file. This is useful if you wish to make some changes
to an existing OpenType font (e.g. add or fix the design of some glyphs or
change the hinting) but you do not want to touch the OpenType Layout
tables. Remember that FontLab Studio cannot compile all lookup types so
if you are editing complex script fonts that extensively use GPOS features
(Arabic, Devanagari etc.), you most likely want to preserve the original
OpenType tables. You can later remove the binary tables from your .vfb file
using Font Info > Binary and custom tables

Disable this to prevent FontLab Studio from storing the binary OpenType
Layout tables in the .vfb file.

Interpret OpenType layout tables

Enable this to have FontLab Studio try to interpret (decompile) the binary
OpenType Layout tables into the feature definition language. If you are
opening a font with Roman, Greek or Cyrillic glyphs, FontLab Studio will
likely succeed in interpreting the features.
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If you are opening an Arabic or Devanagari font, FontLab Studio will
probably interpret the features but many of them will be disabled
(commented out) in the feature definition language. This means that
FontLab Studio will not be able to rebuild these features. In this case, it’s
better to disable the option and only store the binary tables. You will need
to use Microsoft VOLT to develop the feature definitions for complex script
fonts.

If a GDEF table is defined in the font, FontLab Studio will read information
about anchors, glyph types and caret positions from it.

Import kerning from the 'kern” feature

If enabled, FontLab Studio will import kerning defined in the “kern”
positioning feature into the font pair kerning table. We recommended you
have this feature active when you import the OpenType font.

An OpenType font may have two sets of kerning included: OpenType GPOS
kerning (usually class-based) and plain kern table kerning. With this
option enabled, FontLab Studio will only import the GPOS kerning. If you
disable the option, FontLab Studio will import the plain kern table kerning
into the Metrics Window and the GPOS kerning into the OpenType panel.
You may later convert the GPOS kerning into plain kerning using the
“Convert kerning” button on the OpenType Features Sample panel.

Generate missing alyph names using layout tables

Some OpenType TT fonts do not include glyph names at all (they include a
so-called “post” table format 3). With this option enabled, FontLab Studio
will algorithmically build glyph names based on the Unicode values and the
OpenType Layout features. Most users will want to leave this option
enabled.

Interpret GXfAAT mort & morx tables

GX/AAT is an Apple technology that provides layout features (“GX” is the
older name, “AAT” is the current name). In principle, the technology is
similar to OpenType Layout but it uses a different implementation and
different tables.



You can find comparisons between AAT and OpenType Layout at:

http://developer.apple.com/fonts/WhitePapers/GXvsOTLayout.html
http://fontforge.sourceforge.net/gposgsub.html

An OpenType font (TT or PS) can include layout features in AAT format
and in OpenType Layout format, although it is more common that one font
only contains one format of layout features. Mac OS X includes several
AAT fonts, e.g. Skia, Hoefler Text, Zapfino or Apple Chancery. With this
option enabled, FontLab Studio will attempt to convert the AAT features
included in the font into the OpenType feature definition language.

Apple provides free command-line tools for Mac OS X that you can use to
add AAT features to your font:

http://developer.apple.com/fonts/OSXTools.html

After you have added your AAT features, open the font in FontLab Studio
with this option enabled (make sure to also enable

Store custom TrueType/OpenType ables ) and you will receive an approximation of
your AAT features in the OpenType feature definition language. Now edit
and compile the feature definitions, and generate the font — you will
receive a “hybrid” OpenType/AAT font with both AAT and OpenType
Layout features included. You can also generate two fonts: one with
OpenType layout features, another with AAT features.

You can download free Arabic OpenType & AAT fonts from
http://scripts.sil.org/cms/scripts/page.php?site_id=nrsi&item_id=ArabicFonts
and use them as reference.

When you open existing OpenType fonts, it is important to realize the
interaction of the two crucial options in FontLab Studio 5.

The combination:

Store binary OpenType layout tables
[ ]interpret OpenType layout tables

means that the binary OpenType tables will be retained in your .vfb file but
they will not be decompiled into human-readable feature definition
language. When you re-generate your OpenType font later, the stored
original binary tables will be written into the font.
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You can decompile them later by choosing Interpret Stored Binary
Layout Tables from the OpenType panel.

The combination:

[] store binary OpenType layout tables
Interpret OpenType layout tables

means that the binary OpenType tables will not be retained in your .vfb file
but they will be decompiled into human-readable feature definition
language. When you re-generate your OpenType font later, the feature
definition language will be compiled and new binary tables will be written
into the font. Limitations discussed earlier (unsupported lookup types)
apply here.

The combination:

[ ] store binary OpenType layout tables

[ ]Interpret OpenType layout tables
means that no OpenType information will be imported.
The combination:

Store binary OpenType layout tables
Interpret QpenType layout tables

means that the binary OpenType tables will be retained in your .vfb file and
they will be also decompiled into human-readable feature definition
language. When you re-generate your OpenType font later, FontLab Studio
will ask you which information it should use to write the OpenType layout
tables.



OpenType Panels

FontLab Studio provides two panels that deal with OpenType features: the
OpenType panel and the OpenType Features page of the Preview panel.

OpenType Panel

In FontLab Studio you can see OpenType features in the special OpenType
panel. To open the panel use the Window > OpenType panel command.
Below is the illustration of the panel that appears if you open the Palatino
Linotype font (pala.ttf):

OpenType
% - QE @ E (T

zalt  =|[feature Tiga { # Standard Ligatures -~

@i # Latin
i sub £ b by f_b;
sub £ £ b by T_f_b;

subs sub £ £ h by f_f_h;

sinf sub £ F i by T_f 1;

smcp sube F°F k by £ F k;

cpsp sub £ F 1 bw'f_£1;

kern sub ¥ £ by T_F;

Eai sub T h by f_h;

sub ¥ 1 by fi;

S sub £ 3 by f_3;

onum sub T k by f_k; -
B ] e e

iga

dlig

hist

hlig

afrc b

At the top of the panel you find a toolbar, at the left — a list of the features
with two buttons below and a split field at the right. The top part of the
field contains the feature definition text for the feature selected in the list
and the bottom part contains the global definition data, which usually is a
definition of the glyph classes (unless they are defined in the Classes
panel).
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You can use the separator bar between top and bottom panels to adjust
their relative vertical sizes.

Buttons on the toolbar mean:

%| + Open the menu. The contents of the menu are described below

#d

Find the glyph or class. When the cursor in the feature-editing panel is on
the glyph name you can click on this button to quickly find the glyph in the
Font or Glyph windows. CTRL+Right-click on the glyph name does the same.

If the cursor is on the class name FontLab Studio will try to find the class in
the bottom editing field or in the Classes panel

#>
m

Rename the glyph. Position the cursor on the glyph name and click this
button to open the glyph rename dialog box, described in one of the
following sections

Compile the feature definitions

L2
=

Open the OpenType Features Sample panel.

When you click on the e - button you will see a popup menu:

T

&l

a

=

&

Reset Features

Open Features

Interpret Stored Binary Layout Tables

Compile and Store Tables in Binary Form

Copy Features from a Font...
Impart FontLab Classes

Generate kern” Feature. ..
Save Features

Close Panel



Commands in the menu mean:

Reset features

Removes all feature definition information and allows
you to start making a new set of features

Interpret Stored Binary
Layout Tables

Converts the stored binary OpenType Layout tables
into feature definition language — can be useful if
FontLab Studio did not interpret the features when
opening the font

Compile and Store Tables
in Binary Form

Compiles the feature definition language into binary
OpenType Layout tables and stores the binary tables in
the .vfb file — can be useful if you want to store the
binary tables and make some operations with them e.g.
via Python scripting

Copy Features from a
Font...

Copy the feature definition language from another font
to the current font

Import FontLab Studio
Classes

Explicitly imports the classes defined in the Classes
panel into the lower portion of the OpenType panel;
this is done implicitly and automatically if Options >
General Options > Unicode and OpenType > Add all
glyph classes... is enabled but sometimes it is practical
to import the class definitions explicitly

Generate "kern" Feature

Generates the GPOS kerning based on the kerning
defined in the Metrics Window and the classes defined
in the Classes panel; synonymous to Tools > Kerning
Assistance > Update [kern] feature

Open features

Opens an existing .fea file containing feature definition
language. You can use this command to apply a
previously created feature definition to different fonts.
During import FontLab Studio automatically separates
features into individual records and places the class
definitions in the bottom editing control

Save features

Saves the current set of feature definitions to a file as a
.fea (feature definition language) or .vtp (VOLT project
file)

Close panel

Closes the OpenType panel.
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Adding and Removing Features

To add a new feature click on the * button below the features list. The
new feature (named “xxxx”) will appear in the list and the generic feature
definition text will be posted to the feature editor:

feature xxxx {
sub by ;
3 xxxx;

When you change the xxxx name to something real the name in the list will
be updated automatically. Do not forget to make the ending name the same
as the beginning name or the feature definition will not compile.

To remove the feature, select it in the list and click on the T button.
Reordering Features

The order of features is sometimes important. For example, if you have the
ligature feature and the small caps feature they must be applied in a pre-
defined order: the small caps feature should come first and only after that
may ligatures be applied.

To reorder the features simply drag-drop feature names in the list:

[t=l] B}
dpng
frac

hizt




Entering the Glyph and Class Names

All features contain glyph names. You can enter them on the keyboard but
it’s faster to use the drag-drop method:

1. Select the glyph (in the Font window or in the Classes panel) whose
name you want to enter.

2. Press the left mouse button and drag the cursor to the feature
definition field. The position where the name will be inserted is
highlighted with the editing caret.

3. Select the destination position and release the mouse button to insert
the glyph name.

If more than one glyph was selected for drag-drop operation, all the glyph
names will be inserted separated by spaces and surrounded by brackets:

[zero one two three four five six seven eight nine]

To enter a class name defined in the Classes panel, drag the class name
from the list of classes.

If you drop the class name, it will be inserted into the feature definition
text preceded by the ‘@’

@smcp2

To insert the actual contents of the class rather than its name, hold
the CtrL key when you release the mouse button:

[perthousand perthousand percent threeeighths threequarters threeeighths
fiveeighths fiveeighths seveneighths seveneighths]
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Renaming Glyphs and Classes

When a glyph name is entered into feature definition text the link with this
glyph in the font is lost, so if you rename the glyph using the FontLab
Studio glyph rename command the feature definition will not be updated.

To rename a glyph in the feature definitions, position the cursor on
the glyph name in the feature editing field and click the %% button on the
toolbar. You will see a dialog box:

Replace Name ﬁl

Source string:

Idoaccent|

Replacement string:

[Ireplace name in Classes panel
[ Jrename glyph in the Fonk

[ oK ][ Cancel ]

In the top field you can enter the name of the glyph you want to rename
and in the bottom field you enter new name for the glyph.

Check the Replace name in the Classes panel checkbox to rename the
glyph in the FontLab Studio Classes panel.

Check the Rename glyph in the font checkbox to rename the glyph in the
font.

After you click OK in the dialog box FontLab Studio will scan all the feature
definitions and replace the old glyph name with the new one. Note that you
can enter a glyph class definition as a replacement string, for instance to
replace “one” by “[one two three]”.



Compiling the Feature Definitions

When you import or create OpenType features they exist in form of the
text-based feature definition language. To convert them to the usable
binary format of the GSUB and GPOS OpenType tables they must undergo
a process called “compilation”. During compilation the feature definition
language (text) is checked for errors and glyph reverences are verified.
When everything is confirmed OK the text is converted to binary form
which you can preview or export.

To compile feature definitions click on the £ button on the toolbar.
FontLab Studio will try to compile the features and if there are errors
during the compilation they are put into a special Output panel.

There is one special error message: if glyphs are referenced by the feature
definition but do not exist in the font, FontLab Studio will show the
warning message:

Warning! 3]

/|\ Some glyphs do not exist in the current font,

{22 % Do you want Fontlab to create those glyphs?

Do you want Fontlab to create those glyphs?

[_ Create Glyphs l[ Cancel ]

If you click Yes, FontLab Studio will try to create the glyphs using their
names as the source of information. The same algorithm as in the Generate
Glyphs operation described on page 511 is used.
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< Tip: If you import a feature definition file from an existing large OpenType

font into your font and use this operation, FontLab Studio will
automatically generate all the glyphs that are needed to support that
feature definition file. This way, you can easily match another font’s
character set.

If you hold down the CtrL key when you are clicking the # button to
compile the features, FontLab Studio will compile the features and
decompile the resulting binary tables as if you had imported them from an
OpenType font file.

Compiling the Classes

There are two set of classes: text-based class definitions made in the
feature definition language and located in the bottom field of the
OpenType panel, and FontLab Studio glyph classes that are represented in
the Classes panel (for more information about the Classes panel please
refer to page 583).

It is natural to provide a link between these classes. Use the following
option in the Tools > Options > General Options > Unicode and
OpenType dialog box:

Unicode and OpenType

Add all glyph dasses to OpenType feature definition code
Do not add metrics dasses

to automatically include all FontLab Studio classes into the
compiled feature definition code.

Please note that FontLab Studio will import all OpenType classes when an
OpenType font is imported and will place them in the OpenType panel and
FontLab Studio Classes panel, so when you use this option for an imported
font you need to manually delete the OpenType classes to avoid
duplication.



The Output Panel

The Output panel opens automatically when there is something to show
and looks very simple:

i:lne of more glyphs not found 1m the font

Basically it is just a text-output window with a scroll bar. You can right-
click the panel to open the context menu:

Clear
Select Al

=% Close panel

Use the commands in the menu to close the panel or clear or copy the
selected text.

You can manually open the output panel with the Window > Panels >
Output command in the main FontLab Studio menu.

The output panel is also used by the FontLab Studio Macro system to show
the results of macro program interpretation.
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OpenType Features Sample Panel

When OpenType features are compiled you can preview them with the
OpenType Features Sample page of the Preview panel.

To open the Preview panel use the Window > Panels > Preview
command or click on the 2= button located on the OpenType panel toolbar.

When there are OT features defined the OpenType Features Sample panel
looks like this:

Preview £

OpenTyps Features | Frayiew || Anchors

Su:ript:;Iam % | Language: |DFLT V: T v EEL G BT
[Jepsp  ~|[ABCabc123

[Jkern

[Jaalt Source

= ABCabc123

|:|Inl.|m Fiesult

[Jpnum

= ABcabc123

[Jsinf

In the top part of the panel you find a command bar that contains script
and language selection lists and some buttons.

When more than one script or language is referred to by the feature
definition, they are listed in the combo boxes on the command bar. Use
them to select the script and language to preview.

When a script is selected, you will see a list of the features that are defined
for that script and language. Please note that when you select the non-
default language only features that are unique for the selected language are
listed.

Every feature name has a check box. Use it to turn the feature on or off.
When several features are selected they are applied in the order in which
they are listed.



To the right of the list there are 3 fields: source text, source preview panel
and resulting preview panel.

You must enter the text you want to use to preview in the source text
field. Use FontLab Studio notation to enter glyphs that are not directly
accessible from the keyboard: ‘/’ followed by the glyph name and a space or
‘\’ followed by the Unicode index.

You can also drag-drop glyphs from the Font window or from the
Classes panel into the source text field.

The Source preview shows the glyphs before OpenType features are
applied. The Resulting preview panel shows the glyphs after the
OpenType features do their work. You will also see the result glyph names
below the Resulting preview.

Interpretation of the features is based on the OpenType specification and is
carefully tested for compatibility with OS and Adobe InDesign
interpretation. However please be aware that feature interpretation is an
application-centric system so it may vary in different applications.

Use the buttons on the top of the panel to get access to options:

. - Click on this button to set the size of the preview shown in the OpenType
Features Sample panel; select a point size or choose “Auto” to make the
preview automatically fit the size of the panel

#ikll  Click on this button to convert the GPOS kerning from the OpenType kern
feature into the plain pair kerning table. This operation is described in the
following section

4++ Ifthis button is pressed, FontLab Studio will preview the glyph metrics so you
can see how the positioning features work

FIL  If this button is pressed both source and resulting preview windows work in
right-to-left mode. This is good for working with Arabic or Hebrew fonts.

Note: FontLab Studio 5 does not support automatic glyph reordering or
special shaping rules for complex scripts when displaying OpenType features
in the Features Sample panel. If you develop complex-script fonts such as
Arabic, you should test the final font in the Tools > Quick Test window which
uses the system OpenType Layout renderer (on Windows XP SP-2 it is
Uniscribe if complex script support is enabled in Control Panel > Regional
and Language Options > Languages)
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Converting the Kerning

If you have defined a kern feature you can convert it into the plain pair

...... "

kerning table at any time. Just click on the ¥ button on the OpenType
Features preview panel. You will see a dialog box:

Convert OpenType Kerning

Do pou really want bo convert DpenTepe keming to the "plain’’ pair
kerming data?

If angwer iz "es", then zelect converzion option below:

! Completely replace "plain™ pair kering data W
Total number of 19640 [1528] pairs will be added.
Do hiot expand clazs-bazed keming pairs

[ Corvert |[ Cancel

There are two options that you can select in the list:
Completely replace “plain” pair kerning data

Use this option to remove existing kerning information and replace it with
the result of the kern feature interpretation.

Append converted kerning to the existing kerning table

Only new pairs that do not already exist will be added to the existing pair
kerning table.

Notes:

1. This operation is equivalent to the OpenType import option:
Impart kerning from the 'kern” feature

The difference is that you can do it at any time not just during import
of the OpenType font file.

2. Class-based kerning, defined in the kern feature, will be converted into
class-based kerning as FontLab Studio understands it. Real kerning
pairs will be added only for the key glyphs. Please, refer to the “Editing
Metrics” chapter and page 581 for more information about class-based
kerning.



Feature Development Process

When you want to create a feature we recommend you follow this sequence
of operations:

1.

Create a feature in the OpenType panel (click on the * button in the
lower left corner).

Name the feature. Enter the name at the beginning of the feature block
and at the end by replacing the default “xxxx”.

Fill the feature body with lookups. Descriptions of all the types of
lookups that FontLab Studio can handle follows this section.

Click the & button to compile the feature definition text.

Check the Output panel for warnings and errors. If there is an error, it
will be highlighted in the feature definition text. Fix any errors.

When there are no errors, check the feature in the OpenType Features
Preview panel. Open the panel, select the script and language and enter
the test text.

At this point you know everything you need to create new features except
the actual lookups that define a feature. In the following sections we will
discuss the different types of substitution and positioning lookups.

Please note that you may combine substitution and positioning lookups in
the same feature.
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Substitution Lookups

Substitution lookups deal with the replacement of the source glyph(s) with
some other glyph(s).

The simplest example of a substitution lookup is the replacement of
lowercase characters by small-caps versions.

Lookups may be context-dependent or context-independent. Context-
independent lookups are applied every time the source sequence of glyphs
is present, like when you want to replace the ‘f” and ‘I’ sequence with the I’
ligature. In other cases you may need to apply a substitution only when a
source sequence of glyphs is surrounded by some other glyphs. For
instance you may want to replace an uppercase character with a lowercase
when it is followed by another lowercase character.

The OpenType specification declares the following types of basic
substitutions:

Single Replaces a single glyph with another single glyph: a->A

Ligature  Replaces multiple glyphs with a single glyph: f1-> fl

Multiple*  Replaces a single glyph with multiple glyphs: $->dollar

Alternate Replaces a single glyph with one of the glyphs in a list: A -> A.version1
or A.version2

All these substitutions may be context independent or context-dependent.

*) FontLab Studio supports all of the substitutions except the multiple
substitutions.



Single Substitution

This is the simplest substitution — it replaces a single glyph with another
glyph or a class of glyphs with another class. The Class form of the
substitution requires that the number of glyphs in the source and
destination classes be the same.

A single substitution rule is specified in one of the following formats:

substitute <glyph> by <glyph>; # format A
substitute <glyphclass> by <glyph>; # format B
substitute <glyphclass> by <glyphclass>; # format C

You can use the codeword “sub” instead of the longer “substitute”.

Format B specifies that all glyphs in the target glyph class will be replaced
by the same replacement glyph.

Format C specifies that any of the glyphs in the target glyph class must be
replaced by its corresponding glyph (in the order of glyphs in the glyph
classes) in the replacement glyph class. If the replacement is a singleton
glyph class, then the rule will be treated identically to a format B rule. If
the replacement class has more than one glyph, then the number of
elements in the target and replacement glyph classes must be the same.

For example:

sub a by a.smcp; # format A
sub [one.fitted one.onum one.taboldstyle] by one; # format B
sub [a - z] by [a.smcp - z.smcp]; # format C
sub @Capitals by @CapSwashes; # format C

The third line in the above example produces the same effect in the font as:

sub a by a.smcp;
sub b by b.smcp;
sub c by c.smcp;
#...

sub z by z.smcp;
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Sample applications of this rule:
Replace different types of figures:

sub @figs_lnum by @figs_onum;

Replace lowercase glyphs by small-caps:

sub @lc by @sc;

Small SMALL



Ligature Substitution

The ligature substitution rule replaces several glyphs in sequence with a
single glyph.

A Ligature substitution rule is specified as:
substitute <glyph sequence> by <glyph>;

<glyph sequence> must contain two or more <glyph|glyphclass>es. For
example:

substitute [one one.onum] [slash fraction] [two two.onum] by onehalf;

Since the OpenType specification does not allow ligature substitutions to
be specified on target sequences that contain glyph classes, the
implementation software will enumerate all specific glyph sequences if
glyph classes are detected in <glyph sequence>. Thus, the above example
produces the same effect in the font as if the font editor manually
enumerated all the sequences:

substitute one slash two by onehalf;

substitute one.onum slash two by onehalf;
substitute one fraction two by onehalf;

substitute one.onum fraction two by onehalf;
substitute one slash two.onum by onehalf;
substitute one.onum slash two.onum by onehalf;
substitute one fraction two.onum by onehalf;
substitute one.onum fraction two.onum by onehalf;
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# Note: Variant glyphs should be named just like their default counterparts

but with a suffix appended after a period. The suffix can typically be the
feature tag for the layout feature the variant glyph will be most likely
accessed with. So, a small cap a can be named a.smcp and an old-style digit
2 can be named two.onum. Non-standard names should be avoided. For an
extensive discussion about devising custom glyph names in OpenType
fonts, refer to the “Advanced Glyph Naming and Encoding” section of the
“Editing Fonts” chapter.

Almost all fonts contain at least two ligatures: “fl” and “fi” which can be
easily encoded as:

substitute f | by fl;
substitute f i by fi;

Some fonts add longer ligatures:

substitute f f i by f_f_i;

tti th

# Note: ligature glyphs should be named using the underscore rule, e.g.

f_f_odieresis for an ff6 ligature. Only the fi and fl ligatures should be
named without the underscores. For an extensive discussion about
devising custom glyph names in OpenType fonts, refer to the “Advanced
Glyph Naming and Encoding” section of the “Editing Fonts” chapter.

A contiguous set of ligature rules does not need to be ordered in any
particular way by the font editor; the implementation software does the
appropriate sorting. So:

sub f f by f_f;

sub f i by fi;

sub f f i by f_f_i;
suboffibyo_f f i

will do the same thing as:

suboffibyo_f f_i;
sub f fibyf f_i;
sub f f by f_f;

sub f i by fi;



Alternate Substitution

Alternate substitution replaces a glyph with one of the glyphs in a pre-
defined list of alternatives. The application that uses the font is expected to
decide which glyph to choose. A good example of this lookup is to provide
several versions of some glyph, like the ampersand. Another application is
the selection of several different forms of ornaments.

An alternate substitution rule is specified as:
substitute <glyph> from <glyphclass>;
For example:

substitute ampersand from [ampersand.1 ampersand.2];

& &7’

or ornament variations:

substitute asterisk from [orn.1 orn.2 orn.3 orn.4];

SR D
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Context Dependent Substitutions

A context-dependent rule can be any of the rules described above with one
important difference: it defines a context that must include a target
sequence of glyphs (or glyph classes).

In the simple form of, say, ligature substitution we simply write:
sub a b c by D;

In context-dependent substitution we can declare that “abc”, which is a
target sequence of glyphs for a ligature substitution rule, must be a part of
a larger context:

sub period a' b’ ¢’ period by D;

Only when “abc” is surrounded by two “period” glyphs will substitution
take place. Note that we have marked the target glyphs with the single
quote character positioned immediately after the glyph name.

The rule is specified as follows:

substitute <marked glyph sequence> # Target sequence with marked glyphs
by <glyph sequence>; # Sub-run replacement sequence

A <glyph sequence> comprises one or more glyphs or glyph classes.

<marked glyph sequence> is a <glyph sequence> in which a set of glyphs
or glyph classes is identified, i.e. "marked". We will call this marked set of
glyphs a sub-run. A sub-run is marked by inserting a single quote (') after
each of its member elements.



This sub-run represents the target sequences of the lookups called by this
rule. The lookup type of the lookup called by this rule is auto-detected from
their target and replacement sequences in the same way as in their
corresponding stand-alone (i.e. non-contextual) statements.

Example 1. This calls a lookup. The rule below means: in sequences "a d"
or "ed" or "n d", substitute "d" by "d.alt".

substitute [a e n] d' by d.alt;

Example 2. This also calls a single substitution lookup. The rule below
means: if a capital letter is followed by a small capital, then replace the
small capital by its corresponding lowercase letter.

substitute [A-Z] [a.smcp-z.smcp]' by [a-z];

Example 3. This calls a ligature substitution lookup. The rule below
means: in sequences "e t ¢c" or "e.init t ¢", substitute the first two glyphs by
the ampersand.

substitute [e e.init]' t' c by ampersand;
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Specifying Exceptions to the Context Rule

Exceptions to a chaining contextual substitution rule are expressed by
inserting a statement of the following form anywhere before the chaining
contextual rule and in the same lookup as it:

ignore substitute <marked glyph sequence> (, <marked glyph sequence>)*;

The keywords "ignore substitute" are followed by a comma-separated list
of <marked glyph sequence>s. At most one sub-run of glyphs or glyph
classes may be marked in each <marked glyph sequence>, by a single-
quote (") following each glyph or glyph class. This marked sub-run, when
present, is taken to correspond to the "input sequence" of that rule. This
generally means that it should correspond to the place where substitution
would have occurred had the sequence not been an exception (see
examples below). This is necessary for the OpenType layout engine to
correctly handle skipping this sequence. When no glyphs are marked, then
only the first glyph or glyph class is taken to be marked.

The "ignore substitute" statement works by creating subtables in the GSUB
that tell the OT layout engine simply to match the specified sequences, and
not to perform any substitutions on them. As a result of the match,
remaining rules (i.e. subtables) in the lookup will be skipped.

Example 1. Ignoring specific sequences:

The "ignore substitute" rule below specifies that the substitution in the
"substitute" rule should not occur for the sequences "fa d", "fed", or "ad
d". Note that the marked glyphs in the exception sequences indicate where
a substitution would have occurred; this is necessary for the OpenType
layout engine to correctly handle skipping this sequence.

ignore substitute f [ae] d', ad'd;
substitute [a e n] d' by d.alt;



Example 2. Matching a beginning-of-word boundary:

ignore substitute @LETTER f' i';
substitute f' i' by f_i.init;

The example above shows how a ligature may be substituted at a word
boundary. @ LETTER must be defined to include all glyphs considered to
be part of a word. The substitute statement will get applied only if the
sequence doesn't match "@LETTER fi"; i.e. only at the beginning of a
word.

Example 3. Matching a whole word boundary:

ignore substitute @LETTER a'n'd', a' n' d' @ LETTER;
substitutea'n'd' bya_n_d;

In this example, the a_n_d ligature will apply only if the sequence "an d"
is neither preceded nor succeeded by a @ LETTER.

Example 4. This shows a specification for the contextual swashes feature:

feature cswh {
# --- Glyph classes used in this feature:
@BEGINNINGS = [A-N P-Z Th m];
@BEGINNINGS_SWASH = [A.swsh-N.swsh P.swsh-Z.swsh T_h.swsh m.init];
@ENDINGS = [a e Z];
@ENDINGS_SWASH = [a.fina e.fina z.fina];

# --- Beginning-of-word swashes:
ignore substitute @LETTER @BEGINNINGS;
substitute @BEGINNINGS' by @BEGINNINGS_SWASH;

# --- End-of-word swashes:

ignore substitute @ENDINGS' @LETTER;

substitute @ENDINGS' by @ENDINGS_SWASH;
} cswh;

If a feature targets only glyphs at the beginning or ending of a word, such
as the 'init' and 'fina’ features, then the application could be made
responsible for detecting the word boundary; the feature itself would be
simply defined as the appropriate substitutions without regard for word
boundary.
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I Positioning Lookups

The OpenType specification allows you to define many positioning
lookups. The lookup types may be separated into three groups:

1. Basic lookups, single and pair positioning:

2. The Cursive attachment lookup that allows smooth connection of script
and cursive glyphs:

3. Mark attachment lookups that define relative positions of glyphs and
marks:

o

FontLab Studio can support only the first group of lookups:
single and pair positioning. We expect to support cursive and mark
attachment lookups in one of the next releases of FontLab Studio.

As in the case with substitution, positioning lookups may be context-free
and context-dependent. Context-dependent lookups are the same as
context-free but add a context that is verified against the source sequence
of glyphs. Only when the context is matched is positioning performed.

Please note that glyph positioning is performed after substitution and that
all positioning lookups must be defined for the glyph string that is a result
of substitution.

Glyph positioning rules begin with the keyword "position"; this keyword
may be abbreviated as "pos". (The "enumerate" or "ignore" keywords may
precede the "position" keyword in some cases.) The GPOS lookup type is
auto-detected from the format of the rest of the rule.



Glyph Geometry

Positioning lookups may change one of the glyph positioning metrics:

\ Placement X and Y v\ Advance XandY

A single positioning lookup may tweak any of four values: placement_X,
placement_Y, advance_Y and advance_Y.

Modification of the origin point of the glyph will shift it and all following
glyphs. Modification of the advance vector will shift the next glyph in the
glyph string.
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Value Record

A <valuerecord> is used in positioning rules to define offsets to shift glyph
origin or advance vector. It must be enclosed by angle brackets, except for
format A, in which the angle brackets are optional. Note that the <metric>
adjustments indicate values (in design units) to add to (positive values) or
subtract from (negative values) the placement and advance values provided
in the font (in the '"hmtx' and 'vmtx' tables).

Value record format A:
< <metric> > # Angle brackets are optional

Here the <metric> represents an X advance adjustment, except when used
in the 'vkrn' feature, in which case it represents a Y advance adjustment.
All other adjustments are implicitly set to 0. This is the simplest feature file
<valuerecord> format, and is provided since it represents the most
commonly used adjustment (i.e. for kerning). For example:

-3 # without <>
<-3> # with <>

Value record format B:
< <metric> <metric> <metric> <metric> >

Here, the <metric>s represent adjustments for X placement, Y placement,
X advance, and Y advance, in that order. For example:

<-80 0 -160 0> # X placement adj: -80; X advance adj: -160



Single Positioning

A Single Pos rule is specified as:
position <glyph|glyphclass> <valuerecord>;

Here, the <glyph|glyphclass> is adjusted by the <valuerecord> [§2.e.iv].
For example, to reduce the left and right sidebearings of a glyph each by 80
design units:

position one <-80 0 -160 0>;
To shift the glyph up by 100 units:
position A <0 100 0 -100>;

Note that we changed the placement by 100 units but compensated for that
with a -100 change applied to advance. This is needed to shift only the
current glyph and not the following glyphs in the string.
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Pair Positioning

Rules for this lookup type are usually used for kerning and must follow this
format:

position <glyph|glyphclass> <glyph|glyphclass> <valuerecord format A>;

This format is provided since it closely parallels the way kerning is
expressed in a plain pair kerning table. Here, the <valuerecord> must be of
value record format A only, and corresponds to the first
<glyph|glyphclass>.

Kerning can most easily be expressed with this format. This will result in
adjusting the first glyph's X advance, except when in the 'vrkn' feature, in
which case it will adjust the first glyph's Y advance. Some examples:

pos T a -100; # specific pair (no glyph class present)
pos [T] a -100; # class pair (singleton glyph class present)
pos T @a -100; # class pair (glyph class present, even if singleton)

pos @T [a o u] -80; # class pair

Note that if at least one glyph class is present (even if it is a singleton glyph
class), then the rule is interpreted as a class pair; otherwise, the rule is
interpreted as a specific pair.

In the 'kern' feature, the specific glyph pairs will typically precede the glyph
class pairs in the feature file, mirroring the way that they will be stored in
the font.

feature kern {
# specific pairs for all scripts
# class pairs for all scripts
} kern;



Enumerating Pairs

If some specific pairs are more conveniently represented as a class pair, but
the editor does not want the pairs to be in a class kerning subtable, then
the class pair must be preceded by the keyword "enumerate”" (which can be
abbreviated as "enum"). The implementation software will enumerate such
pairs as specific pairs. Thus, these pairs can be thought of as "class
exceptions" to class pairs. For example:

@Y_LC = [y yacute ydieresis];
@SMALL_PUNC = [comma semicolon period];

enum pos @Y_LC semicolon -80; # specific pairs
pos f quoteright 30; # specific pair
pos @Y_LC @SMALL_PUNC -100; # class pair

The enum rule above can be replaced by:

pos y semicolon -80;
pos yacute semicolon -80;
pos ydieresis semicolon -80;

without changing the effect on the font.
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Subtable Breaks

The implementation software will insert a subtable break within a run of
class pair rules if a single subtable cannot be created due to class overlap. A
warning will be given. For example:

pos [Ygrave] [colon semicolon] -55; # [line 99] In first subtable
pos [Y Yacute] period -50; # [line 100] In first subtable
pos [Y Yacute Ygrave] period -60; # [line 101] In second subtable

will produce a warning that a new subtable has been started at line 101,
and that some kern pairs within this subtable may never be accessed. The
pair (Ygrave, period) will have a value of 0 if the above example comprised
the entire lookup, since Ygrave is in the coverage (i.e. union of the first
glyphs) of the first subtable.

Sometimes the class kerning subtable may get too large. The editor can
force subtable breaks at appropriate points by inserting the statement:

subtable;

between two class kerning rules. The new subtable created will still be in
the same lookup, so the editor must ensure that the coverages of the
subtables thus created do not overlap. For example:

pos [Y Yacute] period -50; # In first subtable
subtable; # Force a subtable break here
pos [A Aacute Agrave] quoteright -30;  # In second subtable

If the subtable statement were not present, both rules would be
represented within the same subtable.



I Known Features

OpenType feature processing is an application-centric system. The
application knows which features it needs to apply and then searches the
font for these features. If a feature is present in the font, it is applied. To
implement this system features must be standardized and registered so
everybody will know what is done by a feature with a particular name.

The Microsoft Typography group performs feature registration:
http://www.microsoft.com/typography
The full list of registered features may be found in this document:

OpenType Layout tag registry
http://www.microsoft.com/typography/otspec/ttoreg.htm

This document contains descriptions of all name tags that can be used in
an OpenType font for script, language and feature names.

We will provide brief definitions of the most commonly used features.

init,medi ,fina and isol Features

These features are most commonly used in Arabic scripts and allow one to
define four forms of Arabic characters: initial, final, medial and isolated:

u""u.um.w

Isolated Final Medial Initial

Note that Arabic text is written right-to-left.

Please note that it is the application or the operating system that detects
word boundaries and applies one of the features. You are not expected to
pay attention to that in the feature definition.

Usually these features are simple substitutions:

feature init{
sub @isolated_forms by @initial_forms;
Yinit;
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Latin Features

cpsp

Capital Spacing

Globally adjusts inter-glyph spacing for all-capital text.
feature cpsp {

pos @uppercase <7 0 14 0>;
} cpsp;

pnum

Proportional
Figures

Replaces figure glyphs set on uniform (tabular) widths
with corresponding glyphs set on glyph-specific
(proportional) widths.

feature pnum {

sub @figures by @figures_prop;
} pnum;

Inum

Lining Figures

This feature changes selected figures from oldstyle to the
default lining form

hist

Historical Forms

Replaces glyphs with their historical forms, like long
form of s or Fraktur form of k.
feature hist {
sub s by longs;
1 hist;

s+

ordn

Ordinals

Replaces default alphabetic glyphs with the
corresponding ordinal forms for use after figures

l1a-12

smcp

Small Capitals

This feature replaces lowercase characters with small
capitals

Sm-Sm

sinf

Scientific
Inferiors

Replaces lining or oldstyle figures with inferior figures
(smaller glyphs which sit lower than the standard
baseline, primarily for chemical or mathematical
notation)

H2O*H20

ornm

Ornaments

This feature lets the user access ornament glyphs in the
font




liga

Standard
Ligatures

Replaces a sequence of glyphs with a single glyph, which
is preferred for typographic purposes. This feature
covers the ligatures that the designer/manufacturer
judges should be used in normal conditions

feature liga {
sub f fibyf_f_i;
sub f i by fi;
sub T h by T_h;
sub f f j by f_f_j;
sub f f Lby f_f_L;
sub f f by f_f;
sub f j by f_j;
sub f | by fl;

} liga;

case

Case-Sensitive
Forms

Shifts various punctuation marks up to a position that
works better with all-capital sequences or sets of lining
figures; also changes oldstyle figures to lining figures

(UN)-(UN)

dlig

Discretionary
Ligatures

Replaces a sequence of glyphs with a single glyph, which
is preferred for typographic purposes. This feature
covers those ligatures that may be used for special effect,
at the user's preference

feature dlig {

sub c t by c_t;

subs t bys_t;

sub longs h by longs_h;

sub longs i by longs_i;

sub longs | by longs_L;

sub longs t by logs_t;

sub longs longs by longs_longs;
} dlig;

ct st=& 8t

frac

Fractions

Replaces figures separated by a slash with 'common'’
(diagonal) fractions

2/3-%

afrc

Alternative
Fractions

Replaces figures separated by a slash with an alternative
form

2/3+%

dnom

Denominators

Replaces selected figures that follow a slash with
denominator figures
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c2sc Small Capitals  This feature replaces capital characters with small
From Capitals  capitals
Caps 123-caps 123
numr  Numerators Replaces all with numerator figures
onum  Oldstyle Figures This feature changes selected figures from the default
lining style to oldstyle form
sups Superscript Replaces lining or oldstyle figures with superior figures
and replaces lowercase letters with superior
sinf Scientific Replaces lining or oldstyle figures with inferior figures.
Inferiors




OpenType Glyph Properties

The OpenType format allows you to define a glyph’s type. This can be one

of the following values:

Unassigned  Glyph type is not defined

Simple Single character
Ligature Multiple characters
Mark Non-spacing glyph used as a mark

Component  Part of a character

Glyph type is used in a lookup when you need to limit it to the glyphs of a

particular type using the lookupflag command (page 832).

You define the glyph type using the glyph properties panel. Select one or

more glyphs in the Font window and open the panel with the Edit >

Properties command:

Glyph Propetties 3]

Font:  FreeFontPro

HRHE Ethree

[ ] Beplace existing glyphs

Or | Unassigned ;:V-

Unazzigred

v |Simple
w |Ligature
. [Mark

Campanent I, 683)

& (G (o]

U3t (o033 ]

Select the glyph class in the list to the right of the O jcon. If multiple
glyphs were selected, the new type will be assigned to all of them.
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Caret Positioning

When several characters are replaced by a ligature glyph using the ligature
substitution lookup, a text-layout application may keep the positioning
cursor inside a ligature as if it still was a set of characters:

With FontLab Studio you can define caret positions inside the ligature. Do
the following:

1.
2.

3.

Open the ligature glyph in the Glyph window.

Open the properties panel with the Edit > Properties command.
In the properties panel select the ligature glyph type.

To the right of the glyph type selection list enter the number of
components in the ligature.

Make sure that View > Show Layers > Anchors and Carets option is
on.

You will see several vertical caret lines appeared in the Glyph window.
The number of the lines equals the number of components of the
ligature minus one:

| 27E 1 EEO 2

i

Use the Edit tool to move the caret lines to the desired positions.



Generating OpenType Fonts

When you have a font that contains feature definitions and you want them
to be generated as an OpenType font file, the first thing you need to do is to
compile and test your features using the tools in the OpenType panel.

If you're trying to generate an OpenType TT font and feature definitions
contain errors, they will not be exported and you will get a plain TrueType
font file without any features. If you are generating an OpenType PS font
and the feature definitions contain an error the font will not be generated
at all.

When you know that there are no errors in the features and the features
work as expected, you need to check the OpenType generation options in
the Tools > Options > Generating OpenType & TrueType dialog box:

Write stored custom TrueType /OpenType tables

Expurt OpenType Layout tables!

Compile feature definitions

[ contextual substitutions in invalid legacy format
Use this option only if you know what you are doing

Generate GDEF table
] Export ¥OLT data

Write stored custom TrueType/OpenType tables

Enable this if you have previously opened an OpenType font with
OpenType Layout tables that are not supported by FontLab Studio, e.g.
BASE, with AAT tables such as morx, or with VOLT private tables. These
tables will be retained in the new font — FontLab Studio will not touch or
modify these. Note that if you rearranged the glyphs in your font or
performed some changes to other parts of the font, the custom tables may
become unusable.

Export OpenType Layout Tables

If this option is enabled, OpenType Layout tables will be written into the
font. If disabled, no OpenType Layout tables will be written.
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Compile feature definitions

When enabled, FontLab Studio will compile the feature definition language
(specified in the OpenType panel) into OpenType binary tables, and these
binary tables will be written into the font.

If the font includes any previously existing OpenType binary tables (e.g. if
you opened an existing font or used the Compile and Store Tables in
Binary Form command from the OpenType panel), FontLab Studio will
present a dialog box asking you to choose whether the existing binary
tables or the compiled feature definitions should be written into the font.

When disabled and the font contains previously existing OpenType binary
tables, these will be written into the font. If no binary tables exist, none will
be written into the font.

Contextual substitutions in invalid legacy format

Due to a misunderstanding between Adobe and Microsoft, early versions of
Adobe InDesign (1.0, 1.5 and 2.0) contained a bug in the interpretation of
contextual substitutions (for features such as calt or clig) so only “invalid”
contextual substitutions work in these early versions . In Microsoft
applications, only “valid” contextual substitutions work. InDesign CS and
CS2 have a special routine so both “invalid” and “valid” contextual
substitutions work.

If you enable this option, FontLab Studio will generate a font with “invalid”
contextual features that will work correctly in InDesign 1.0, 1.5 and 2.0 as
well as InDesign CS and CS2, but these contextual features will not work in
OpenType-savvy applications from Microsoft or other vendors.

If disabled, “valid” contextual OpenType features will be generated that
will work in InDesign CS and CS2 and all other applications, but not in
InDesign 1.0, 1.5, 2.0. It is recommended to keep this setting disabled.

Generate GDEF table

Turn on this feature to save information about the glyph types and caret
positions to the font file. Note that this is a requirement if you have used
the lookupflag operator in feature definitions.



Export VOLT data

If this option is switched on, FontLab Studio will try to export feature
definition data in a format supported by Microsoft VOLT (Visual
OpenType Layout Tool). Not all features can be exported. Refer to the next
section for more information.

On the Kerning page of the Options dialog, one setting is relevant to the
OpenType font generation.

Kerning

Export “kern” table

Expand dass kerning while building [kern] table
Generate only pairs with glyphs in following codepage:

MacOS Roman W

Limit total number of pairs in the table to; | 2043

[¥]izenerate “kern” feature if it is not defined;

It is the setting

Generate kern” feature if it is not defined

If the font contains a pair kerning table but no GPOS kerning in an
OpenType “kern” feature and this option is switched on, FontLab Studio
will automatically generate the kern feature based on the kerning
information in Metrics Window and the Classes panel, so applications that
need this feature to make kerning will work correctly.

After all options are set correctly, use the File > Generate Font command
to save the OpenType font file. Select TrueType/OpenType TT (*.ttf)
to generate an OpenType TT (TrueType-flavored) font or OpenType PS
(*.otf) to generate an OpenType PS (CFF-flavored) font.
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FontLab Studio and VOLT

Microsoft VOLT (Visual OpenType Layout Tool) is an OpenType feature
editor program developed and supported by the Microsoft Typography
group. The big benefit of this program is that it can support all the features
of OpenType including those that FontLab Studio cannot handle. VOLT is
based on a completely different user interface and provides visual tools to
define substitution and positioning lookups.

You can get more information about VOLT at this location:
http://www.microsoft.com/typography/developers/volt/default.htm

VOLT stores OpenType features and lookups information in a text-based
format, which, during work on a font, is saved in special tables in a
TrueType font. When work on the font is done, these tables are compiled to
GPOS, GDEF and GSUB tables and intermediate tables are stripped from
the font file.

If this option in the Tools > Options > Opening OpenType & TrueType:

Store custom TrueType/OpenType tables

is switched on, you can open the saved font in VOLT and it will contain the
special tables that VOLT uses to store intermediate data and on export
these tables will be restored unchanged. This means that even if you start
work on a font in VOLT, but then realize that some glyphs must be
modified, you can save the font in VOLT, open it in FontLab Studio, modify
the glyphs and return to VOLT to continue your work on OpenType
features.


http://www.microsoft.com/typography/developers/volt/default.htm
http://www.microsoft.com/typography/developers/volt/default.htm

Another FontLab Studio feature is its ability to save simple lookups and
some glyph information in VOLT format so you can start working on a font
in FontLab Studio then continue in VOLT.

FontLab Studio can export OpenType Layout feature definitions
to VOLT in two ways:

1. Use the button in the OpenType panel to open a menu and then select
the Save Features command to open a File Save dialog box. Select
VOLT project files (*.vtp) as the destination format and FontLab
Studio will try to save the features in VOLT format.

2. Enable the Export VOLT data option in the Tools > Options >
Generating OpenType & TrueType menu and generate the font as a
TrueType/OpenType TT. FontLab Studio will write both binary
OpenType tables and tables that VOLT can read so you can open this
font in VOLT and continue editing features.

VOLT itself cannot decompile OpenType binary tables into source
information. So Option 2 is the only way that you can open an existing
OpenType font with binary tables and turn these into VOLT source
information.
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Macro Programming

One of the unique features of FontLab Studio is an integrated macro
programming language. With this feature you can program repeated tasks,
define custom font transformations, create your own editing tools,
integrate FontLab Studio into a font development system which may
include other tools, and use FontLab Studio in many other powerful ways.

Macro programs in FontLab Studio are written in the well-known and well-
documented Python programming language. FontLab Studio uses the
standard version of the language so almost all macros written in Python
will work in FontLab Studio. In addition to support of Python FontLab
Studio provides a detailed set of classes and variables that open all the
FontLab Studio data structures to the programming interface.

FontLab Studio 5 supports Python 2.2, 2.3 and 2.4 but Python 2.4 is
recommended.

Please note that this chapter covers only the very basic features of FontLab
Studio macro programming. More information, specifications and sample
programs is available at

http://www.fontlab.com/python/
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The Python Programming
Language

Python is a very high-level object-oriented programming language. It
combines a very clear and easy-to-understand syntax with great power,
flexibility and extensibility.

Python works on all known platforms and is intensively maintained and
updated by many professionals around the world.

It is not surprising that during the last few years Python has become a de-
facto standard for macro programming related to fonts. FontLab Studio
continues this trend and extends it to a new level - providing full
integration of macro programming tools with its user interface.

More information about Python programming, manuals and samples is
available on the official site:

http://www.python.org

which we recommend highly if you are not already familiar with the
language. We will provide minimal instruction in Python programming in
this chapter as that is better obtained elsewhere. We will assume that if you
plan to write FontLab Studio macro programs that you have read the
Python tutorials and have some experience in Python programming,.


http://www.python.org
http://www.python.org/

Installing Python

When you run FontLab Studio for the first time it will know nothing about
macro programming and Python. All Python-related tools and interface
components are hidden and disabled. This means that if you don’t want to
use these tools you are not required to and FontLab Studio will work
smoothly without any Python integration.

If you want to use macro programs or perhaps create some programs
yourself, however, you have to install the Python interpreter.

FontLab Studio can work with the Python interpreter starting from version
2.2.1 to version 2.4.x. Version 2.4.1 or newer is recommended.

Go to the FontLab Python site: http://www.fontlab.com/python/
and follow the links for the download. After you download the Python
installer, run it and follow the instructions to install Python.

Please note that even if you have a version of Python that is not compatible
with FontLab Studio, you need to install a compatible version to run
macros inside FontLab Studio.
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Macro Toolbar

You can use macro programs without any programming. FontLab Studio
includes some sample programs in its basic installation and more
programs are available from our web site and from other sources.

The easiest way to run a macro program is to use the Macro toolbar. To
open the toolbar click: View > Toolbars > Macro. If this command is
disabled it means that the Python system is not installed. Exit FontLab
Studio; follow the instructions above to install Python and then run
FontLab Studio again to activate the Macro features.

When the Macro toolbar appears it looks like this:

[Curvetonl | G228 Toplevel ~ || Family gerierator v P B < =

Let’s describe the contents of the toolbar from left to right:

k| Curve tool w

Python tool selector. A Python tool is an editing tool (like Edit, Meter or
Sketch) which has all its functions defined in Python. I.e. a FontLab Studio
tool written in Python.

%‘1 Top level % || Family generator w

Macro program selectors. The Left combo box allows you to select one
of the categories of programs and the right combo box selects the program
within the category.

P Run the program selected in the list described above
B Stop the program that is running
E Open the currently selected program in the Edit Macro Panel for editing
*# Restart the Python system. Use this command to reload all standard libraries
and free all memory allocated by the Python system
B Assign the currently selected program to a key combination.



Let’s try to run one of the sample programs supplied with
FontLab Studio:

1. Open the ‘B’ glyph in a Glyph Window.
2. Open the Macro toolbar.
3. Select Effects in the folders combo box and Drops in the macro list.

4. Click on the '® button to run the program.

This is what you should see as a result of the transformation:

Assign to Keyboard

Using the Macro toolbar you can assign up to 10 macro programs to the
keyboard combinations SHIFT+ALT+0, SHIFT+ALT+1, and up to
SHIFT+ALT+9. To do so:

1. Select the macro program using the two combo boxes on the toolbar.

2. Click on the ¥ button and select a combination in the popup menu:
Cancel

-- empky - Sh+alk+0
-- empky - sh+Alk+1
-- empky - Sh+alk+2
-- empky - Sh+alk+3
-- empky - Sh+al+4
-- empky - Sh+alk+5
-- empky -~ Sh+alk+6
-- empky - Sh+alk+7
-- gmpky -~ Sh+alk+5
-- empky -~ Sh+alk+9

The next time you press the key combination FontLab Studio will run the
assigned macro program.
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Integrating into Menus

You can integrate macro programs (supplied with FontLab Studio, written
by you or downloaded from the Internet) into many context menus in
FontLab Studio. If a menu has macro programs assigned they appear in the
Macro submenu at the bottom:

BECIE crecte OpenType

Irwert selection

Mark problems
Print Fonk

Select alphanumeric

Select composites

Integration of macro programs into menus is done automatically when
macro programs are stored in one of the event subfolders within one of the
following two folders:

[FontLab Studio application folder]\Macro\System
[FontLab Studio user data folder]\Macro\System

while [FontLab Studio application folder] usually is C:\Program
Files\FontLab\Studio5 and [FontLab Studio user data folder] usually is
C:\Documents and Settings\Your Username\My Documents\FontLab\Studio5.

Note that the location of the FontLab Studio user data folder can be
changed in Options > Folders and Paths > FontLab Studio 5 files.

We recommend placing your own macros in the Macro subfolder within
the FontLab Studio user data folder and not within the FontLab Studio
application folder.
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Note that Python macro programs must have a “.py” extension to be
accepted by FontLab Studio.

Event subfolder
name

Description of the associated menu

Bitmap Context menu when the bitmap background manipulating tool
is active

Component Context menu when the component editing tool is active

Font Font window context menu

FontsList Popup menu that appears when you click on the ' ®. button in
the Fonts list panel.

Glyph Glyph window context menu

Metrics Metrics window context menu

Node Node context menu

Selection Selection (in the Glyph window) context menu

TTH TrueType hinting tool context menu.
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Macro Tool

With FontLab Studio you can define special editing tools that are entirely
written in Python. By default FontLab Studio provides 3 sample tools:
Curve, Line and Drops. To activate a tool:

1. Open a glyph for editing in the Glyph window.
2. Select the tool in the leftmost list of the Macro toolbar.
3. Click on the . button on the toolbar to activate a tool.

Activate one of the standard editing tools (on the Tools toolbar) to finish
using the macro tool.

The default macro tools do the following:

Line tool - draws lines. Click the left button anywhere and drag the mouse
to draw a line. If the nodes are visible (View | Show layers | Nodes) you can
continue defining a new contour by drawing a new line from the end node
of the previous line.

Curve tool does the same but draws curves. It emulates the curve drawing
process that is common for Macromedia Fontographer® and Freehand®.

Drop tool - just a whimsical example — when you drag the mouse it adds a
series of filled circles of random radius.

We will not document the process of creating new tools here. It is a
relatively complex programming job. If you are interested, please visit our
website for more technical documents related to FontLab Studio macro
programming.



Edit Macro Panel

If you feel ready to create your first macro program you can start by
opening the Edit Macro panel. Use Window > Edit Macro panel to make it

visible:

T ———
2y n e
ZFFLM: Bevel Effect -
T=iFl. Fant
if ¥ == None:

exit

def process(f, g, index):

1f == None:
return

glyph = Glyph(g)
1. SetUndo(index)
glyph.Shift(Point (-8, 8))
g.RemoveQverlap()
g.Distance(15, 15, 1)
g.Bsubtract (glyph)
1. UpdateGlyph(index)
del glyph

font = f1.font
glyphs = font.glyphs
for index in range(len(glyphs)):
if f1.5elected(index) and index != f1.iglyph :
process (font, glyphs[index], index)
1. Updateclyph(index)

process (font, glyphs[fl.3iglyphl, f1.1glyph)
1. UpdateGlyvph()

This is basically a simple text editing control with a toolbar at the top. The
buttons on the toolbar mean:

% Open the menu that contains New, Open and Save operations
P Run the currently edited program
B  Stop the program that is runnin

%3+ Restart the Python system. Use this command to reload all standard libraries
and free all memory allocated by the Python system
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When you click the % - button you will see a menu:
$'E| Mew Program
%, Open Program

$n Sawve Program
H=_=| Save Program As...

Show Line Mumbers

L&

Close Panel

The commands in this menu let you perform standard file operations on
your current macro program.
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Naming the Programs

When you are saving a program and want it to be used in the Macro
toolbar or to be integrated into one of the FontLab Studio menus you need
to name it. There are two ways to name a program: you can store the name
in the file name (followed by the “.py” extension) or you can embed the
name into the program code. The latter way is recommended — it allows
you to keep the filename small but descriptive.

To name a program put the following line at the very beginning of the
program:

#FLM: <program name>

where the <program name> is the name of the program, as on the
following example:

#FLM: Shadow Effect

note that there is exactly one single space between #FLM: and the name.
Save your macro within the

[FontLab Studio user data folder]\Macro

folder. [FontLab Studio user data folder] usually is C:\Documents and
Settings\Your Username\My Documents\FontLab\Studio5 but the location of that
folder can be changed in Options > Folders and Paths > FontLab Studio 5
files.

You can make your own subfolders within the Macro folder. They will
appear as new categories in the Macro folders combo box on the Macro
toolbar.

Note that there are two Macro folders in FontLab Studio 5: one in your
user data folder and one in the application data folder. We recommend
placing your own macros in the Macro subfolder within the FontLab
Studio user data folder and not within the FontLab Studio application
folder.
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First Steps

Let’s write a few basic programs. The “Hello World!” program is a typical
benchmark of the simplest useful program you can write. It is very easy to
do in FontLab Studio/Python:

1. Open the Edit Macro panel.

2. Ifthere is something there, click on the % - button and select the
New program command to clean the editing field.

3. Enter the following code:
print "Hello World!"

| b &

'prinf "Hello world"

4. Click on the ' button to run the program.

5. You will see the output panel appear on the screen containing our text:

Hello waorld

All text you output with the Python print operation appears in the Output
panel. There is more information about using this panel in the “OpenType
Fonts” chapter on page 849.

OK, now let’s do something more useful using FontLab Studio classes
(which are partially described below). Suppose we want to find all the
glyphs that are empty: i.e. don’t have an outline or any components. The
“space” is a good example of such a glyph.



First, open the font that you want to check and open and clear the Edit
Macro panel.

Type in the following simple program:

for g in fl.font.glyphs:
if len(g) == 0 and len(g.components) == 0:
print g.name

Run the program and check the results in the output panel.
Let’s talk a little about the code above:
for g in fl.font.glyphs:

This line starts a loop that assigns the variable “g” to each of the glyphs
contained in the current font (which is referenced as “fl.font”).

if len(g) == 0 and len(g.components) == 0:

This line compares the length of the glyph outline and the length of the

“components” array (which contains all components) with zero and if there

are neither outline nor components it executes the next line.

print g.name

If the condition given in the second line is true, this line prints the glyph

name.

As you can see, with only 3 lines of code we have solved a problem that
typically takes about 30 minutes to perform.
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FontLab Studio Python Classes

In this section we will discuss a basic set of FontLab Studio classes and
variables. The full specification is available as a separate document for
download from our site (www.fontlab.com) and most classes are also self-
documented. For example, to print a short reference of the class Font, type
in the Edit Macro panel:

print Font().__doc__

And check the Output panel for the reference. Note the two underscore
characters before and after the “doc”.

FontLab

The highest class in the FontLab Studio hierarchy is a class named
FontLab. You cannot create it explicitly, but the object of this class is
always available and is named “f1”.

This class contains seven most important members:

ifont Index of the active font

font Current font as a Font object

ifontslist Index of currently selected font in the fonts list panel
iglyph Index of the currently active glyph in the current font
glyph Current glyph as a Glyph object

count Read-only - number of opened fonts

count_selected Number of selected glyphs in the Font Window

You can also access the fl object as a list of Font-type objects:

print fl[0].font_name


www.fontlab.com

There are several important methods:

Close(fontindex)

Closes the current or 'fontindex' font

Open(filename)
Open(filename, addtolist)

Opens the font from the file using the current
opening options. If 'addtolist' is True, the font is
added to FontLab Studio's font list

Save(filename)
Save (fontindex, filename)

Saves the current or selected font using the
standard FontLab Studio Save routine

Add(font)

Adds 'font' to the list of open fonts and opens the
Font Window for it

UpdateFont()
UpdateFont(fontindex)

Updates the current font or 'fontindex' (slow
operation)

UpdateGlyph() Updates the current or 'glyphindex’ glyph of the
UpdateGlyph (glyphindex)  current font
EditGlyph() Opens a Glyph window for the 'glyphindex’ glyph in

EditGlyph (glyphindex)

the current font

Selected()
Selected(glyphindex)

Returns True if the current glyph or 'glyphindex’
glyph is selected (relatively slow operation)

Select(glyphid)
Select(glyphid, value)

Changes the glyph's selection state. 'glyphid' may be
string (glyph name), Uni (Unicode index) or integer
(glyph index)

Unselect()

Deselects all glyphs in the current font (fast
operation)

Message(message, question,
OKstring, Cancelstring)

Shows the alert message dialog box, all the
parameters but the first can be omitted

BeginProgress(title, counts)

Opens the Progress dialog box with. 'counts' -
number of 'ticks'

EndProgress() Closes the Progress dialog box

TickProgress(tick) Updates the Progress bar, returns False if Cancel
button was pressed. This is a relatively slow
operation

Random(hivalue) Returns a random value (very fast operation)

Random(lovalue, hivalue)

ForSelected(function_name)

calls 'function_name' for each selected glyph in the
current font. Function has the following format:
function(Font font, Glyph glyph, glyphindex)

We will provide some examples using the functions described above when
we discuss Font and Glyph classes.
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Font

The Font class contains all the data that is related to the font in FontLab
Studio internal data structures. The Font class by itself has no interaction
with the user interface elements. You need to use other classes such as the
fl object of the FontLab Studio class to interact with the font.

The most important members of the Font class are:

classes Python list with the strings containing FontLab Studio classes

ot_classes String containing OpenType classes (text that appears in the
bottom control of the OpenType panel)

features List of OpenType features. Each element of the list is an object
of the Feature class

customdata A string that may contain any data you want to attach to a font.
This data is saved in the FontLab Studio font file so you can use
this member to store information that is not editable by
FontLab Studio tools.

truetypetables List of custom TrueType tables. Each element of the list is an
object of the TrueTypeTable class.

ttinfo TrueType information (mostly hinting-related tables)
glyphs Array of glyphs. Each element of the array is an object of the
Glyph class

So, for example, if you want to see the advanced width of the glyph with
index 12 you would write:

print fl.font.glyphs[12].width

Here “fl” is an object of the FontLab Studio class that represents the
FontLab Studio user interface; “font” is the currently active font (object of
the Font class); “glyphs” is a member of the Font class representing an
array of glyphs; [12] directs us to the 12th element of the glyphs array;
“width” is a member of the Glyph class representing the glyph’s advance
width.

A shorter way to access the glyphs of the font is to access the Font object as
an array:

print len(fl.font)
print fl.font[12].width



The first line will print the number of glyphs in the font. The second line is
a shorter version of the example described above.

With the glyphs member you may perform several operations, like adding a
new glyph:

g = Glyph()
fl.font.glyphs.append(g)

This example will append a new glyph to the font.
To remove all the glyphs in the font use this method:
fl.font.glyphs.clean()

Other members of the Font class represent Font Header data and you can
get a list of them using the following operation:

print Font().__doc__

Two methods of the Font class relate to FontLab Studio internal format:

Open(filename) opens font from VFB format

Save(filename) saves font in VFB format

These operations are not connected to the FontLab Studio U, so you may
use them with fonts created inside a Python program and not connected to
the FontLab Studio system.
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Glyph

The Glyph class represents the glyph as a data structure in FontLab Studio.
The most important members are listed in the following table:

parent Glyph's parent object, the Font

index Index of the glyph in the font (it is —1 if the glyph is not connected
to the font)

nodes List of nodes. Each element of the list is an object of the Node type.

customdata A string-type data that may be attached to the glyph. This data is
stored to the FontLab Studio font file (VFB) so you can use it to
define glyph properties that are not supported by FontLab Studio

note Note defined for this glyph (string type)

mark Color code for the glyph mark or zero if glyph is not marked.

anchors List of anchors. Each element is of Anchor type.

hhints, vhints

List of horizontal or vertical hints. Each element is of Hint type

hlinks, vlinks

List of horizontal or vertical links. Each element is an object of the
Link type.

components

List of components. Each element is Component object.

kerning

List of kerning pairs. Each element is KerningPair class object.

layers_number

Number of masters in this glyph

nodes_number

Number of nodes, same as 'len(Glyph)'

width Advance width (for the first master if glyph is Multiple Master)
height Advance height

unicode First Unicode index in integer form

unicodes List of Unicode indexes

name Glyph name

rpoint Glyph reference point

You can get a list of operations defined for the Glyph class if you run the

following line:

print Glyph().__doc__



You can replace “Glyph” with the name of any class mentioned above to get
a description of its members and operations.

Here are some examples:

Marking all glyphs with a different color depending on the

number of components.

Non-composite glyphs are not marked. Glyphs that have exactly 2
components are marked green and glyphs that have some other number of
components or have outline and components are marked red:

for g in fl.font.glyphs:
c_len = len(g.components)

n_len = len(g)

if c_len==0:
g.mark =0
elseif c_len == 2 and n_len == 0:

g.mark = 100
else
g.mark =1

fl.UpdateFont()

for every glyph in the current font

store the number of components (length of the
components array

store the number of nodes (length of the nodes
array)

if number of components is 0
unmark the glyph

if number of components is 2 and number of
nodes is 0

Mark the glyph with green
if all conditions above are false
Mark the glyph with red

finally, update the font so the Font window will
refresh

Selecting all glyphs that have no outline or components:

fl.Unselect()
for g in fl.font:

if len(g) == 0 and len(g.components) == 0:

fl.Select(g.index)

First thing we do is deselect the font. It is faster to deselect all glyphs at
once than to change the selection of all glyphs. In our example we are
selecting only those glyphs that comply with the condition.
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Modules

More complex Python programs can be written using so-called modules
(refer to your Python documentation for more information). There are
three different folders in which FontLab Studio looks for modules.

[FontLab Studio user data folder]\Macro\System\Modules

typically C:\Documents and Settings\Your Username\
My Documents\FontLab\Studio5\Macro\System\Modules
Put your own FontLab-specific Python modules here

[Python folder]\Lib\site-packages

typically C:\Python24\Lib\site-packages

Put your non-FontLab-specific Python modules here
that you would like to use in stand-alone Python
(outside of FontLab Studio) as well as in FontLab Studio

[FontLab Studio application folder]\Macro\System\Modules

typically C:\Program Files\FontLab\Studio5\Macro\System\Modules
Do not put your own modules here, reserved for modules from
Fontlab Ltd. and registered FontLab scripting vendors

Note that the location of the FontLab Studio user data folder can be
changed in Options > Folders and Paths > FontLab Studio 5 files.

Please, refer to our website (http://www.fontlab.com/python/) for more
examples and information about macro programs. You may also examine
the source code of the sample programs that are supplied with FontLab
Studio.
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neighbors, 455
shape groups, 455
text, 295
underline, 551
Editing Field, 318
Editing Layers Panel, 60
EID, 229
Ellipse, 516
embedded bitmaps, 106, 746
embedding, 99, 233
Empty curves, 88
ENC, 139
encoding, 27, 29, 136, 250
custom, 96, 155, 253
export options, 97
imported, 91, 139
modes, 125, 127
options, 102
Standard, 96
standards, 128
tables, 155
encoding files
custom, 155
English, 129
Envelope, 456,457,638
EPS, 20,68,518,519

905



Eraser, 331, 364 UPM, 337

Estonian, 129 Font Family
Exceptions, 862 how to make, 222
Expand, 639 Font Info, 125,212
Export Terminal, 98

Alignment Zones, 256

exportlng Ascender, 245
bitmaps, 750 Basic PCLT options, 271
font, 95,814 Caps height, 245
glyphs, 518 copying, 215
metrics, 55 Copyright, 232

External Programs, 44
Extrapolation, 776, 786
extreme points, 88

Created by, 232
Creation year, 232

Extremes, 418, 625 Descender, 245
Designer, 235

F Embedding, 233

factory defaults, 65 Family Name, 217

FB threshold, 260 FOND Name, 218

Feature Definition Language, 823 Font Name, 218

Features, 819 Font Names, 216

Features Preview Panel, 850 Font Smoothing, 268

fina, 871 Full Name, 218, 221

Final Delta, 728, 751 Global Hinting, 260

Find and Replace, 409

Flex Hints, 669 head Table, 270

Flip Horizontal, 417 hmtmg, 25,5

Flip Vertical, 417 Identification, 242

FLW, 115 Italic, 217

FogLamp, 29,118 Italic angle, 245

font, 27 License, 236
class, 898 Mac Name, 221
creating new, 119 Menu Name, 218
exporting, 95, 814 Metrics and Dimensions, 244
family, 27 Notice, 232
features, 816 OpenType names, 221
formats, 118 PANOSE, 240
height, 338 PCLT Codepages, 274
metrics, 526 PCLT Identification, 272
opening, 114 PCLT Metrics, 273
preview, 115 Revision, 237
printing, 277 Slant angle, 245
proofing, 277,293 Standard Stems, 258
recently used, 117 Style Name, 218, 221
reencoding, 184 Subscript, 249
saving, 167 Superscript, 249

template, 119
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Supported Codepages, 251
Trademark, 232
TrueType Unique ID, 238
TrueType Version, 237
Type 1 Unique ID, 238
Underline, 245
Unicode Ranges, 254
Vendor Code, 238
Version, 237
Weight, 217
Width, 217
x height, 245
XUID, 238
Font Map Panel, 60, 192
Font Metrics
What are, 526
Font Window, 47, 120, 123, 159, 162, 545
modes, 134
navigating, 160
options, 70
popup menu, 162
FontAudit, 87, 352
FontDirectionHint, 270
FontLab class, 896
Font-Level Type 1 Hints, 657
Fontographer, 18, 118, 346
fonts
blending, 207
converting, 312
editing, 113
merging, 202
testing, 314
Fonts List, 642
Fonts Panel, 60, 199, 224
Free Rectangle, 516
Free Transform, 456
FreeHand, 518
French, 129

G

GDEF, 822
German, 129
Global Hinting, 260
Global Mask, 444
glyph, 26, 49, 131

appending, 173
caption, 123
cell, 122

classes, 183, 826
composite, 174

compound names, 152

creating, 177
deleting, 176
geometry, 865
index, 132
marking, 178
marks, 123
name, 28, 182
Note, 195

properties panel, 875

renaming, 182
searching for, 180

Symbol names, 153

glyph cell, 72
caption, 72
empty, 71
note, 72

Glyph class, 900

Glyph Window, 50, 317
change a view in, 325

Local Toolbar, 318
open the, 318
options, 75
glyphname, 132
suffix, 164
glyphs
copying, 170
creating, 324
exporting, 518
importing, 518
pasting, 171
selecting, 161
sorting, 97
Glyphs Bar, 52, 321
GPOS, 109, 822
Gradient, 637
Greek, 138
green marks, 343
grid, 80, 428
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Grid, 516 PCLT, 272

gridfitting, 654 Ventura Publisher, 243
GSUB, 822 lkarus, 17,115
Guidelines, 333, 429, 438 ”lustratorl 518
editing, 430 image editor, 39
global, 429 importing
properties, 434 bitmaps, 746
property panel, 432 glyphs, 518
tracking, 82, 433 metrics, 610
OpenType fonts, 837
H Including files, 828
hde, 106, 266 Index mode, 49, 135
head, 270 !N_F, 95
Highlight Differences, 749 init, 871
hint Instructions
commands, 481 Removing, 730
hinting, 255, 295, 651 Interpolate Nodes, 456

Interpolation, 463, 687, 720, 760, 797
Intersection, 417
isol, 871

character-level, 474
font-level, 474
strategies, 751

Hinting J
Diagonals, 758

Multiple Master Fonts, 813 Join, 370, 494
Serifs, 757 K
Sidebearings, 742 -
Symmetrical Characters, 759 E::‘rJ]'r 142
White S , 755
hintsI 16323pace feature, 109, 852
diting, 476, 678 table, 109
hver kerning, 528

layer, 474

property panel, 484

tracking, 478

TrueType, 686

Type 1,656
Hungarian, 129

automatic generation, 576
class, 109, 123

converting, 852

editing, 567

export options, 109
manual editing, 568

| pair, 86

IBM, 242 pairs, 71

IBM Identification, 242 resetting, 578

Identification tab]e, 289, 852
IBM, 242 Kerning mode, 57

Key Glyph, 589

keyboard, 887
customization, 42
shortcuts, 42

Microsoft, 243
PANOSE, 240
PCL, 243
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Knife, 331,370
language, 91, 820, 830
system, 829

L

Latvian, 129
License, 236
LID, 229
ligature
creating, 511
substitution, 857
Line Gap, 247
Links, 475,709
editing, 479
Lithuanian, 129
Lock, 52
lookup, 834
lookupflag, 832
Lookups, 819
LowestRecPPem, 270

M
Mac OS, 17, 223, 246, 301
Mac OS X, 100, 300
Macintosh, 93,118, 129, 138, 139
Macro, 122
Tool, 890
Toolbar, 886, 893
Magic Wand, 331, 397, 492
Make Master, 625
mapping, 29, 69, 102, 128
file, 91
folder, 189
marking
glyphs, 178
mask, 333,439
assigning, 442
editing, 440
Mask layer, 75, 123
Mask to Master, 794
master
assigning, 793
master font, 765
designing, 790
selecting, 783
Masters Panel, 60

measure, 437
measurement line, 77
medi, 871
menu, 28
customization, 37
Merge Contours, 417
Merging Fonts, 202
Meter, 52
Meter mode, 436
Meter Panel, 53, 75
Meter tool, 75
metrics, 467
automatic generation, 564
editing, 468, 553
files, 531
importing, 610
manual editing, 555
opening files, 610
printing, 613
property panel, 471,567
saving files, 612
tools, 55
Metrics mode, 57, 553
Metrics Panel, 58
Metrics window, 54, 86, 295, 532
customization, 85
Microsoft, 92, 129, 266
Identification, 243
Middle Delta, 723, 751
middledot, 103
Mirror, 621
Mirror Metrics, 621
MM, 769
Monotype Imaging, 73, 122
Mouse, 31
Move Node, 456, 462
moving
nodes, 356
selection, 407
MS DOS, 145

Multiple Master, 20, 68, 77, 90, 475, 765

metrics, 801
printing, 280
MyFonts.com, 219
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N
name
record, 230
suffix, 183
table, 93
names
generate, 190
Non-English, 228
OpenType, 228
Special, 228
Names mode, 49, 97, 134, 136
neighbors, 83, 454
NeXT Step, 145
NID, 229
node, 76, 342
position, 76
property panel, 374
type, 346
nodes
deleting, 363
inserting, 365
moving, 356
selection, 396
Non-nodes editing, 360
Note, 163, 195

(0)
Old Style Numerals, 816
open contour, 77
OpenType, 17,90, 101, 221, 222, 253
export options, 100
Family Name, 200
feature, 69
features, 294
Glyph Properties, 875
importing, 837
kerning, 110
names, 101, 228
OpenType Panel, 60, 69, 110, 183, 294,
841
OpenType PS, 20,92, 108, 115, 669
OpenType TT, 20, 92, 107, 115, 300
operation
Envelope, 457
Interpolation, 463

Move Node, 462
Rearrange Contours, 460
Simplify Path, 461
Operation
Bitmap Positioning, 448
Component Positioning, 498
Transform, 404
Optical Size, 772
Optimize, 89, 418,427,620, 626
options
Digital Signature, 104
encoding, 96, 102
export, 65
Font Window, 70
FontAudit, 87
FontLab, 63
general, 66
generating OpenType & TrueType, 100
generating Type 1, 95
Glyph Window, 75
import, 65
kerning, 109
Metrics window, 85
opening OpenType & TrueType, 92
opening Type 1, 90
trace, 111
0S/2, 145
table, 106, 246
OTF, 821
OtherBlues, 256
Outline Actions, 417
Outline layer, 75
Output Panel, 60, 66, 849

P

Pair Positioning, 868
Panels, 59

PANOSE, 240
Parallel, 640

Paste, 170

Paste Special, 171
pasting glyphs, 170
Paths, 29

PCL, 271

PCLT, 271



PCLT Codepages, 274
PCLT Identification, 272
PCLT Metrics, 273
PDF, 148
PFA, 115
PFB, 115
PFM, 20, 95,531,610, 612
PID, 229
plane, 130, 142, 193
Polish, 129
Polygon, 516
Positioning Lookups, 864
PostScript, 17, 20, 94, 148, 238,518, 531
PPM, 268, 652,701, 745
Preview mode, 56
Preview Panel, 60, 293, 376
TrueType, 696
Type 1,680
printing, 277
Font Sample, 282
Font Table, 279
Font Waterfall, 284
Glyph List, 281
Glyph Sample, 286
Glyph Waterfall, 288
Kerning Table, 289
metrics, 613
Private Use Area, 154
Program Panel, 692
project, 115, 204
Property Panel
baseline, 470
glyph, 875
guideline, 432
hint, 484
metrics, 471, 567
node, 374
selection, 401
Smart Shapes, 517
PUA, 149, 154
Python, 29, 60, 204, 883, 884, 885, 886,
889, 890, 891, 894, 898, 899

Q

QuarkXPress, 96
Quick Save, 566

Quick Test, 291

R

Random, 638

Rearrange Contours, 460
Reassign stems, 629
Rectangle, 516

red marks, 343
reencoding, 184
reference point, 339
reference points, 463
registry, 62

Remove hints, 628
Remove Overlap, 625
renaming glyphs, 182
Reordering Features, 844
Replacement Points, 676
Reverse Path, 456, 459
right-to-left, 71, 548
Rotate, 408, 623

Ruler, 52

Rulers, 320

S

Sample String
Navigating, 545
save encoding, 125
Scale, 622
script, 820, 830
searching glyphs, 180
selecting glyphs, 181
selection
move, 407
property panel, 401
rotate, 408
scale, 407
skew, 407
slant, 408
Set Sidebearings, 631
Set Startpoints, 456
Set Width, 630
Shadow, 636
shape groups, 83,452
Shared folder, 30
Shift, 621
shortcut, 43
Show
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Connection mode, 349 tile, 198

Control vectors, 349 Toolbar
Glyph metrics, 549 Macro, 33, 886, 893
Guidelines, 549 Paint, 384
Nodes, 349, 549 Panels, 33
Positions, 349 Show Layers, 33
Preview, 549 Standard, 33
Vertical metrics, 549 Tools, 33,331
SigMaker, 29 toolbars, 33
Simplify Path, 456, 461 creation, 41
Single Link, 711, 753 customization, 35
Single Positioning, 867 Tools
Single Substitution, 855 Add Corner, 331
Single-Master Font, 810 Add Curve, 331
Sketch mode, 329, 486 Add Tangent, 331
slant, I40523,44;30, 623 Contour, 387
angle,
Sma?l caps, 816 EDé?tWéi)]
Smart Shapes !
property panel, 517 Erqser, 331,364
Smart Shapes Panel, 60,515 Knife, 331
Smoothing, 268 Magic Wand, 331
snap-to, 80, 332 Meter, 329
sorting glyphs, 196 Pen, 387
Standard Encoding, 138 TrueType Hinting, 690
Standard Stem Widths, 663 Type 1 Hinting, 673
Standard Stems, 258, 710 VectorPaint, 384
Rounding, 731 touched points, 686
Star, 516 trace options, 111
startpoint, 342 tracking
Status Bar, 33 quidelines, 82, 433
Zttfl'l”g ";"70';"5' 258 hints, 82, 478
Subs::ript, 249 Transform, 404

Transformation Panel, 60, 404
Transformation Program, 645
TransType, 18,29, 118
TrueType, 17, 20,90, 92, 101, 115, 222,
237,238,612
autohinting, 105
T autohinting options, 106
automatic hinting, 744
curves, 343
export options, 100, 264

Subtable Breaks, 870
supercurve, 344
Superscript, 249
Symbol, 139

Template, 333
templates, 73
testing fonts, 291

text XpC
editing, 295 hl.ntl.ng, 261
Text mode, 56 Hinting Tool, 690

Instructions, 686
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mapping, 265
Options Panel, 695
Preview Panel, 696
Visual Hints, 689
TrueType GX/AAT, 19
TTF, 115, 300
Type 1,20, 90, 115, 136, 222, 237, 238,
474,531,612
curves, 343
Encoding Tables, 138
export options, 263
generating, 95
Hinting Tool, 673
hints, 656
TypeTool, 18,118
Typo Ascender, 247
Typo Descender, 247
Typo Line Gap, 247

U
ul, 62
Underline, 245, 551
Unicode, 66, 108, 130, 250
codepoint, 133
Consortium, 130
duplicating, 175
generate, 188
index, 47,72,90,91, 182, 187
indexes, 144
ranges, 142,157,254
remove, 191
Standard, 17, 129, 149
Unicode mode, 70
Unicode Ranges mode, 49, 135
Unique ID, 238
UPM, 92, 244,303, 337
user interface, 25, 34

\'

Value Record, 866

VDMX, 266

vector, 27

VectorPaint, 79, 329, 384, 390
Brush, 388

Contour, 387

Ellipse, 394

Line, 392

Polygon, 393

Rectangle, 394

Select, 386

Text, 395
VectorPaint Mode, 329
Vendor Code, 238
Ventura Publisher, 243
Vertical Metrics, 246, 472
Vertical Preview, 380
vfb, 167
VFB, 115
Visual Ascender, 328
Visual Descender, 328
Visual TrueType Hints, 689
VOLT, 92, 879, 880, 881

W

Waterfall, 381

Weight, 771

weight vector, 775

WeightVector, 805

Western Roman, 138

wheel, 326

Width, 771

WinAscent, 247

WinDescent, 247

Windows, 17, 23, 25, 93,97, 108, 118
Symbol Encoding, 103

Windows List, 198

Windows\Fonts folder, 116

workspace, 62, 205

www.fontlab.com, 902

X
x height, 245
XUID, 238

z

zero point, 339
zoom, 53
zoom mode, 325
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