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Summary

A full font consists of three parts: the bitmap, the alpha channel, and the specification. The bitmap is the graphic that the game engine uses to draw the text to the screen.  The alpha channel is the graphic that blends the font to the background.  The specification is the text file that tells the engine how the font should be formatted when drawing to the screen.

It is possible to omit the Alpha Channel bitmap.  However, it is not recommended since this degrades the appearance of the font.

Font Bitmap

Bitmap Fonts in GK3 are bitmap strips containing all possible font characters in horizontal rows. GK3 doesn’t support kerning (nor is it likely to) so all the letters on the bitmap should have about the same space between them. 

The font bitmaps are 24-bit color.

Markers are used in the strip to tag certain locations. When GK3 reads in the bitmap it scans for those markers to figure out where 

(a) character cells begin and end, and

(b) where the baseline of the font is.

Markers for character cells must be located in the relative first row, directly above the upper-left corner of each character cell. The baseline marker should be located in the absolute first column, directly on the font’s baseline.  Please note that each row needs to have an ending marker, and as such anything to the right of the ending marker is ignored.

Fonts can be either transparent or opaque. Generally transparent fonts look better, since they blend to the background.  The transparent color is RGB(248,0,248).

Please note that the height of the bitmap must be evenly divisible by the line count as listed in the specification.  

Alpha channel bitmap
The file must be an 8-bit monochrome bitmap.  Each pixel is interpreted as an alpha percentage and used for per pixel alpha in an Add render function.  It is overlaid on the font bitmap.

Font Specification

Each font bitmap must be matched with a font specification.  The font referenced in GK3 is the specification without its extension.  The extension for the specification is “.fon”. GK3 convention is to make the font specification and the bitmap posses the same name.  So if the font is named “captionsmall”, then the bitmap will be “captionsmall.bmp” and the specification will be “captionsmall.fon”. These files support “C++ style” comments (using the double slash //). Here is a sample font specification:

// this is a .fon file

      Font=ABCDEFGHIJKLMNOPQRSTUVWXYZabcdefghijklmnopqrstuvwxyz0123456789!@#$%^&*()-=_+[]\{}|;':",./<>?

Bitmap Name=filename

Char Extra=0

Line Extra=2

Default Char=?

Type=Color Replacement

Alpha Channel=filename_a

Color=255/255/255

Entry: Font (required)

This line contains the font mapping. The stream of characters on this line is used to figure out which cell corresponds to which character in the bitmap strip. There should be a one-to-one correspondence (including the space character) between these characters and the cells of the bitmap strip.

Entry: Bitmap Name (optional)

This is the name of the .bmp file to use for the bitmap strip. The name of the file does not include the extension.

Default value: a file with the same name as the specification file. 

Entry: Char Extra (optional)

This is the amount of extra inter-character spacing to use. This number of pixels is inserted between each character drawn.  NOTE: It can be negative (if you’re feeling lucky). 

Default value: 0.

Entry: Line Extra (optional)

This is the amount of extra inter-line spacing to use. This number of pixels is inserted between each line drawn. Note that it can be negative (if you’re feeling lucky). 

Default value: 0.

Entry: Default Char (optional)

If a request ever comes through to draw a character that does not exist in the font strip, this is the character that will get drawn instead. If this option is left out, then when game engine attempts to render a character that is not part of the font, the game will give an error message.  NOTE:  For final shipping mode a space character is used no matter what character is listed here.

Entry: Type (optional)

This can be one of two values, if no value is specified the font renders as-is.

Color Replacement(This is the recommended option.)

This is a 3 value RGB of the format red/green/blue.  The color at (0, 1) is used to figure out what color the font is. This color, wherever found in the entire bitmap strip, is replaced with the value given by Color.  Transparency works fine with this option.  The transparent color is (248,0,248).  This is the recommended option and suggested use is to couple it with an Alpha Channel bitmap.

Supporting Entry: Color

This is in the format “r/g/b” and is used for absolute color replacement.  When the font is loaded, the color at (0,1) throughout the entire bitmap is replaced with this color.

Alpha Blend(Not recommended.)

The font is treated like a lightmap – the b/w level of each pixel is treated as the intensity to blend the foreground color with the background color at that location. Transparency is supported but probably won’t look very good. Alpha blending is meant to allow anti-aliased fonts to work with color replacement. An easy way to build a font like this is to render an anti-aliased font in white on a black background. The black background will become the Background Color value, the white foreground will become the Foreground Color value, and the in-between areas will be blended to fit.

Supporting Entry: Foreground Color

This is in the format r/g/b and is used for the foreground color on an alpha blend.

Supporting Entry: Background Color

This is in the format r/g/b and is used for the background color on an alpha blend.

Entry: Alpha Channel(BlitFx, optional)

This entry specifies a separate bitmap to act as an alpha channel for blending the font onto whatever it is drawn on. 
