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Introduction

FontBucket is aPalm gpplication that lets users manage a centra repository of fonts. Users can
ingdl fonts usng the PAm Ingal Tool, delete them, and even beam them.

FontBucket also dlows Pam programmers to use this group of fontsin their own programs. No
longer will programmers have to define their own fonts, separate from the fonts of al other
programs. FontBucket gives users and programmers away to manage fonts from asingle
location just like on the desktop.

How Much Is It?
FontBucket is FREE. Y ou may fredy didribute it with your own software,

How Does It Work?

FontBucket’s APl makes callsinto FontBucket using launch codes. FontBucket does not do
any trap patching or use hacks. It works in ways entirely supported by the PAm OS, and so
should be able to work on future ARM processors and other PAlm competible platforms.

FontBucket includes a.c and .h file that gives you asingle AP! to access fonts. If for some
reason FontBucket is not ingalled on the usar’ s machine, the FontBucket APH will automatically
make calls to standard PAlmOS calls instead. Y ou do not need to worry about checking for the
existence of FontBucket.



Using the FontBucket API
The generd ideais asfollows.

In the initidization code for your program, cal Fminit to initidize font bucket. Thiswill dlocate
memory that font bucket needs to map Pam fonts with fonts in its database.

Normdly, when working with fonts, programmers use an 8-bit FontID. FontBucket’s AP
defines a 32-bit FmFontI D that is a uniquel D for afont. FontBucket maps Fontl Ds to FmFont
Ids throught the FmUsefont function. Between launches, the Fontl D of afont might change, but
the FmFFontld of a particular font will not change. Therefore, you should save the FmFontld of a
font in a preference file, ingtead of the FontID.

To bring up afont selection diadog box, alowing the user to choose from dl ingtaled fonts, call
FmSdectFont. Thiswill return an FmFontID. This FmFontl D is a unique id associated with the
font, and you should save and restore the FmFontI D into your preference file.

Before you draw with afont, cal FmUseFont to get a PAm FontlD to draw with. FmUseFont
associaes your FmFontlD with a Palm FontID in an internal lookup table. Y ou then call
FntSetFont with the FontI D returned from FmUseFont.

When you are finished with afont, cal FmFreeFont to free up space in the font table for other
fonts the user might select. Y ou can have at most around 125 active fontsin use a any onetime.
In other words, you can have 125 fonts that you have associated with Fontl Ds using
FmUseFont, and not released using FmFreefFont.

One thing to watch out for isthat you should not free afont that isin use. In particular, if you
have set afield or other form object to afont, and you then call FmFreeFont on that font, the
Pam will crash, even if you never draw tha object again. The reason isthat eventudly your
form will close, which will cause the form objects in the form to get deleted. During this delete
process, the PAm OS validates the internd dataiin the form objects. If the font it isusing has
been dedllocated, or changed, it will crash. No, the validation code won't just fail, it will crash.

For example, atypicd thing you might do is asfollows.
FmFont ID fnFontl D = O;
Font 1 D fontI D = stdFont.

ol dFont ;
FnSel ect Font (fmPtr, &f nFontlD);
FmUseFont (fnPtr, fnmFontl D, &fontlD);
ol dFont = FI dGet Font (fld);

FI dSet Font (fld, fontlID);



Fl dDrawField (fld);

FnFreeFont (fmPtr, ol dFont);

Note that FmFreeFont is called after FldSetFont.

When your gpplication exits, cal FmFreeFont on any current fontsin use, then FmClose to
dedllocate memory used for the font table. If you did not call FmFreeFont on every font in use,
FmClose will return an error code.

Incorporating FontBucket into Your Project

Include the FontMgr.c and FontMgr.r files into you project window or build ligt, and have the
FontMgr.h filein the directory path of your include files. When you are ready to run, make sure
you ingal the FontBucket.prc file and any font files you want as well.

If you are having trouble adding the FontBucket.r file, make sure that your File Mapppings
setting in CodeWarrior is set up correctly. Recent versions of CodeWarrior do not have r files
set up by default. To set up r files, do the following:

1) Choose Settings from the Edit menu

2) Tap on the File Mappingsicon

3) Enter nothing in the File Type box.

4) Enter “.r” in the Extension box

5) Choose Rez from the Compiler menu

6) Tap the Add button

Hereis an example of the changes we made in ToDo PLUS to support FontBucket. ToDo
PLUS dready supported the PAlm standard fonts.

In ToDoPlus.h, the preference structure now includes an fmFontID asin:

t ypedef struct
{

FnFont | D fmi st Font | D;
} ToDoPl usPreferenceType;

In StartApplication():

Fm ni t (&Font Bucket Par ans, kNoFont RangeSpeci fi ed,
kNoFont RangeSpeci fi ed);



if (prefsVersion == noPreferenceFound) {
FnGet FMFont | D( &Font Bucket Par ans, st dFont,

&f nFont 1 D) ;
FmJseFont ( &Font Bucket Paranms, fmFontl D, &Li st Font);
} else {
FmUseFont ( &Font Bucket Par ans, prefs.fnLi st Fontl D,
&Li st Font) ;
}

In StopApplication():

FnmGet FMFont | D( & nType, ListFont, &f mFontlD);
prefs.fnListFontl D = fnFontl D;

FnFreeFont ( &Font Bucket Paranms, ListFont);
FnCl ose( &Font Bucket Par ans) ;

In the ToDo PLUS Form, in DoMenuCommand():

case Vi ewOpti onsFont:

{
Font | D previ ousFont |1 D = Li st Font;
FmFont I D f mFont | D;
Bool ean font Changed,;

Li st ViewClearEditState ();

FmGet FMFont | D( &Font Bucket Par anms, Li st Font,
&f nFont 1 D) ;

f ont Changed = FntSel ect Font ( &Font Bucket Par ans,
&f nFont 1 D) ;

i f (fontChanged){
FmJseFont ( &Font Bucket Par ans, fnFont| D,
&Li st Font) ;
FnFr eeFont ( &Font Bucket Par ans, previ ousFont1D);
Fr mUpdat eFor m (Vi ewrFor m updat eConpl et eRefresh) ;
}

handl ed = true;

}

br eak;



That is all!

Handera Support

FontBucket supports the Handera screen and the additional Handera fonts. To take advantage
of the Handera hi-res screen, you must use the Handera AP to put your gpplication into hi-res
mode. If you do not put the screen in hi-res mode, the Handera will use an agorithm to increase
the sze of the letters 50%, and the results will not be that nice. However, in hi-resmode, al
fonts gppear smaller. The user will have to choose alarger font to have the font appear the same
Sze as on astandard screen.

The Handera includes some extra built-in fonts. Be aware that the Handera uses OxEO and
above asthefont ids for its VGA fonts, so you cannot use that range for your software. That
a so reduces the number of fonts that you can smultaneoudy define with FontBucket, but you
can il define over 90 fonts a onetime.

If your application includes support for the Handera, you should define
HANDERA_SUPPORT in your precompiled header. Thiswill enable FontBucket to provide
the user with the additional Handera fonts in the font selection screen.

Sony Support

FontBucket does not currently support hi-resolution in the Sony per-se, but you can il use
FontBucket to draw hi-res fonts. Confused? Well, here isthe dedl.

Sony does not fully support custom fonts. If you put the Sony device in hi-res mode, you cannot
use a custom font in aPam form object, like afield or button, nor can you draw directly to the
screen. If you do, you will get garbage on the screen, and it might crash. However, what you
CAN do isuse acustom font and draw into an offscreen buffer that you then copy to the main
window. Y ou must use HRFntSetFont and HRWinDrawChars to do so. When you do this, the
fonts will gppear 50% smdler than on aregular screen. We know of some gpplications that are
using this technique with FontBucket on a Sony device.

Sony has publicly stated that they intend to support the hi-res font format of OS 5, and we
intend to support that aswell. This font format will dlow much more flexibility when drawing
onto hi-res screens. So, OS 5 is the planned solution to this problem.

Where do | get fonts?

AlphaFonts and Cool Fonts are two popular font collections that are dready included with the
program. More fonts will be downloadable from our Web site as they become available at
http:/Awww.handshigh.comv/fontbucket/.




Making Your Own Font Collections

FontBucket defines anew font database format that dlows you to include multiple fort records
in each database, giving each font a name, Syle and size. The FontBucket import file format is
described below.

FontBucket import files have the file type of “xFnt” and a crestor of “FMGR”. FontBucket
supports the FontHack database format as well, but the FontBucket database format is
recommended.

Included with the Macintosh verson of FontBucket is a utility caled FBConvert. If you drag a
Macintosh font suitcase file onto FBConvert, it will creste a FontBucket import file using the
bitmapped fonts in that suitcase file. See the FBConvert ReadMe for more informeation.

Also, on Apple' s Web dite, there is aprogram cdled Fissoner which will take a TrueType font
and convert it to a bitmap font. This can be used in conjunction with FBConvert to convert a
TrueType font into a FontBucket font.

To get Fissoner, do the following:

1) Go to http://devel oper.gpple.com/fontsTools

2) Click the "font tools license’ link in the first paragraph

3) Click the Accept button in the frame at the bottom

4) Scroll down the page until you see Fissoner. Click the link to download.

When using Fissoner, be sure to select “Ingdlable Font”, instead of “Fussioner Input” when
going through the didogs.

Another way isto use FontHack files, asfollows:

1) Createfontsin the FontHack format and ingtdl them in the device (or PAm Emulator).

2) Start FontBucket

3) Click Import when FontBucket detects the FontHack files

4) Edit the names and styles of the fonts as appropriate

5) If you are usng the Emulator, exit FontBucket and export the FontBucketDB file to
your desktop compuiter. If you are using ared device, HotSync, and look for the
FontBucektDB.pdb file and make a copy of it.

6) Useahex editor to change the database name insde the .pdb file to something ese, and
change the type code from “DATA” to “xFnt”. The database name is the first thing you
will seeinthefile, and thetypeisa hex offset Ox3C.

Thisfile can now be ingdled into your PAm device.

Please follow these conventions for style codes.
B —Bald



| —Itdic

N — Narrow, Condensed
X —Wide, Expanded

L — Light

The FontBucket Database Format

Both FontBucket import files, and the FontBucket database have the same format. The only
differenceis that the FontBucket database is named “ FontBucketDB” and has a type of
“DATA”, whileimport files can be named anything e'se and have atype of “xFnt” and a crestor
of “FMGR”.

Each record of the database contains information on one font. Each record is formatted as
follows

typedef struct{
Uint8 verson; Il version of dataformat, currently O
Uint8 systemiont; /I if thisis not zero, then this Structure has no

font data, and instead
Il refersto asystem font. And it with Ox7f to get

the system font value.
Ulnt16 sze /I Pixd height of fort. For display purposes only
Ulnt16 reserved; /I For future expanson, will likely contain flags to
specify different kinds of font data.
uint32 fontDataSize; // The 9zein bytes of the font data

// font datais embedded immediatdly after the fontDataSize, and before the variable
length strings. Thisisthe NFNT format of the Macintosh, with an extrablank pixd on the right.

Char fontName; // varidble length - zero terminated name of the font
Char yle; Il varidolelength - zero terminated style name
} EmptyFontRecordType, * EmptyFontRecordPtr;



