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Preface

Thank you for downloading or purchasing this software.
IconEditor is a utility designed to extract individual image files from an icon file(.ico),
assemble multiple images into a new icon file, and provide bitmap-editing capabilities for icon
graphics.

When building applications with Visual Studio, the default executable icon is always the familiar
"gift box" icon. This tool was created to make it easier to replace that default icon with your own.

I hope this software proves useful in your application development, even in a small way.

Major features

IconEditor provides the following functionality.
- Extracts individual image files (bmp, .png) from an icon (.ico).
Extracted bitmap files includes those bit count is less than 32 bits.
This software cannot edit such bitmap files.
But the functionality that converts to alpha channel supported bitmap format is provided.
- Assembles a new icon file (.ico) from selected bitmap or PNG images.
Regarding PNG format image file, though PNG file can be assemble to icon file and extract it,
the functionality which edit PNG file is not supported.
Only 256%256 PNG images can be included together with other image data in a single icon file.
- Edits full color bitmaps with transparent information for use as icon images.
- Supported bitmap sizes: 16x16, 24x24, 32x32, 48x48, 64x64, 128x128
- ARGB / Alpha channel support
- Palette editor
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1 About software

1.1

1.2

2 Software Components

Operating environment

Windows 11 (64-bit)

Development tools

This software was developed using Visual Studio 2026 Community in C language,

following Win32 programming rules. MFC, .NET Framework, and similar frameworks are

not used. Message crackers from windowsx.h are used for message handling.

File Description

IconEditor.exe Main executable of this software.

ABLED.dIl Custom control that displays palette colors with alpha channel.

BMPIND.dIl Custom control that indicates line-drawing mode or flood-fill
mode.

Canvas.dll Custom control that providing the bitmap editing canvas
supporting full alpha channel.

CBTN.dll Custom button that indicates ON/OFF states.

CFader.dll Custom fader for tuning color parameters on palette.

FullColorPalette.dll | Custom palette control supports full alpha channel.

RealSizePreview.dll | Custom control that displays editing image in real size.

IconEdit.inf Information file that stores various setup parameter and default

color palettes when no color theme was registered.

ColorThemeDB.inf

Information file that stores registered color theme and full path

text to color palette according to color theme.

[ThemeTitle].inf

Information files that stores color data sets in ARGB format.
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2.1 IconEditor License Agreement

This software ("the Software") is provided by an individual developer as shareware.

By using the Software, you agree to the following terms:

Grant of License

The Software may be used by individuals or organizations, including for commercial

purpose.

Prohibited Action
- Modifying, reverse-engineering, disassembling, or decompiling the Software.
- Redistributing the Software to third parties (unless explicitly permitted)

- Using the Software for unlawful or malicious purposes

Disclaimer

The author assumes no responsibility for any damage arising from the use or
inability to use the Software. The Software is provided "as is", without warranty or
support.

Copyright
All copyrights for the Software and accompanying documents belong to the author.

Miscellaneous

These terms may be updated without prior notice.
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3 Description of each part of IconEditor software

3.1 Application Overview

The main window if IconEditor consists of a menu and a message log area. The message
log displays information such as processing results, file path, and diagnostic messages

during icon extraction or assembly.

| @8 Koshin lconEditor. Version 1.00 & [ X |
| File(F) Tool(T) Display(D) Help(H) |

Display area of message log

Figure 2.1 Appearance of IconEditor

3.2 Menu Items and Their Functions

File(F) Menu
Submenu Description
Exit(X) Close the application.
Tool(T) Menu
Submenu Description
Bitmap Edit(E) Opens the bitmap editor, which supports editing full color

bitmap with alpha channel.
Bitmap resolution:

16x16, 24x24, 32x32, 48x48, 64x64, 128x128
Available drawing functions:

- Placing ARGB color to pixel.

- Freehand Curve.

- Flood filling.
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- Canvas clear / stack / undo / redo
- Color picking function
Background:
- Plain gray
- Plain white
- Plain black
- Check pattern
Color Palette
- 16 colors x 10 pages and 12 color theme
- Favorite set
- Frequent used set.
- Color tuning function with alpha channel
- CSS color keywords supported.
File operation:

Save as / Load

Assemble icon file(B)

Create a new icon file by assembling multiple selected
bitmap or PNG files. The order of images inside of the icon
file can be adjusted before assembling.

Because the bitmap which bit count is less than 32 bits is
not supported, so if selected, they will be rejected on

assembling.

Extract image files from

an icon file.(E)

Extracts all image data contained in a selected icon (.ico)
file and saves them as individual bitmap (.bmp) or PNG
(.png) files in the same directory. Example output names:
BMPI16HI6W4B.bmp (16x16, 16-color bitmap), ICON1.png
(PNG image).

Convert to ARGB bitmap | This function makes the bitmap which bit count is less than
file.(C) 32 bits convert to ARGB 32 bit file format.
Available bitmaps for conversion are that bit map count is 1,
4,8 or 24.
Bitmap file dump(A) Dumping the bitmap (.bmp) structure.
Icon file dump(D) Dumping the icon (.png) structure.
Display(D) Menu
Submenu Description
Clear Clear messages on message log area.

Show Information

If checked, information during processing internal action on

message log area.
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Save Log File Text information on message log area will be saved to log
file.
Help(H) Menu
Submenu Description
Version(A) Shows version information and License Agreement.
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4 Editing Icon File (.ico)

IconEditor provides two major functions related to icon files:
1. Extract individual image files from an existing icon file.
2. Assembling a new icon file from selected bitmap or PNG image files.

This chapter explains both procedures in detail.

4.1 Disassembling an Icon File

Disassembling extracts all image data contained in a selected icon (.ico) file and saves
them as individual bitmap (.bmp) or PNG (.png) files.

User Guide

1) From the Tool (T) menu, select Extract image files from an icon file(E).

r &8 Koshin IconEditor. Version 1.00
File(F) Tool(T) Display(D) Help(H)
d
Bitmap Edit(E)

Assemble icon file (B)

L Extract image files from an icon file.(E)
Convert to ARGB bitmap file(C)

Bitmap file dump(A)
Icon file dump(D)

Figure 4.1.1 Menu item for image extraction

2) Select the icon file you want to disassemble in the file selection dialog.

4 | [ <« LABO > Software > SoftwareProjects > IconEditor > lcon

FLWTANS—

LABO

oyl |

# Figure 4.1.2 Icon file selection dialog

10
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3) Click "Open".
During processing, IconEditor displays detailed information in the message log area, including:
- File path of the selected icon
- Number of images contained in the icon
- Image sizes, bit depth, and offsets

- Output file names and save locations

File(F) Tocl(l) Display(D) HelpH)
Generates BMP and PNG files picking up from ICON file. |
ICON file name: J:\OneDrive\LABO\Software\SoftwareProjects\IconEditor\Icon\IconEditor2.ico ‘

#8 Koshin lconEditor. Version 1.00 = o X w

File size[Bytes]:23u7u9
Read successfully.

File type: ICON

Image count: 7

16(uI*16(H)

Color Plane Count: 1 |
Bit Counts per Pixel: 32

Bytes of BMP: 1128

Offset of BMP: 118
J:\OneDrive\LABO\Software\SoftuareProjects\IconEditor\Icon\BMP16H16W32B. bnp
Success of BMP creation.

20 (U)=2UCH)

Color Plane Count: 1

Bit Counts per Pixel: 32

Bytes of BMP: 24U8

|0Ffset of BMP: 1206
J:\OneDrive\LABO\Software\SoftuarePrejects\IconEditer\Icen\BNP2UH2UKW32E. bmp
Success of BMP creation.

132(W)%320H)

|Color Plane Count: 1

Bit Counts per Pixel: 32

|Bytes of BMP: u264

Offset of BMP: 3686
J:\OneDrive\LABO\Software\SoftwareProjects\IconEditor\Icon\BMP32H32Ui32B. bmp
Success of BMP creation.

ug(WI=xu8(H)

Color Plane Count: 1

Bit Counts per Pixel: 32

Bytes of BMP: 96U8

|Offset of BMP: 7950
13:\OneDrive\LABO\Software\SoftuareProjects\IconEditor\Icon\BMPUBHUBI32E . bmp
{Success of BMP creation.

|

16U U164 CH)

:Culur‘ Plane Count: 1
\Bit Counts per Pixel: 32
Bytes of BMP: 16936

Figure 4.1.3 Messages displayed during icon disassembly
N ¥NEZ - 88 ®R> e

B BMP16H16W32B.bmp
B BMP24H24W32B.bmp
I8 BMP32H32W328B.bmp
B BMP48H48W328.bmp
B BMP64H64W32B.bmp
B BMP128H128W32B.bmp

B icon6.png

8 IconEditor2.ico

Figure 4.1.4 Files in icon file folder after disassembling
After completion, the extracted files (e.g., BMP48H48W4B.bmp, Iconl.png) will appear in the

same folder as the original icon file.

11
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4.2 Assembling an Icon File

IconEditor can assemble a new icon file from multiple bitmap or PNG images.
The following restrictions apply:
- Bitmap file must be 32 bit ARGB / alpha channel supported and sized 16x16, 24x24, 32x32,
48x48, 64x64 or 128x128.
- PNG files must be 256x256
- Files without a .bmp or a .png extension are ignored.
- Unsupported sizes or color formats cannot be added.

- An icon file can store up to 32 images; any additional images are ignored.

User Guide

1) From the Tool(T) menu, select Assemble an icon file(B).

&8 Koshin IconEditor. Version 1.00
File(F) Tool(T) Display(D) Help(H)
Bitmap Edit(E)

Assemble an icon file (B)

Extract image files from an icon file.(E)
Convert to ARGB bitmap file(C)

Bitmap file dump(A)
Icon file dump(D) . . .
Figure 4.2.1 Menu item for icon assembly

2) The icon assembly dialog appears.
The dialog allows you to:
- Select images files
- Adjust the order in which images are stored inside the icon
- Confirm or cancel the assembling process

Ok ot b A e 1 >/ Select multiple image files. If pressed this
button, explorer will appear.

/

Determine the sequence of image data
assembling into an icon file.

The file sequence can be changed with
pressing these buttons.

Build Ico file

"Build Ico file" button:
begins to assemble an icon file.

Figure 4.2.2 Icon file edit dialog The file path to the built icon file will be
shown in this area after assembling.

12
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3) The order of image array in icon file can be changed, if necessary.

| File parts list and building ico file. X | File parts list and building ico file, X

| [BMP 16H16W32B bmp

| File parts list and building ico file.
| .BMPlﬁHlﬁ\"BZB-hmD ! [BMP16H16W 338 bmp
t |BMP24H24W 328, bmp 1 |BMP24H24W328.bmp —'—'BMPBEH}ZW}ZB D
| BMP32H32\/328.bmp | 1] |BMP24H24W 328 bmp
| [BMP4BH43W328.bmp Iy | |[BMP48H43W328.bmp i | [BMP4aH48W32B.bmp
BMPE4H64W 328, bmp | |BMP&4HE4W 328, bmp BMP54HE4W 32B.bmp
EMP 128H123W32B,.bmp BMP128H 128W328.bmp + |BMP128H128W328.bmp
| Tcond.png ¥ | ||Tconé.png i | |Tconé.png f
Build Ico file Build Ico file Build Ico file

After "« - +" pressed.

Select file name. Press "A" then the

selected file is changed
with anterior file.

| File parts list and building ico file.

\ BMP 16H16W 328.bmp
BMP24H24\W 328.bmp

BMP43H48W 328.bmp

TTEME ™

EMP=2H E.bmp A
| |[BMP&4HE4W 32B.bmp

+ |[BMP128H128W 328 bmp
| Jlcond.png

Build Ico file

| ‘ Close

Press "V¥" then the
selected file is changed

ith posterior file.
Figure 4.2.3 Editing order of image array. With posterior ftie

4) Press "Build Ico file" button.

A TAT-OFET

== = 8 Figure 4.2.4 Icon file name dialog.
Then explorer will appear and input the icon file name. Then press "Save".

13
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5) Then a new icon file will be built and full path to the file will appear at the bottom of the dialog.

| File parts list and building ice file. X

| | 1:¥OneDrive¥L ABO¥Software¥SoftwareProjec
| Close

The various information during assembling will be listed out on the message log area.

Figure 4.2.5 Appearance of dialog after built.

6) Press "Close" button to exit dialog.

14
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5 Bitmap file conversion

Some icon files often includes bitmap image data which bit count is less than 32 bit.

If extracting image files from an icon file, such bitmap files are generated but cannot edit them
with this software. Because the bitmap editor of this software is dedicated for only the bitmaps

which supports alpha channel (ARGB). So, this software prepares bitmap file conversion
function for such needs. This chapter explains how to use it.

User Guide
1) Select Tool(T) menu, and select Convert to ARGB bitmap file(B).

&8 Koshin IconEditor. Version 1.00
File(F) Tool(T) Display(D) Help(H)
Bitmap Edit(E)
Assemble an icon file (B)
Extract image files from an icon file.(E)

Convert to ARGB bitmap file(C)

Bitmap file dump(A)
Icon file dump(D)

Figure 5.1 Menu item for bitmap file conversion

2) Select bitmap file for conversion with appeared explorer.

3)

# Select bitmap file to convert.

4 | [ « Software > SoftwareProjects » lconEditor > lcon > Test?

FLTANS- m ~

# BMP4sH48WE

B B.bmp

3.bmp
Shelf
]

@ B

P

Figure 5.2 Appearance of explorer after selecting a bitmap file for conversion.
The bit count of selected bitmap file is bit.
Press "Open" button after file selection.

The converted file name and path of converted bitmap file will appear on message log area.

rﬁ Koshin IconEditor. Version 1.00

= (m] X
File() Tool(I) Display(D) Help(H)

Selected BMP file:BMPUSHUBWEB

File size: 3382

BitCount = 8

Output file name : J:\OneDrive\LABO\Software\SoftwareProjects\IconEditor\Icon\Test2\BMPUBHUBWEB_32.bmp

Figure 5.3 Messages on log area after conversion function was completed.

15
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6 Bitmap Editor

Bitmap editor is prepared for the icon image data. This bitmap editor is dedicated to only the 32
bit bitmap file which supports alpha channel (ARGB). So, if you want to edit bitmap image data in

other bit counts, use the "5. Bitmap file conversion" function before loading to this bitmap editor.

6.1 Alpha channel (ARGB) and expression in this bitmap editor
The 32 bit bitmap with alpha channel (ARGB) is consisted of full color pixel which expressed with

red, green and blue as 8 bit data. And furthermore, the pixel has also 8 bits data as transparency
information. It is called alpha channel.
The pixel color is expressed with 0OXAARRGGBB 32 bits data in hexadecimal. If detailed it;
Alpha = 0OxAA (0x00(0) to OxFF(255) )
Red = 0xRR (0x00(0) to OxFF(255))
Green = 0xGG (0x00(0) to OxFF(255))
Blue = 0xBB (0x00(0) to OxFF(255))
Alpha means opacity level. If Alpha value is (0x7F(127)), the brightness of color made from RGB
value is 50% and the brightness of background image will appears in 50% level.

In other words, the background can be seen through the color which caused RGB data.

<Color expression in this software>

Some rectangle in color palette which shows color sample provide sample color and percentage
value like Figure 6.1. The color with transparent can make icon image emphasize the edge of icon
figure because the background of desktop can be seen through. And you can also create software

expression like a watercolor painting to icon.

50% 25% 0%

Alpha=255 Alpha=128 Alpha=64 Alpha=0
Opacity=100%  Opacity=50%  Opacity=25% Opacity=0%

Red color with transparent.

Figure 6.1 Color expression with opacity level

16
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6.2 How to open the bitmap editor
To open the bitmap editor, select Tool(T) menu, and select Bitmap Edit(E).

&8 Koshin IconEditor. Version 1.00
File(F) Tool(T) Display(D) Help(H)
Bitmap Edit(E)

Assemble an icon file (B)

Extract image files from an icon file.(E)
Convert to ARGB bitmap file(C)

Bitmap file dump(A)
Icon file dump(D)

Figure 6.2 Menu item to open bitmap editor.

6.3 Overview of bitmap editor

| 6t _seting 1 . .
1 Real size preview.

Drawing operation

Canvas
Real Size Preview

Canvas resolution

File operation

2 ‘ E/' e o R em = @0, 06,50,59) o .
] Indicators and status bar.

Figure 6.3 Appearance of bitmap editor dialog
After the operation mentioned in 6.2, the bitmap editor dialog like Figure 6.3. Edit bitmap image

will be held just in the dialog. So, save edit bitmap file before closing even if the image is temporary.

6.3.1 Introduction of each part of the bitmap editor
Table 6.3.1.1 Descriptions of each part of the bitmap editor.

Part name of dialog Description

Canvas Canvas to paint a icon image. On this area, putting color
into pixel, drawing line and flood filling with primary or

secondary color are prepared.

Drawing operation Overall functions to canvas are prepared.
- Clear : Flood filling secondary color to all pixels of canvas
- Undo: Calling edit image from stacked queue.

- Redo: Recalling the image after undo operation.

- Stack: Stacking current image into stacking queue.

17
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- Primary: Shows color sample operated with left button.

- Secondary: Shows color sample operated with right button.

Real Size Preview Shows how the edit image looks as an icon.
- Size: Zoom control for confirming icon image.
- Background: Pixels can express transparent expression, so

some background image were prepared.

Canvas resolution This setting determine the icon size.
File operation "Save as" and "Load" functions are prepared.
Indicators and status bar Indicator shows what drawing function is activated. And

status bar shows pixel information and sometimes

information of stack queue.

6.3.2 Primary color / Secondary color

When drawing icon image on canvas, two colors are available. One is primary color, that is for
main drawing pen, another color may be used like a eraser. But how to use is depend on your
purpose freely.

What color as primary and secondary is shown at "Primary :" and "Second :" colored rectangle like
Figure 6.3.2.1.

Primary:

Second:
0%
— Figure 6.3.2.1 Primary color and Secondary color indicator.
As a basic rule, use left button of mouse for drawing operation with primary color. And use right

button for secondary color. Detailed operation will be mentioned at following chapters.

6.3.3 Drawing functions and Canvas operation

Drawing operation on canvas

- Put color to pixel

Click left button of mouse over the pixel you want to put a color.
Then the pixel shows primary color.

Click right button of mouse over the pixel and then the pixel shows secondary color.

18
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Canvas

Figure 6.3.3.1 Relation between mouse clicking and pixel color.

- Draw line

Move mouse with holding left button and SHIFT key of keyboard along line trajectory you want,
then primary color trace the mouse moving.

And also with holding right button and SHIFT key, secondary color trace the mouse moving.

|
m
04'\ | ]
%’66\ -..
’6\0\3 | =[] = Drawing Operation

==. .=. Palette

- I==. Left -

- Redo

Right

Figure 6.3.3.2 Line drawing with primary and secondary color.

- Flood Filling
Click left button of mouse and ALT key of keyboard over any pixel of the area surrounded with
other color different from the clicked pixel, then the pixels which have the same color with clicked

will be exchanged primary color. If doing with right button, secondary color will appear.
|

.lllllll

B Click Lefig

Figure 6.3.3.3 Flood Filling

19
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- Picking up color from image

Primary color and secondary color can be picked up from image data.
Click left button of mouse with holding CTRL key of keyboard over the pixel which have color
you want. Then the color is registered as a primary color. If doing with right button, registered as a

secondary color.

Figure 6.3.3.4 Picking color operation.

Canvas operation
- "Clear" button:

Fills all pixels of canvas with secondary color.

- "Resolution:" ComboBox:
Selects the resolution of canvas among 16x16, 24x24, 32x32, 48x48, 64x64 and 128x128.

16x16 24x24 32x32 48x48 64x64

il |
128x128

Figure 6.3.3.5 Resolution setting and Appearance of sample images.

- Background image

Colors for editing icon image include transparency characteristics. And to confirm how the
background looks through transparent colors, some background patterns are prepared.

The background selection is synchronized with real size preview settings.

20
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6.3.4 Real Size Preview

Real Size Preview area shows how the editing icon image looks in real size, x2, x3 or x4.

Preview operation
- Size:

Means zooming size. You can select it among x1, x2, x3 and x4.

Icon image in 24x24 resolution.
x1 x2 x3 x4

Figure 6.3.4.1 Size selection and Appearance of real size preview

- Background:
It means background pattern selection. You can select it among "Plain gray", "Plain white", "Plain

black" and "Check pattern".

i} o

"Plain gray" "Plain white" "Plain black" "Check pattern"

Figure 6.3.4.2 Background selection and Appearance of real size preview

The background pattern of canvas is also synchronized with this setting of real size preview.

"Plain gray" "Plain white" "Plain black" "Check pattern"

Figure 6.3.4.3 Background selection and Appearance of canvas.

21
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6.3.5 Stack / Undo / Redo
Temporary image under edit can be stack to image queue. That queue is 10 level. Undo / Redo
system of this software is not automatic. In order to stack current image to "Undo" queue, press

"Stack" button.
When pressing "Stack" button, this software checks if the current image is equal to the image when

previous pressing "Stack" button. If it's equal to previous one, the current image will not be stored.
If pressing "Stack" on filling the "Undo" queue with images, the oldest image will be abandoned and

current image will be appended to the latest order of the queue.

If pressing "Undo" button under the condition that several images stacked in the "Undo" queue, the

image appended at last will be picked up and reflected to canvas, then stacked to "Redo" queue.

If pressing "Redo" button after pressing "Undo" button several times, recovering the image before

pressing "Undo" button.
If you press the "Stack" button after using the "Undo" button to revert changes a few times, the

current image is saved to the end of the "Undo" queue, and the images in the "Redo" queue are

deleted.

Stack3 Stack4

Stackl A\ Stack2 /Y e - ABc Stackdy,
Undo9 EndOS ' T El‘ld07
A Stacks AR Lﬁ S ~ = Stack?
ABCH ey, ADCHE  stcke, ARPCHRE
' - Undo6 o }Ind05 ‘Ff Undo4
Redo4 Redo5 Redo6
g — _—
Stacks /45 nNE Stack9 - StacklQ AR Ay
Undo3 . s = —>Und01 AR f 3k
— - (H — — FCHIT
Redo? ! Redo8 Redo9 & | J
Figure 6.3.5.1 The relation of Stack/Undo/Redo
7 Undo4 | Hndo?ﬁ = Hnd02
Re_dol> w’ Redo3
FA DR BT Stack | A S - —
A b [LJB Undol a tj e LJ £
Redo4 Al

Figure 6.3.5.2 If "Z" was appended to the image which have "ABCDE" and pressing "Stack" button,
the "Redo" queue will be refreshed. Undo / Redo sequence will be like Figure 6.5.3.2.
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On changing resolution of canvas, "Undo" and "Redo" queue are refreshed totally.

6.3.6 File operation

This software supports "Save as" and "Load" functions. The image under edit will be saved in the

bitmap file format with alpha channel. It is recommended that image is saved frequently because if

bitmap editor dialog was closed, the edited image will be lost.

- "Save as" Function

The image under edit can be named and saved to any file folder you want.

User Guide

1) Press "Save as" button.

Bitmap File Operation
File path:

Load

Figure 6.3.6.1 Location of "Save as" button.

2) Select file folder to save image and input file name.

# Save bitmap file as..

T W < Software » SoftwareProjects » Iconkditor » lcon » Test3

B3

BT IERREYEEA.

~ JAT-DFFET

Figure 6.3.6.2 "Save bitmap file as..." dialog.
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3) Press "Save" button.

X+

& a5 b} ® OneDrive > =+

(OF & 1173

> [ ABLED

Figure 6.3.6.3. Saved file.

- "Load" function

Bitmap files supported alpha channel (ARGB) can be loaded to bitmap editor.
The bitmap editor is dedicated for this bitmap file format. So, if you need to load any bitmap file
less than 32 bit color format. Before loading, try to convert file format with "5. Bitmap file

conversion.".

Bitmap File Operation
File path:

——— %—% (o |

Figure 6.3.6.4. Location of "Load" button.

B

User Guide
1) Press "Load" button.

Figure 6.3.6.5. "Get bitmap file name." dialog.
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2) Select file name and press "Open" button.

Then loaded.

e R )

Figure 6.3.6.6 Appearance after loading bitmap file.

6.3.7 Keyboard shortcuts
This bitmap editor supports some keyboard shortcuts as Table 6.3.7.

Table 6.3.7.1 Keyboard shortcuts for Bitmap editor.

Function Keyboard shortcut Note
Clear Ctrl+Shift+C Fills all pixels on canvas with secondary
color. (6.3.3 Canvas operation)
Stack Ctrl+Shift+S Stack the current image to "Undo" queue.
(6.3.5 Stack / Undo / Redo)
Undo Ctrl+Shift+U Call the image stacked to "Undo" queue.
(6.3.5 Stack / Undo / Redo)
Redo Ctrl+Shift+R Call the image before pressing "Undo"
button. (6.3.5 Stack / Undo / Redo)
Palette Ctrl+Shift+P Opens full color palette dialog.
Save as Ctrl+Shift+A Save current image to bitmap file with
naming.(6.3.6 File operation)
Load Ctrl+Shift+L Load bitmap file to canvas.
(6.3.6 File operation)
Color Theme Ctrl+Shift+T Select color theme from palette sets.
(6.4.10 Color themes and their list)
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6.4 Color palette

The palette system is designed for ARGB icon editing and supports transparency-aware color
management beyond the capabilities of the standard Windows color selection dialog.

Primary and secondary colors used for painting are selected from a palette containing 16 colors
across 10 pages.

Colors are also valuable design assets. Frequently used colors and carefully adjusted ARGB values
can be stored and reused through the palette system.

Features
- Supports transparent colors.
- Supports a 16-color x 10-page palette.
- Includes a 16-color favorite palette.
- Includes a 16-color frequently-used palette.
- Includes standard CSS web colors.
- Provides color editing functionality.
- Supports direct hexadecimal ARGB input.
- Supports 12 customizable color themes.

- Any theme can be selected as the default startup theme.

6.4.1 Introduction of color palette

Color Palette can be available during using bitmap editor.

User Guide
1) Press "Palette" button of bitmap editor or use Ctrl+Shift+P keyboard shortcuts.

ssssssssss (original

Edt Seting

Drawing Operation

Palette

Clear

Undo

Redo

il

Stack

Primary:

aaaaaa

L

ik
oy
- el ) Second:

o
o% 0%
N e

Figure 6.4.1.1 Bitmap editor and the location of "Palette" button.
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2) Then color palette will appear. When closing, press "Palette" button again or use Ctrl+Shift+P
keyboard shortcut.

Color Palette [Original]

page: 23| 4|5
’ !ijjﬁ Favoriteset. | Frequent set. |

Append color,
Reset history,
O 0/0 Reflct color,
S5 Color keywords
- Indan Red <] Aeply

000 |u75 ‘255 ‘192 |192 ‘192

= %%% i

[ e [Sat [Vaue [Abha | Red [Green | Bue

™ Favarite collection mode. ARGE code(AARRGGEE): Apply |
|

Figure 6.4.1.2 Appearance of color palette

6.4.2 Overview of color palette

16 colors of
page Illll.

Green light when
selected for
primaly color

Orange light
when selected for
secondary color

Page selector

Color Palette [Original]

qWIﬁﬂﬂﬂ.
578910

Color mixing panel.

[ [0 | om0

!

Append color,
Reset histnryl

Reflect color, 1

~ €S5S Color keywords

- IInd\an Red l

Standard color
1 name list.

‘0?5 | 255 | 182 | 192 | 192

iiii

AVJA'IAYIAY'AY'AV'A 'II

[ Hue | Sat.
|

|Va\ue 'A\pha [ Red |Graar| | Blue I
| |

Frequent using 16
color set.

Favorite setting switch.

/

\
\

Favorite 16 color set

Direct input of ARGB
code in hexadecimal.

Figure 6.4.2 Color palette dialog and function label of each part.
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6.4.3 How to set primary and secondary color from color palette

When clicking favorite color with left button of mouse, the color will be reflected as primary color.

If with right button of mouse, the color will become secondary color.

1) Press "Palette" button.

|
5 |
‘Append color.
il : i
- L Refiect color.
- - - -

.){%ié%%ig

[T [T T s [ ST T

sat. Value Red | Green

Page:
J 25 Favorite set. | Frequentset. | &

J J J J vmm collection mode. ARGB code(AARRGGEB):
{}0 m—r—
/60 Redo Resolution: 128x128 4
%0 e anap;lleomfam
File path:
v g
Second:
edﬁ‘ 9‘(4 19): (AR,G,8) = (00, 00, 00, 00) Close

Figure 6.4.3.1 Primary color will be reflected with left button clicking.
2) Select favorite color among 16 colors x 10 page. And click the color with left button of mouse.

3) For secondary color. Do 1) and 2) procedures with right button of mouse.

Append color.
sl Reset history.
Reflect color.

€SS Color keywords

Bl frcenred ~]  aoply

Favorite set. | Frequent set. | &
I™ Favorite collection mode.. ARGS code(AARRGGBE): Apply |

a

Exm—— 1
Redo ‘ Resoluton: | 128x128 A

ey 3 : -
e ‘ S8 25 102 BR.GE) = @0,00,0,00)

Figure 6.4.3.2 Secondary color will be reflected with right button clicking.
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6.4.4 Page selection

There are 10 pages of 16 colors set. In order to change page, press number button "1" to "10" and
then 16 colors will become those of selected page.

"Favorite set." button means 16 color set which consisted colors you think necessary or favorite but
those selected colors are not original data but referenced data among 16 colors x 10 page.

In the case of "Frequent set.", the color palette counts your clicking times for color selection. The
16 colors in "Frequent set." are chosen 16 colors from biggest counts. So, they are also in "Frequent

set." are also referenced colors among 160 colors similar to "Favorite set.".

Color Palette [Original] Color Palette [Original]

| Tl

T —— et ———
Favorite set. Frequent set. Favorite set. Frequent set.
Color set of page 1 Color set of page 2

CSS Color keywords

HEE - A - B

IE Tl e e e e
- HEEIEE = JJJJJ
JJJjJ _MW m%ﬁfmﬁm_ - 6l7]8lo 10 %Fa:‘;”ff = m_w e
Color set of "Favorite set." Color set of "Frequent set."

Figure 6.4.4.1 Page selection and appearance of color palette

6.4.5 How to gather favorite color and the set

Your most favorite 16 colors among 160 colors can be registered into "Favorite set.".

Color Palette [Original]

- "Favorite collection mode." switch

- 0% . == If clicked favorite color with left button while
--- B e holding Ctrl key among 160 colors during checked
: (o [on [m [ [ m (W "Favorite collection mode.", clicked color will be
B %%%% B registered to "Favorite set." 16 times.
: Colored rectangle registered to "Favorite set."
--- e T e e will be numbered. And the number will be pasted
-pEEEm on upper-left of colored rectangle.
6]7] 8910 Favorite set. | Frequentset. |

™ Favorite collection mode. }ARGE code(AARRGGEB): Apply

Figure 6.4.5.1 Full color palette and location of favorite registration control switch
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Color Palette [Original]

Append color,
il Reset history.
O 0/0 Reflect coor,

55 Color keywords—

Number means the order in "Favorite

~ [vaue [ Apha ~ [Green | Ble

5]
10 Favorite set. | Frequent set. ‘
™ Favorite collection mode. ARGE code(AARRGGEE): Apply

Figure 6.4.5.2 Appearance of registered colored rectangle.

Color Palette [Originall
Aprenid cil,
OOA—_} Reflect colr,

S5 Color keywords
- - Oty{} - = o

it

B e e
o7 oo N e

I~ Favorite collection mode. ARGE code(AARRGGEE): Apply

Figure 6.4.5.3 Appearance of "Favorite set." and position.

User Guide
1) Check "Favorite collection mode." to enter registration mode.

When entering the mode, all registered colors will be released.

Favorite set.

[V Favorite collection mode.

Figure 6.4.5.4 Appearance of activated "Favorite collection mode.".

2) Select favorite color and click the color with holding Ctrl key of keyboard.

Then the color will be appended to "Favorite set." in the order of clicking.

3) Release the check of "Favorite collection mode.", then color set of "Favorite set." will be fixed.
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6.4.6 About "Frequent set."

The 16 most frequently used colors are displayed in the "Frequent Set" based on the click counts of

primary and secondary color selections.

Color Palette [ ---]

nd color.
- - o
0 OAJ Reflect coor,
€55 Color keywords

- - Indian Red Apply

0.00 0.75 255

o on D %

A Y AV AV & | W & | ¥ A Y & W
Hue Sat. Value Alpha Red Green
el ||| _ '
6]7]8] 9]0 Favorite set. | NN

I Favorite collection mode. ARGE code(AARRGGBB): Apply

Color set is prepared automatically.

Figure 6.4.6.1 Appearance of "Frequent set."

Color selection history can be reset with pressing "Reset history" button.

Color Palette [ —]

| Hue al | |
R 2 3|4 |5 |
g gjjjj Favorite set. ‘ Frequent set. ‘
I Favorite collection mode., ARGE code(AdRRGEEE): [ M Reset hiStOfY.

Figure 6.4.6.2 Location of "Reset hlstory button.

6.4.7 Mixing colors with transparency, reference and append to palette.

When mixing new color with color palette, at first color information has to be loaded to color mixer
as a base color among 160 colors. Of course, you can mix color from the beginning at color mixer.
Furthermore, you can reference the color from CSS color keywords and load the color to color mixer.
Regarding CSS color keywords, it will be detailed following chapter.

After the completion of mixing color, it shall be stored to a color of 160 color palette. Then the

color will be available as primary or secondary color.
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User Guide
1) Click the base color you need to mix with left button of mouse.

And press "Reflect color." button.

Color Pslette [Original] // C 1 .
Ol0or mixer
| Reflect color,

CSS Color keywords

- FuchsaMagents
- . = Loaded color parameters.
-
mmEm PRI
- !ﬂﬂﬂﬂ ‘Favmte set‘ | Freqt;ent sét |
6|7]8]9 10

I Faverite col i

nnnnnnn de. ARGE code(AARRGGEB): [FFFFOOFF Reflect color.

Flgure 6.4.7.1 Location of "Reflect color.".

2) Tuning color parameters with fader or up/down button under fader.

/ Fader knob
You can drag the knob and move its position. Parameter will be

Down button : decreases -1 when pressed.

E changed after released it.
/ Up button : increases +1 when pressed.
2

Green

Figure 6.4.7.2
Regarding step when pressed up/down button.

They are as follows;

Parameter step step(with holding Shift)

Hue 1 5
Sat. 0.01 0.1

Value 0.01 0.1

Alpha 1 5
Reg 1 5

Green 1 5

Blue 1 5

Table 6.4.7.1 Up/Down step of each parameter
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3) After completion of the color mixing, select the color site to append with clicking left button of

mouse. And press "Append color." button.

Color Palette [ ---]

Append color,
dhcncl Reset history.

-
P

of | | [ | [eliniinthalink
ﬂ ﬂ ﬂ ﬂ. Favorite set. | Frequent set. |

I Favorite collection mode. ARGE code(AARRGGEE): [FFaazEE2 Apply Append color.

Figure 6.4.7.3 Location of "Append color button

6.4.8 Direct input and reference of ARGB code in hexadecimal

You can input ARGB code to color mixer directly.

ARGB code is 32 bits data and AARRGGBB format in 8 digits hexadecimal. AA means alpha
channel 8 bits data expressing opacity level. RR means re color level in 2 digits hexadecimal.
Similarly, GG means green level and BB means blue level.

And if loaded any color or tuning color parameters, ARGB code will appear. So, you can make a

note of color codes in hexadecimal format.

User Guide
- How to input directly
1) Enter ARGB code edit box and press "Apply" button. Then ARGB code will be reflect to

parameters.

Color Palette [---]

Append color.
- - i
Reflect color,

Page: ﬂ.ﬂﬂﬂ | e at. | ‘ ‘
6| 718|910 Favorite set. Frequent set.
6|7]8]|9]10l -

™ Favorite colicton mudel ARcE code(aarroeR): [FrasBECC ARGB code(AAR_RGGBB); IFFAABBCC

Figure 6.4.8.1 ARGB code edit box and "Apply" button
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- How to refer ARGB code of color.

1) Select the color you want to confirm, and press "Reflect color." button.
Then the color will be loaded and the ARGB code will appear in ARGB code edit box.

2) Change any parameter of color mixer, then ARGB code in ARGB code edit box will change.

3) Select CSS Color keyword combobox and press "Apply" button.
Then selected CSS color will be loaded and ARGB code of the color will appear.

6.4.9 CSS Color keywords (Standard Color Names Used on the Web)

CSS Color Keywords is a list of predefined color names and their corresponding RGB color codes
used in CSS. You can find the color with predefined color name CSS combobox and apply to color

mixer.

Color Palette [ -1

nd color,
_ - = E—
Reflect color,

| =[5 [Vae [ Ao | Green CSS Color keywords
Page: | 34|65
jzj j ﬁ Favorite set. ‘ Frequent set. ‘
[ Favorit= collection mode, ARGE code(ARRRGGEE): [FFaRBBCE M e LI ﬂ]

Figure 6.4.9.1 CSS predefined color and their names

User Guide
1) Select CSS combobox and for example, type "coral" with keyboard.

Then color name will appear and at the same time, its color will appear in left rectangle.

2) Press "Apply" button located at right side of combobox.
Then CSS color will be loaded to color mixer.
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6.4.10 Color themes and their list

We consider a color palette to be a type of asset. Examples include color sets used for drawing
branding icons to ensure a unified corporate image, or sets designed to create visual consistency
across a software product line.

To support this, you can assign a theme name to a 160-color palette and configure an .inf file to
save up to 12 of these color sets.

When the theme name and .inf filename are specified, the set of color data is loaded from the
corresponding .inf file upon launching IconEditor. Conversely, upon exiting, the color data is saved
to the .inf file of the currently configured theme.

A screen is also provided for registering these theme name and INF file settings.

User Guide
- How to open color theme dialog.
1) Select "Setting" menu and select "Color theme" item. Or press "Ctrl+Shift+T" keyboard shortcut.
Then "Theme editor of color palette" dialog will be opened.

P

Bitmap Editor [ --- ]
Edit Setting

Color Theme

Figure 6.4.10 Menu item to "Theme editor of color palette" dialog.

Theme editor of color palette x

Set the path for an existing or new INF file.

Theme of Color Palette ‘

Title:

| Theme title

Theme list

Path to setting file:

inf file path / / Register/Unregister theme title and inf file path.
| Modify the selected theme title and inf file path.

A Regis

A Unregister

L Store:Immediately save the currently selected color

Store

theme to the color set of the color palette currently

beung edited.

Figure 6.4.10.2 Appearance of "Theme editor of color palette" dialog.
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User Guide
Select a theme item from the list; it will then be referenced and saved when the software starts up

and shuts down. Color information is also loaded upon selection.

Table 6.4.10 Operation of Theme editor of color palette.

Button etc. Description

Theme list | If you select a different theme from the list, the change is immediately applied as the
color set for the current color palette.
Note: The color set currently being edited will be updated and lost.

A Move the selected theme up one position in the order.
v Move the selected theme down one position in the order.
Store After configuring the new .inf file, store the current color palette information in the

configured file immediately.
Select a previously created INF file or specify the path for a new INF file.

Register Register theme title and in file path.

Unregister Remove theme information from selected item of list. The .inf file is retained rather than
deleted. You can register the file again by assigning it a theme title.
Modify Modify theme title and .inf file.

Close Closing "Theme editor of color palette" dialog.

Bitmap Editor [Test]

| Edit Setting Color Palette [Test]

Figure 6.4.10.3 Appearance of the selected theme title

If selected, the theme title is displayed as shown in Figure 6.4.10.3. By default, it is displayed
as [---].
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7 Let's try using it.

7.1  (Ex.1) Let's break down an icon file created by default in Visual Studio

User Guide
1) Launch IconEditor and select "Extract image files from an icon file (E)" from the "Tool (T)"

menu.

&8 Koshin IconEditor. Version 1.00
File(F) Tool(T) Display(D) Help(H)
Bitmap Edit(E)

Assemble an icon file (B)

Extract image files from an icon file.(E)
Convert to ARGB bitmap file(C)

Bitmap file dump(A)
lcon file dump(D)

Figure 7.1.1 Menu item to deconstruct an icon file

2) Then, File Explorer will appear; select the icon file.

SoftwareProjects » IconEditor » Test 3 Work > Exampl

# Iconkditorico

Figure 7.1.2 Select icon file

3) Clicking the "Open" button extracts the image files contained within the icon file into separate
files.

@8 Koshin lconEditor. Version 1.00

Filelf) Tool Display(Dl Help(H)

Read successfully.
J:\OneDrive\LABO\Software\SoftwareProjects\IconEditor\Test\lork\Exampl1\Icon®.png

Success of PNG creation.
J:\OneDrive\LABO\Software\SoftwareProjects\IconEditor\Test\lork\Exampl1\BMPUBHUBWEE . bmp

Success of BMP creation.
J:\0OneDrive\LABO\Software\SoftwareProjects\IconEditor\Test\liork\Exampl1\BMP32H32W8B . bmp

Success of BMP creation.
J:\OneDrive\LABO\Software\SoftwareProjects\IconEditor\Test\Work\Exampl1\BMP16H16W8B . bmp

Success of BMP creation.
J:\OneDrive\LABO\Software\SoftwareProjects\IconEditor\Test\liork\Exampl1\Iconi.png

Success of PNG creation.
J:\OneDrive\LABO\Software\SoftwareProjects\IconEditor\Test\lork\Exanpl1\BMPELHGUW32B . bmp

Success of BMP creation.
J:\OneDrive\LABO\Software\SoftwareProjects\IconEditor\Test\ork\Exampl1\BMPUBHU8W32B . bmp

Success of BMP creation.
J:\OneDrive\LABO\Software\SoftwareProjects\IconEditor\Test\Work\Exampl1\BMP32H32W328B . bmp

Success of BMP creation.
J:\OneDrive\LABO\Software\SoftwareProjects\IconEditor\Test\Work\Exampl1\BMP16H16W32B. bmp
Success of BMP creation.

Figure 7.1.3 Extracted file path

The created image file is displayed.
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&8 Koshin IconEditor. Version 1.00
File(F) Tool(T) Display(D) Help(H)
Read success Clear
J:\OneDrive
Success of
J:\OneDrive\ Save Log File 0jec
Success of Brmr creation.

T\ NnAaNmIuAL L ARN CALtwanal CaliwanaDnaias

Figure 7.1.4 Select "Show Information" from the Display (D) menu and check the box.

J v Show Information |‘°Je<

We will carry out steps 1) through 3) once again.

@ Koshin |conEditer. Version 1.00 - (m] X
FilelF) Tool(l) Display(D) Help(H)

Generates BMP and PNG files picking up from ICON file.

ICON file name: J:\OneDrive\LABO\Software\SoftwareProjects\IconEditor\Test\Uork\Exampll\IconEdi
File size[Bytes]:u6227

Read successfully.

File type: ICON

Image count: 9

8(W=a(H)

Color Plane Count: 1

Bit Counts per Pixel: 8

Bytes of BMP: 4uuy2

Offset of BMP: 150
J:\OneDrive\LABO\Software\SoftwareProjects\IconEditor\Test\Work\Exampl1\Icon®.png
Success of PNG creation.

us(u)=us(H)

Color Plane Count: 1

Bit Counts per Pixel: 8

Bytes of BMP: 3752

Offset of BMP: U592
J:\OneDrive\LABO\Software\SocftwareProjects\IconEditor\Test\Work\Exampl1\BMPUBHUBWEE . bmp
Success of BMP creation.

320W)x32(H)

Color Plane Count: 1

Bit Counts per Pixel: 8

Bytes of BMP: 2216

Offset of BMP: 8344
J:\OneDrive\LABO\Software\SoftwareProjects\IconEditor\Test\Work\Exampl1\BMP32H32UW8E. bmp
Success of BMP creation.

16(W)x16(H)

Color Plane Count: 1

Bit Counts per Pixel: 8

Bytes of BMP: 1384

Offset of BMP: 10560
J:\OneDrive\LABO\Software\SoftwareProjects\IconEditor\Test\Work\Exampl1\BMP16H16W8B . bmp
Success of BMP creation.

CIODEEIG)]

Figure 7.1.5 Extracts the images from the icon file while displaying an overview of each image data

file during the process.

4) Create a bitmap file and a PNG file in the same folder as the icon file.

B EBamph X +

&, & OneDrive

&
B BMP16H16WEB.bmp

B BvpicHiaw:

e . Figure 7.1.6

W22 Image files resulting from
- the decomposition of an
icon file
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5) The meanings of the image file names are as follows.

BMP16H16WS8B.bmp
A bitmap file with a height of 16 pixels, a width of 16 pixels, and a color depth of 8 bits (256-
color palette).

BMP64H64W32B.bmp
A bitmap format with a height of 64 pixels, a width of 64 pixels, and 32-bit full-color ARGB.

Icon0.png
PNG file with a fixed height of 256 pixels and a fixed width of 256 pixels.

6) I'll try loading it into IconEditor's bitmap editor.
Select Bitmap Editor (E) from the Tool (T) menu.

Drawing Operation | -Real Size Preview

aaaaaaaaaaaaaaaaa
FFFFFFF

A N R L

Figure 7.1.7 Launched bitmap editor

7) Click the "Load" button. File Explorer will open; select BMP16H16W32B.bmp and click the
"Open" button.

T ek B = : Figure 7.1.8

Open using the "Load" button
and select a bitmap file in
Explorer.
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8) Then, the image is loaded.

Edit Seting

2 ,‘ :,.‘,.?r;s,z) (AR,G5) = (00, 00, 00, 00)
L

Drawing Operaton . -Real Sze Previen

| fa—
e
;‘ Badgrond:  [Pangray I=|
[ ]

cccccc
[ (e foe ]

o | e ot

FFFFFF
e | |
et

[ =]

32-bit full-color bitmap data in ARGB format

9) Try sampling a color for the secondary color using the eyedropper. Select a pixel, then right-

click while holding down the Ctrl key.

Bitmap Editor [ ]

2 ‘ ‘i‘/ fos 7= ®reE = @, 0, 00,00)

Figure 7.1.9

Displaying the bitmap data
of BMP16H16W32B.bmp

Primary:

Second:

50%

Figure 7.1.10 Let's try extracting the pixels from the loaded image.

"50%" is displayed for the secondary color, indicating the opacity level.
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1 0) Tryloading a different file.
Click the "Load" button and select BMP16H16W8B.bmp in Explorer.

# Get bitmap file name.

~ 3 v 4 [« SoftwareProjects > lconEditor » Test > Work > Exampll

EE - FLLIAIS-

Y]

2 BMPiEH1EWS | @ BN
.bmp

Figure 7.1.11  Select BMP16H16W8B.bmp as the bitmap file to load.

1 1) Press the "Open" button. But it does not load.

Caution X

' Failure to correct pixel order(E2025) (Bottom-up to raster)

Figure 7.1.12 This is one of the messages displayed when loading fails.

Unsupported BITMAP file(E2026) : biBitCount=8

Failure to correct pixel order.(E2025) (Bottom—up to raster)

Figure 7.1.13 History displayed in the message log area

The file is a bitmap with an 8-bit color depth (using a 256-color palette), whereas the bitmap editor
supports 32-bit full-color (ARGB format); consequently, the log entry "Unsupported BITMAP file
(E2026)" is recorded.
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1 2) Let's try using the function to convert a bitmap file that could not be loaded into an ARGB-
format bitmap. Select "Convert to ARGB bitmap file" from the Tool (T) menu.

# Select bitmap file to convert.

1 | B« SoftwareProjects > IconEditor > Test > Work » Examplt

T4 & (N): | BMP16H16WEB.bmp

Figure 7.1.14 BMP16H16W8&B.bmp selection

1 3) When you click the "Open" button, BMP16H16W8B_32.bmp is created in the same folder.
1 4) Load BMP16H16WSB_32.bmp using the "Load" button in the bitmap editor.

Bitmap Editor [---

EEEE HE _EEEEN [
aEE 0 = N

| | H
ll==llll

iy ’(li PRI GELCP O e
Figure 7.1.15 Screen with BMP16H16W8B_32.bmp loaded

2 When converting a bitmap file to the ARGB format, processing is performed under the
assumption that transparency information is not included. It can be used to reference the
shape of the bitmap image.
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7.2 (Ex.2) Let's try creating an icon file.

We have prepared a few icon images for Example 2.

i -
Edit u m :-9
IWH
amm e
ma
T
[ | ] [ | T = gm = s [ a—
- mRmm - T
H T I‘I l I-I || e
B =S w B = — i
B I © = e ) L
EEE B B BEm | —— - [ S| E—
| P s . - -
" -
5 e | P ey =
Figure 7.2.1 BMP16H16W32B.bmp Figure 7.2.2 BMP24H24W32B.bmp
i Icw
", ﬁ .-'E;E.=E [
TTE T - B
..‘ L HIII_III- ; =-=- L] i .====
| .lllll:lll_llll mmmmmmmmmmmmmmmmmmm : 1=.=III
ﬁ ;Wm T — .=IE... ﬁ :wm !ﬁ
N i — T
i-..i Fll == _ == J mmmmmmmmm
,,,,, E—
,,,,,, :
illlﬂll | -
i ‘ yyuznm,k,t—m-w,az =2 gj m/’_“ ‘ ‘.',2/‘ ps, 35): (AR,G.5) = (00, 00, 00, 00). w
Figure 7.2.3 BMP32H32W32B.bmp igure 7.2.4 BMP48H48W32B.bmp
o
ALY
LTI ™~
LJ sodgond: [Fangmy ]
ﬁ Resoton:  fomer 7]
vavavava ==
R e || | i e
Figure 7.2.5 BMP64H64W32B.bmp Figure 7.2.6 BMP128H128W32B.bmp
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PNG files do not support image editing.

Using the Paint program included with Windows, set the pixel dimensions to 256x256, create a
drawing or paste a reference image (using copy and paste), and then save the file in PNG format.

Figure 7.2.7 Icon6.png file created in Paint

1) To build an icon file, select "Assemble an icon file (B)" from the "Tool (T)" menu.

&8 Koshin lconEditor. Version 1,00
File(F} TooliT) Display(D) Help(H)
Bitmap Edit(E)

Azcemble an icon file (B)

Extract image files from an icon file.(E)
Convert to ARGB bitmap file(C)

Bitmap file dump(A)
lcon file dump(D)

Figure 7.2.8 Menu item that builds an icon file

2) Selecting the menu displays the "File parts list and building ico file" dialog.

File parts list and building ico file. x

A

v

Build Ico file

Figure 7.2.9 Dialog for building icon files
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3) Click the "..." button to gather the image files that make up the icon file.

# Select BMP or PNG file.

SoftwareProjects » IconEditor » Test » Work > Example2

% BMP32H32W3 = BMP48H48W3 # BMPGAHBAW3 = BMP128H128 # |con6.png
2B.bmp 28.bmp 2B.bmp W32B.bmp

Figure 7.2.10 Select multiple image files that make up the icon file.

4) Click the "Open" button. The list of loaded files will then be displayed in the dialog. If "Show
Information" is checked in the "Display (D)" menu, a partial dump of the bitmap's internal
information will appear in the message log area.

z : s File
File parts list and building ico file, x Pl rin

biYPelsPerMeter=0

T - biClrUsed=0
BMP 16H16\W 328 .bmp biClrTmportant=0
BMP 24H24 328 . bmp
BMP32H32W328.bmp J:\OneDrive\LABO\Sof tuare\Sof tnareProjects\IconEditor\Test\llork\ExanpLe2\BHP6UHGUI328 . bup
BMP43H481 328, bmp i ——<BITHMAPFILEHEADER>———————
BMPG4HE4W 326 .bmp bFType=Upu2
BMP128H 128W32B.bmp :ﬁ)ﬁ;i:gﬁ
Icong.png Y —<BTTHAPTNFOHEADER> ——————

biSize=U6

Build Ico file size: GUCH)X6UCH)
biPlane=1

biBitCount=32
biCompression=0
biSizeImage=16384
biXPelsPerfleter=0
biYPelsPerMeter=0
biClrUsed=8
biClrImportant=0

J:\OneDrive\LABO\Softuare\SoftwareProjects\IconEditor\Test \lork\Example2\BMP128H128/328 . bmp
——<BITMAPFILEHEADER>——————

bfType=4D42

bfSize=65590

bfOffBits=54

~-<BITHAPINFOHEADER>-——----——
Close biSize=t@
Size: 128(W)x128(H)

biPlane=1
biBitCount=32
biCompression=0
biSizeImage=65536
biXPelsPerfleter=0
biYPelsPerfleter=0
biClrUsed=0
biClrImportant=0

J:\OneDrive\LABO\Software\SoftwareProjects\IconEditor\Test\Work\Example2\Icon6.png

Figure 7.2.11 Display of the dialog after loading the selected image file and internal information
during loading.
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5) An icon file stores multiple sets of image data, which are embedded in the order shown in the
dialog's file name list. Although Windows determines which icon to use—meaning the specific
icon displayed cannot be predicted—you can rearrange the order of the image data within the
icon file before creating it.

Select the file you wish to move. To shift the order by one position, click the " A" button.
The icons are arranged sequentially, starting from the top of the file name list.

p - - \ p - - -
| File parts list and building ico file, x | File parts list and building ico file, X

| [BMP 16H 16V 328.bmp . | [eMP1sH15W32E bmp
t |BMP24H24W 328, bmp { |BMP24H 244 328, bmy
| |BMP32H324/328.bmp ————— > [EMP%H4WsE.bm

-BMP 48H-48W 328. bmp A BMP32H32W/32B.bmp

3

BMP&4HE4\W 328, bmy BMP&4HE4W 32B.bmp
BMP128H128\W32B.bmp BMP128H123W32B.bmp
: IconG.png ¥ . Iconé.png v
Build Ico file | Build Ico file

Figure 7.2.12 Changing the build order of image files

6) To execute the build, click the "Build Ico file" button.
File Explorer will open; enter the icon file name.

#7 Input icon file name.

4 | [ « SoftwareProjects > lconEditor > Test > Work > Example2

~ JRI-DFEET

Figure 7.2.13 Enter the icon file name. "Example2.ico" was entered.
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7 ) Press the "Save" button.

| File parts list and building ico file. *

A

v

Build Ico file

| || ¥SoftwareProjects¥IconEditor¥Test¥Work
| | ¥Example 2¥Exampl2.ico Close

Figure 7.2.14 The full path string to the icon file is displayed at the bottom of the file list.

8) To close the dialog, press the "Close" button.
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7.3 (Ex.3) Create a bitmap for an icon using Paint.

Nowadays, you can generate images using Al. You can either instruct the Al on the desired
atmosphere to have it create an image, or copy and paste source imagery and resize it—using a
program like Paint—to dimensions such as 16x16, 24x24, 32x32, 48x48, 64x64, or 128x128 pixels,
saving the result as a bitmap file.

Subsequently, you can convert this into an ARGB-compatible 32-bit bitmap file. Once converted,
you can load it into BitmapEditor to perform edits such as overwriting the icon's text title or making
specific colors semi-transparent so the background shows through.

Here, I'll try using Paint's Image Creator.
1) Launch Paint on Windows 11. Click the Copilot button.

& SARLEL - RV

7l wE =R

Figure 7.3.1 Paint and Copilot buttons

2) Select Image Creator.

& BEOHER

Figure 7.3.2 Launching Image Creator
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3) Enter a prompt for Image Creator and click the "Generate" button. Let's try entering: "A single
tree standing in an imaginary meadow; fill the blue areas of the sky with the RGB value (0, 0, 100),
and render the white clouds using creative shades of off-white."

& SRBL - RAVR

Jrdll wE

@eL 0008
_eececccece & U

H

A single tree standing in

Image Crasitor o an imaginary meadow;
f%&L‘(’Jf)‘ﬂi'\'.’;?&'(‘l‘(»ﬁﬂ:ﬂt;iﬁﬁ%‘f’ﬁﬁi? ﬁll the blue areas Of the
W, sky with the RGB
value(0,0,100), and
render the white clouds
using creative shades of
off-white.

3

Figure 7.3.3 Image Creator and Instruction Prompts

& SARVEL - K2k

7 e
@ o0 _
‘ eececcccce ¥

&

Image Creator
HEELONERSEG TRhN GERE R T
3

BRINTVEEL v

Figure7.3.4 Image generated by Image Creator
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4) Take a screenshot of the generated image and paste it onto the Paint canvas.

& SAREL - RAUR
77l RE &
) Xxx )
~“ o00000000O W

&

Image Creator
HEELCOMEREEG CRDNGEIRE(ERT
3

HERINTNEEL v

£3 401 % 395px I 401 % 395px

Figure 7.3.5 Appearance immediately after pasting in Paint

5) Adjust the image size. Set the horizontal and vertical dimensions to 128 using the resize and
skew options, then click the "OK" button.

Figure 7.4.6 Paint's Resize button

7.4.7 Resizing and Slanting

In the Resize and Skew dialog box,
select "Pixels" and set the horizontal
o ; and vertical values.

sormmenn rcunmuancrs ‘ In the example shown on the left,

rer Qwe select 128x128 for an optimal
B & display.
* If the horizontal and vertical values
do not match, disable the chain icon
between them.
* Perform the resize operation only
after finalizing the paste and
removing the dashed line around the

pasted image.
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6) The image is reduced to a size of 128x128.

@ 54RIL - KA

Il RE  ER ®

O A

Figure 7.4.8 Downsized bitmap

7) Save as a bitmap file.

& SARNBL - "2
Iril  ®&E &T
0§ Cil+N
B ctl+0
89 FeU Atk
Btk b0
BT Ctrl+S
y EREMITRE
¥ JOSIIRELTRE  culeshiftss
EiRY
HE
TAIMTOERELRE
R EBROTOITA
T

Figure 7.4.9 Paint: Save As

Image Creator
HEELCONEREEI TN EEIREERT
K

BRSNTVZEA

B 2NEHITRE

@ BM

PNG [Eifft
JPEG EifR
BMP EfR
GIF EfR
ZOftORR

A TAlS-nFEER

111

N

B8 < LABO > Software 5 Softw

© BMP

R D

Figure 7.4.10  Save it as Tree.bmp.

(Save as a 24-bit bitmap.)

@ notepclbmp @

#me | | wver |
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8) Launch IconEditor and select "Convert to ARGB bitmap file (C)" from the Tool (T) menu.

&8 Koshin lconEditor. Version 1.00

File(F) Tool(T) DisplayiD) Help(H)
Bitmap Edit(E)
Assemble an icon file (B)

Extract image files from an icon file.(E)

| convertto ARGB bitmap fielc) |

Bitmap file dump(A)
lcen file dump(D)

Figure 7.4.11 "Convert to ARGB bitmap file(C)" menu item

9) Select "Tree.bmp" (saved in step 7) and click the "Open" button.

# Selact bitmap file to convert.
> 4 | [ < Software > SoftwareProjects 3 lconEditor » kon >

B2 LTS -

l

S
>

Figure 7.4.12  Select the bitmap file to convert.

@@ Koshin lconEditor. Version 1.00 = O X

File(F) Tool(T) Display(D) Help(H)
Selected BMP file:Tree
File size: 49286

BitCount = 24

Qutput file name : J:\OneDrive\LABO\Software\SoftwareProjects\IconEditor\Icon\Test\Tree_32.bmp

Figure 7.4.13 The conversion results are displayed in the IconEditor's message log area.
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1 0) Let's load the converted file into the Bitmap Editor.
Select "Bitmap Edit (E)" from the Tool (T) menu. Click the "Load" button, select
"Tree 32.bmp," and load it.

i ‘ 52"/9 f@seren=trewm

Figure 7.4.14 Loaded image.

1 1) Overlay the software name onto this image, fill it with a color set to a specific transparency
level (alpha channel opacity) so that the background remains visible, and then save the result
as an icon bitmap.

% While this software does not support image editing, you can create a 256x256-pixel PNG file
using Paint and embed it into an icon file (.ico).
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Koshin IconEditor.

7.4 (Ex.4) Let's try making a transparent icon.

Create a bitmap for an icon that allows the desktop background to show through.
Let's try drawing something—perhaps a fried egg with a transparent background.

1) Launch IconEditor and select "Bitmap Edit(E)" from the Tool(T) menu.

Bitmap Editor [ -1

~Drawing Operation | -Real | Size: View
see = B
Palette
. sacrore: [Panevi El
indo
aaaaaa
Redo ||| gecolution: 5464 G
225 itmap File Operation
ile path:
rrrrrrr
aaaaaa Load
ssssss
0%
ccccc

o)

2 e - o

Figure 7.4.1 Bitmap Editor

2) Prepare the colors for drawing the bitmap. Open the color palette by clicking the "Palette" button
or pressing Ctrl+Shift+P.

- 0 q‘b 0 0/0 Reflect color, ——

2S5 Color keywords

[ ]
] | om—
o 0.00 | 0.00 | i

menn 1D

AVATA"JAVIAVI

Sat. [ value Albﬁa' | Red Green | Blue

| Hue
= [ 2]3]4]5
g !jjjﬁ Favorite set. ‘ Frequent set. |
[ Favorite collection mode. ARGE code(AARRGGEE): 00000000 Apply

Color Palette [ -]

A Y

4

Figure 7.4.2  Prepare the colors for the first four shades.
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2 — 1) Type "Yellow" into the CSS color keywords combo box, or locate and select "Yellow"
from the combo box.

55 Color keywords

| Apply

Figure 7.4.3  Color samples for CSS color keywords.

2 — 2) Click the "Apply" button.

Append color.
Reset history.

Reflect color.

€55 Color keywords

|Yell0w

Figure 7.4.4  Applying color changes via the Apply button

2 — 3) Select the palette well (small dish) for setting the color yellow.

d color,
- OD/[} R Reset history.

Reflect color,

| _
-CSS Color keywords
60 [ 100 100 [ 255 [ 255 255 g |
--- s v|av|av|av|av|av|av]
Hue Sat. Value Alpha Red Green | Blue

Page: 2134|585
- JJJJ Favorite set. ‘ Frequent set. ‘
6]7]8]9]10

[ Favorite collection mode. ARGS code(AARRGGEE): |FFFFFFO0 Apply

Figure 7.4.5 Left-click the first well (small dish) on the palette.

2 — 4) Click the "Append color." button. Yellow will then be added, as shown in Figure 7.4.5.
Similarly, set "White" for the second well and "Brown" for the third well.
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2 — 5) Set the Alpha fader to 0. The adjusted color will display as "0%".

—
Color Palette [ ---]

- 0% et Reset history,
0 0/(} Reflect color,
==

- £S5 Color keywords
- - =

' i v A v i vl A " A
Page: 4 5
’ -JJJJ Favorite set. | Frequent set. |
6]7]8 /5|10

[ Favorite collection mode. ARGB code(AARRGGEE): juuuuuuuu Apply

i :Value' | A\pha ‘- Red Green [ Blue

—d

Figure 7.4.6  Screen with Alpha set to 0
2 — 6) Setthe color for the fourth well to "0%".

3) Right-click the fourth well in the color palette to set it as the secondary color.

Calor Palette [ —]

Append cok
- 0% ppend cor Reset history.
0) Reflect color.
— 0%
Color keywords
-- = E

HE 3PS N2 R

St Val Apha | Red Gre
Page:
. ﬂ ﬂ ﬂ ﬂ Favorite set. ‘ Frequent set. ‘
6]7 8910

[™ Favorite collection mode. ARGB code(AARRGGEB): [00000000 Apply

‘—cm

= Resoluion;  [6464 >

Eitmap File Operation
File path:

e ,‘ 2«?1(3&, 13)¢ (AR,G,8) - (20, 00, 00, 00) I Clase
Figure 7.4.7  Right-click to set as the secondary color.
4) Press the "Clear" button or press Ctrl+Shift+C. This fills the entire canvas with the secondary

color at 0% opacity. Although the background is transparent, it is difficult to see, so I will try
changing the background setting in the "Real Size View."
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5) How the transparent canvas appears against different backgrounds. Since it is transparent, the
background shows through. If used as an icon, it becomes the background.

Figure 7.4.8 In the case of "Plain gray" Figure 7.4.9 1In the case of "Plain white"

Figure 7.4.10 In the case of "Plane black" Figure 7.4.11 In the case of "Check pattern”

6) Let's draw a picture—perhaps a fried egg. We'll set the background to "Plain black."
Left-click on the "Brown" in the third well to select it as the primary color, then draw the outline
of the fried egg.

Figure 7.4.12
The outline of a fried egg

Hold down the Shift key and drag the
left mouse button to draw the outline.
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7) Left-click to select "White" from the second well of the color palette, then hold down the Alt
key and left-click inside the "Brown" outline.

Figure 7.4.13  Fill result

8) Draw a round egg yolk. Left-click to select the first well of the color palette. Draw by holding
down the Shift key while dragging with the left mouse button.

Figure 7.4.14
The result of drawing it round and

yellow
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9) Inside the yellow circle, hold down the Alt key and left-click.

Figure 7.4.15
The result of filling it in with

yellow

1 0) Save the file. Click the "Save as" button and name the file "tamagoyaki.bmp".
Then, click the "Save" button.

® notepc1 32bm @ tamagoyaki.b & Tree.bmp
p mp

7AW
TrA LOEE(T): | Bitmap file ¥

i FFFFREEREERN

A~ FHS-DiERT TN

Figure 7.4.16 Setting the save file name.
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1 1) Create an icon file (.ico) using tamagoyaki.bmp.
Select "Assemble icon file (B)" from the Tool (T) menu.
A dialog box for creating the icon file will then appear.

File parts list and building ico file, x

A

¥

Build Ico file

{ Close |

Figure 7.4.17 Dialog for creating an icon file

1 2) Click the "..." button and select the bitmap to embed in the icon file.
Click the "Open" button.

# Select BMP or PNG file.
& = v 4 [« Software » SoftwareProjects > lconEditor > lcon 3 Test

2B~ HLZALS-
i

& BMPI5H 16W. & BMP.
2B.b

T )
20 |+ [ Feer |

Figure 7.4.18  Select tamagoyaki.bmp.
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1 3) Click the "Build Ico file" button. Then, click the "Close" button.
tamagoyaki.ico will be created.

1 4) Create a sample project named "TestTamagoyaki."
Then, open the resource file "resource.rc" in Notepad.
Caution: The Visual Studio Icon Editor may change the contents of an ICO file. To avoid
unintended modifications, use the Import function or edit the .rc file directly when registering

icons.

Figure 7.4.19 Modify the resource.rc file.

1 5) Change 'IDI TESTTAMAGOYAKI ICON "TestTamagoyaki.ico™ to “"Tamagoyaki.ico".
Delete "IDI_ SMALL". The icon will be displayed when you compile the project.

174 1F) AILTFIH)
J{—2i3 558 TestTamagoyaki X
TestTamagavaki, =27 1.0

Copyrieht () 2026

Figure 7.4.20 A Japanese rolled omelet appeared as the icon.
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1 6) TestTamagoyaki.exe is created in the Debug directory.
Once you compile the application in Visual Studio, Explorer caches the icon, so it remains
displayed as a gift box; however, if you copy the file to a different folder, the .exe icon
changes to a rolled omelet.

Figure 7.4.21  The icon for the TestTamagoyaki.exe shortcut displayed on the desktop.

As shown in Figure 7.4.21, the rectangular area outside the outline of the rolled omelet has a
transparent background.

% x % % x % Another way to do 14)
Caution: The Visual Studio Icon Editor may change the contents of an ICO file. To avoid

unintended modifications, use the Import function or edit the .rc file directly when registering icons.

14 — 1) Try opening the Icon in the Visual Studio Resource View.

L 31— - TestTamagoyaki2
%] TestTamagoyaki2

estTamagoyaki2

4 fm] TestTan

IDI_SMALL
IDI_TESTTAMAGOYAKIZ

Y=Z Trd A 24— (L.

Figure 7.4.22 Icon UY—X

UY-ADEM %
YY-ADES(D: W|
Sl Accelerator —_—
B Bitmap A Uti= HM)...
=% Cursor =
o] Dialeg NAZLC)..

%L : Figure 7.4.23  Adding resources
=l Menu

String Table
Version

Figure 7.4.24 Press "Import" button
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1 4 — 2) Select the "Tamagoyaki.ico" file and click the "Open" button.

N Afi-b

lcon » TestTamagoyaki2 > TestTamagayakiz »

1 4 — 3) IDI_ICONI is added to the resources.
Delete IDI SMALL and IDI TESTTAMAGOYAKI2.

TestTamagoyakiZcpp - @ |y ~ TestTamagoyaki2
4 P TestTamagoyaki2

4o

6ax64, 32 Fyk,

1 4 — 4) Change the Loadlcon ID in the application's class registration to IDI_ICONI.
Also, change IDI SMALL to IDI ICONTI.
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7.5 (Ex.5) Let's create a set of your favorite colors.

It is convenient to set your frequently used colors in a color palette.
Let's gather some colors you are likely to use often.

1) Launch IconEditor and select "Bitmap Edit(E)" from the Tool(T) menu.
Click the "Palette" button to open the color palette.

2) Try gathering seven colors that contain semi-transparent information.
2 — 1) Retrieve color samples from CSS color keywords.
Let's try typing "Brown" into the combo box.

S5 Color keywords

B ]

Figure 7.5.1  Select "brown" from the CSS color keywords.
2 — 2) Click the "Apply" button.

Append color.
Reset history.

Reflect color.

—CS5 Color keywords —

- 1Br0wn ﬂ Apply

Figure 7.5.2 Result of clicking the "Apply" button
2 — 3) Left-click to select the first well (small dish) of the color palette,
then click the "Append color." button.

Color Palette [Original]

App nd color
- Reset history.
Reflect colar,
CSS Golor keywords —— keywords

T T Rl

e 11T

P v v v I I et
Sat, Alpha | Red Greer
Page: ) B 4 5

.JJJJ Favorite set. ‘ Frequent set. |
6 7/8]s 10

I™ Favorite collection mode. ARGB code(AARRGGEE): [FFA52A2A Apply

Figure 7.5.3 "Brown" has been reflected in the first well.
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3) Move the Alpha fader to adjust the transparency. As you do so, the color adjustment well
changes, and a percentage value appears within the watermark, indicating the opacity level.

Append color.
Reset history.
Refiect color.
Cs5 Culor keywords ———

- Brown
[ o [ors ‘ 065 [ 192 [ 85 [ % ‘ a2
AT i A ¥ | AT | T AT | AT i AT |
| Hue | Sat. | Value Alpha | Red ‘ Green | Blue

Figure 7.5.4  Screen showing the edited alpha channel

4) Click the "Append color." button to apply the color to the second well of the color palette.

Color Palette [Original]

Append color.
- - ! izl
Reflect color.
| e
C55 Color keywords —————————
- - - ’7 - - s

0 |n75 |065 |192 ‘165 ‘42‘42

A"lATlATl ATIATlA"l

‘ Hue | Sat. |\c'a|ue | Alpha | Red |Green | Blue

Paage: - 3 ‘ i | ‘ A | = |
Figure 7.5.5 The result of left-clicking the second well to select it
and pressing the "Append color." button.
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5) Repeat the steps up to 4) to collect the colors.

Color Palette [Original]

- -______. Append colar. At histrys
-- R 25% 0% EREHM,, |

= - (55 Color keywords

75% 50% 25% %%%%%%%
50% 25%

f— AYILV]AV]AIVJLY]A VJAV]
[ Hue Sat. | Value | Alpha | Red Green Blue
= [ 2]3]4]5
-JJJJ Favorite set. ‘ Frequent set. ‘
6] 78|90

[ Favorite collection mode. 3RGE code(AARRGGEE): 100000000 Apply

Figure 7.5.6  Edited color palette

6) Set and save a color theme. Select "Color theme" from the "Setting" menu in the Bitmap Editor

(or use the shortcut Ctrl+Shift+T to open the settings screen).

Theme editor of color palette X
Pastel —Theme of Color Palette -
Summer Title:
Biasi
a8 IOriginaI

Path to setting file:

[ J:¥0neDrive¥L ABO¥Software¥Softy

Register

Unregister
Modify

Store

i

Figure 7.5.7 Color theme settings screen
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7 ) Enter the title name, click the "..." button, and specify the .inf filename for the color theme's
color palette.

Theme editor of color palette *
Pastel ~Theme of Color Palette
Summer Title:
Basic
ITamagnyaki

Path to setting file:

¥Icon¥ColorTheme¥Tamagoyaki.inf

A Register
¥ Urregister
Madify
Store

Close |

Figure 7.5.8 Screen where the title name and .inf file name have been set.

8) Click the "Register" button.

Theme editor of color palette *

Qriginal
Pastel —Theme of Color Palette

Summer Title:
Basic

[Ema

Path to setting file:

J1:¥0neDrive¥| ABO¥Software¥Soft

L | Unregister

Modify

Store |
Close |

Figure 7.5.9 A "Tamagoyaki" entry has been created.
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9) Press the "Store" button. If you do not hold down this button

Caution

Overwrites and saves the color palette’s color set
I to the .inf file of the currently selected color theme,

guw | [

Figure 7.5.10 Please note that this will overwrite the currently selected color theme.

1 0) Switching the color theme changes the contents of the color palette.
When you switch themes, the following message appears.

+ Caution

If changing color theme, with left clicking the theme,

I . the current color palette information will be overwritten and lost
with new color theme.,
If necessary, use Store button befor new selection.

Figure 7.5.11 Please note that the color set in the color palette will switch.
Be careful to avoid accidentally overwriting the color you are currently editing.

1 1) You can collect your favorite color sets in "Favorite set."

Check the "Favorite collection mode" box.
Checking this box will deselect the current "Favorite set" selection.

Favorite set.

¥ Favorite collection mode, !

Figure 7.5.12 "Favorite collection mode" switch
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1 2) Let's gather the colors used to draw the rolled omelet.
Select the necessary color, then left-click while holding down the Ctrl key.

Color Palette [Tamagoyaki]

3 :

50% 25(3”0 bkt Reset history,

‘ - 0 0/0 Reflect color, 4‘
. S5 Color keywords

- - 50% 25% I = E| _J"P"'*

0,00 | o.00

75% S0% 25% %%%%%%%
1
50% 25%

= Alev‘av‘A]v‘gr“y“,‘
| Value IA\pha | Red Green | Blue
~ 213145 _

ﬂﬂ ﬂ ﬂ M Favorite set. ‘ Frequent set. ‘

¥ Favorite collection mode, ARGB code(AARRGGEB): 00000000 Apply

_d

Figure 7.5.13  Hold down the Ctrl key and left-click to add a number to the colored
rectangle.

1 3) Uncheck "Favorite collection mode" and press the "Favorite set." button.

Color Palette [Tamagoyaki]

- 'D O/[) bk Reset history,
0 0/0 Reflect color,

€55 Color keywords
- Black Apply

0.00 0.00 |

VA"AYIAYAY‘A"

= -
Vale | Apha | Red | Green | Bie
~ HEEEE _ T
ﬂﬂﬂﬂg I Favorite collection mode. ARGE code(AARRGGEE): [ooooooe A_DDWJ

_d

Figure 7.5.14 They are gathered in the "Favorite set" color palette, arranged according to
their registered numbers.
1 4) To save the settings for this "Favorite set.," simply exit the application while the current color
theme, "Tamagoyaki," is active. To save the settings immediately, click the "Store" button in
the Color theme dialog.
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1 5) To set the primary color, left-click the desired color.
To set the secondary color, right-click the desired color.

Edit Setting

- OG ﬂ Reset history
0 0/0 Refiect color.

S Color keywords -

- ndian Red > Aesly
0.75 285 | 182 [ 192 192

Frequent set. pview

x1 -
™ Favorit\plection modd\ ARGE code(AARRGGEB): Apply
B Plain gray >
—1
‘ Undo
| rcanvas-
REk Resoluton:  |64x64 >

Stack ‘ -

Bitmap File Operation
File path:
ripary:
Saveas Load
\gerond:
0%

Gl @ I 2 = ; .
= ‘ :ﬁe) 1(16, 9) : (AR,G,8) = (00, 00, 00, 0C) Close

Figure 7.5.15 Set the color for the primary color/secondary color.
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7.6 (Ex.6) Editing using Undo/Redo

Although manual, the Bitmap Editor includes Undo and Redo functions.
Please refer to "6.5.3 Stack (Temporary Save) / Undo / Redo."

7.7 (Ex.7) Select a color from CSS color names

Please refer to "6.4.9 CSS Color Keywords (standard color names used on the Web)."
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Appendix Error code, message and their description

Error messages with MessageBox

Error code Title Message Description
E0001 Input error [FullColorPalette] | ARGB code shall be 8 digits in hexadecimal. | The ARGB code must be entered as an 8-digit
(E0001) hexadecimal value. The number of input digits
exceeds 8.
E0002 Input error [FullColorPalette] | ARGB code shall be 8 digits in hexadecimal. | The input contains characters other than 0-9, a-f,
(E0002) or A-F.
E0003 Caution message Color site to append color has not been No destination color slot has been selected yet.
[FullColorPalette] chosen yet.¥nClick the site with left button Please left click the destination slot before
of mouse. (E0003) adding a color.
E0004 Caution message Target palette has not been directed. Select Select a destination palette from pages 1 to 10.
[FullColorPalette] palette in page 1 to 10. (E0004) Favorite Set and Frequent Set cannot be
selected.
E1001 IconEdit.inf creation failure. File path of IconEditor.exe could be too The file name is too long. Use a shorter file
[IconEditor] long. (E1001) name or select a folder closer to the root
directory.
E1002 Caution No more theme can be appended. (E1002) The maximum number of registered themes is
[IconEditor:ColorTheme] 12. Remove an existing theme before adding a
new one.
E1003 Caution No theme to modify. (E1003) There is no theme available to modify. Set the
[IconEditor:ColorTheme] title and INF file path, then click Register.
E1004 Caution Select Theme to modify. (E1004) Please select a theme to modify.
[IconEditor:ColorTheme]
E1005 Error [IconEditor] Failure to create message list box. (E1005) Failed to create the message area.

Error message on message arca

Error code Message Description

E2001 This file is the type which cannot embed to This file type cannot be embedded into an icon file.
ICON file. (E2001)

E2002 Failed opening file.%lu(E2002:0x%081X) Failed to open the file. The displayed code is the value returned by GetLastError.

E2003 Could not allocate working Failed to allocate working memory. The displayed code is the value returned by
memory.%Ilu(E2003:0x%081X) GetLastError.

E2004 Could not operate working Failed to access or operate on working memory. The displayed code is the value
memory.%lu(E2004:0x%081X) returned by GetLastError.

E2005 Failed reading file.%lu(E2005:0x%081X) Failed to read the specified file. The displayed code is the value returned by

GetLastError.

E2006 This file is not bitmap file.(E2006) The selected file is not a valid bitmap file although it has a .bmp extension.

E2007 Failed to allocate BMP memory for Failed to allocate bitmap memory for the icon image. The displayed code is the
ICON.%Iu(E2007:%081X) value returned by GetLastError.

E2008 Failed to lock BMP memory for Failed to obtain the bitmap memory pointer for the icon image. The displayed
ICON.%Iu(E2008:0x%081X) code is the value returned by GetLastError.

E2009 Unsupported file : ~ (E2009) The selected file type is not supported for embedding into an icon file.

E2010 Reading failed.~(E2010:0x%081X) Failed to read the icon file to be analyzed.

E2011 Selected file is not an icon file(E2011) : ~ The selected file is not an icon file.

E2012 Failure for BMP creation. (E2012) Failed to create a bitmap file extracted from the icon.

E2013 Failure for PNG creation.(E2013) Failed to create a PNG file extracted from the icon.

E2014 Selected file could not be opened. (E2014) Failed to open the file specified for bitmap analysis.

E2015 File size of selected file could not be Failed to obtain the file size of the selected bitmap file.
gotten.(E2015)

E2016 Memory for loading file image could not be Failed to obtain a memory pointer for the bitmap analysis file image.
locked.(E2016)

E2017 Failure to read selected file. Failed to read the bitmap analysis file. The displayed code was obtained from
Error(E2017):%081X GetLastError.

E2018 IconFile name(E2018):~ could not be Failed to open the selected icon file for analysis.
opened.

E2019 File size could not be gotten.(E2019) Failed to obtain the file size of the selected icon analysis file.

E2020 Failure to get internal information Failed to obtain internal working memory.
handle.(E2020)

E2021 Failure to get pointer of internal Failed to obtain a pointer to the internal working memory.
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Error code Message Description

information.(E2021)

E2022 Failure to get working memory to analyze Failed to allocate working memory for storing the icon file image.
icon file.(E2022)

E2023 Failure to lock working memory to analyze Failed to obtain a pointer to the working memory used to store the icon file image.
icon file.(E2023)

E2024 Image size is 256x256, but it's not PNG The image size is 256x256, but the file does not contain a valid PNG signature.
data.(E2024)

E2025 Failure to correct pixel order.(E2025) Failed to reorder pixels while loading the bitmap image.
(Bottom-up to raster)

E2026 Unsupported BITMAP file(E2026) : This bitmap format is not supported by the Bitmap Editor. Try converting the
biBitCount=%u bitmap format.

E2027 Failure to get file name for saving icon Failed to obtain the output icon file name.
file.(E2027)

E2028 Supporting just 32-bit BGRA bitmap Only 32-bit BGRA bitmap images are supported.
only.(E2028)

E2029 Couldn't allocate enough memory for sorting | Failed to allocate sufficient memory required to rearrange pixels into bottom-up
data. (E2029) format.

E2030 Couldn't get memory pointer of allocated Failed to obtain a memory pointer for the allocated buffer.
buffer.(E2030)

E2031 Unsupported PNG file.(E2031) The file extension is .png, but the PNG signature does not match.

E2032 Unsupported size for PNG file.(E2032) Unsupported PNG image size. Only 256x256 PNG files are supported.

E2033 Failed memory operation for embedding Failed to create the icon image in memory. The number shown is the GetLastError
image data.%lu(E2033:0x%081X) code.

E2034 Failure to open file (E2034) : ~ Failed to open the source file for conversion.

E2035 File size of ~ was unavailable.(E2035) Failed to obtain the file size of the source file for conversion.

E2036 Failure to allocate memory.(E2036) Failed to allocate working memory required to load the source file.

E2037 Failure to lock memory for source file Failed to obtain a pointer to the memory used to store the source file image.
image.(E2037)

E2038 Failure to read source bitmap file.(E2038) Failed to read the source file.

E2039 This file is not a bitmap file (E2039) :~ The source file is not a bitmap file.

E2040 16bit color bitmap is not supported.(E2040) 16-bit color bitmaps are not supported because multiple incompatible formats

exist and cannot be reliably identified.

E2041 Failure to construct ARGB bitmap.(E2041) Failed to create an ARGB bitmap image.

E2042 Failure to create output file.(E2042) Failed to create the output file.

E2043 Falure to lock converted bitmap image Failed to obtain a pointer to the memory storing the output file image.
memory.(E2043)

E2044 Failure to write converted bitmap image to Failed to write the converted bitmap image to the output file.
file.(E2044)

E2045 Failure to allocate necessary Failed to allocate the required destination memory (conversion from BitCount=1).
memory.(E2045) Size=%lu

E2046 Failure to lock memory for converted bitmap | Failed to obtain a pointer to the converted bitmap image memory (conversion
image.(E2046) from BitCount=1).

E2047 Failure to allocate necessary Failed to allocate the required destination memory (conversion from BitCount=4).
memory.(E2047) Size=%lu

E2048 Failure to lock memory for converted bitmap | Failed to obtain a pointer to the converted bitmap image memory (conversion
image.(E2048) from BitCount=4).

E2049 Failure to allocate necessary Failed to allocate the required destination memory (conversion from BitCount=8).
memory.(E2049) Size=%lu

E2050 Failure to lock memory for converted bitmap | Failed to obtain a pointer to the converted bitmap image memory (conversion
image.(E2050) from BitCount=8).

E2053 Failure to allocate necessary Failed to allocate the required destination memory (conversion from
memory.(E2053) Size=%lu BitCount=24).

E2054 Failure to lock memory for converted bitmap | Failed to obtain a pointer to the converted bitmap image memory (conversion
image.(E2054) from BitCount=24).

E2055 Failure to allocate necessary Failed to allocate the required destination memory (conversion from
memory.(E2055) Size=%lu BitCount=32).

E2056 Failure to lock memory for converted bitmap | Failed to obtain a pointer to the converted bitmap image memory (conversion
image.(E2056) from BitCount=32).

E2057 Can't create log file.(E2057) Failed to create the log file for the message area.
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Conclusion

Thank you for reading this far.

I hope this software proves useful for your work and creative activities.
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Edit History

First Edition Oct. 2026
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