Documentation for the interface to the editor window


Description


The editor window is for working with individual graphics. It gives access operations that can be used to modify the graphics - via clipboard and file operations.


The appearance of the window depends on the contents and ‘read-only’ state. If the open graphic is a MipMap then there are usually more menu actions available then if it is some other kind of graphic. Below is an explanation of those actions that may be a bit confusing.


The menus


The file menu


When an editor window has focus, the file menu works on the graphic in the editor window. The save as operations let you save the graphic to disk in either graphic or bitmap format. If you are saving a MipMap to disk as a bitmap image, the submip with the highest resolution of the visible are saved. The load operation lets you load a graphic. Close closes the editor window.


Import


The following was not implemented in version 1.5 but will most likely be available in the next release of MipDip


The import action lets you interface with Image Alchemy to perform high quality scaling, dithering and palette matching with a number of different high color file formats. It opens op a dialog box, that are used for the actual import/preview actions. This option requires that you have a copy of Image Alchemy - either the full or demo version.


Update


The update operation is only meaningful if the editor window has been opened from within a library file. It refreshes the contents of the library file; commit the changes you may have made.


The Edit menu


The edit menu gives you access to operations that can be use to modify the contents of the current graphics.


Copy


Copy copies the graphic to the clipboard in either graphic or bitmap format. The graphic format should be used when you wish to copy and paste with in MipDip. If you wish to transfer the graphic to some other application, you can use the “copy as bitmap” operation. This will copy the graphic as a bitmap to the clipboard. When working with MipMaps, the submip with the highest resolution of those that are visible are copied to the clipboard.


Note that this copy does not contain palette information.


Paste


The paste command will let you paste the contents of the clipboard into the graphic. If you paste a bitmap or non-MipMap into a MipMap, a dialog will show, asking in which MipMap you want to place the graphic, or if you want to replace the graphic with a flat. If you paste a MipMap into a flat, a similar dialog will show.


Resample


MipMap only.


This will resample the MipMap using only 256 color palette information. It is only meant for ‘quick’ testing of new textures - since the antialiasing effect obtained this way is very small compared to a true dithering/palette match process.


MipDip 1.01 used a resample that actually calculated the mean of neighbor bits, using the palette information. This version uses a faster but even less accurate model (I don’t know the details of the resampling operation, since it is a standard Windows API call that does it.). For true resampling, scaling from high color graphics should be performed in a paint program of your choice.


Properties


This will allow you to change the size and other properties of the graphic.


The View menu


The View menu lets you choose between different ways to see the graphic. You can use the zoom commands to zoom between 1 and 8 times the actual resolution. The tiled command let you see the graphic as a repeated pattern. (For MipMaps, the submip with the highest resolution is used for tiling). The refresh command refreshes the display - if this is ever needed. The properties command let you change various default values for the editor window.


