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Getting Sarted

Using Help

These Help files are organized primarily based on the menu structure in UltraEdit / UEStudio. To
the left you should see the following major headings:

Getting Started
Menus/Toolbars

Menu Summary

* Compiler Configuration
* CVS Support

FAQ

License Agreement

Sales and Support

The Getting Started section (of which this is the first document) contains useful information to get
you up and running quickly and editing text in UltraEdit.

The Menu Summary section may be expanded by double-clicking and consists of information
regarding the commands presented in the menus in UltraEdit. Each menu heading (File Menu,
Edit Menu, etc.) may be expanded by double-clicking and each topic below the menu headings
may be opened by clicking on the topic title in the list. You can also collapse a section heading
by double-clicking on it.

The FAQ section includes some of the more common questions asked regarding UltraEdit's
functionality and usage.

The License Agreement section includes both the registered and unregistered license
agreements for UltraEdit-32.
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The Sales and Support section includes information regarding technical support and purchasing
UltraEdit-32.

* Please note: These features are only supported in UEStudio, and not in UltraEdit-32.

Blocking Text -

In Column Mode the operation of the editor is changed for selecting text. When Column Mode is
selected highlighted text is based on the character column position of the first character selected
to the column of the last character of text selected. Text selected in this mode does not
automatically include all text between the start and end position, but includes all text in the
columns between the first and last character selected. Column Mode editing is sometimes
referred to as block mode editing as the act of selecting text forms a rectangle.

ClassViewer =

The ClassViewer in UEStudio may be invoked by clicking on the Jump to ClassViewer button in
the Intellitip toolbar

B B =i

or by clicking on the Tags tab of the Workspace Manager
vig Tags |_-;'| Fesz | I Files

This will cause a parsed representation of the active project to be shown.

=7 Chddret
= CAddRet (CWnd* pParent = MULL)
= CAddret (CWnd* pParent)
'—F DaoDataExchange (CDakaExchange® pDE)
@ m_Calumnfum
@ m_seWindow
'—F CriZhangeCalurmn ()

The items shown in the Workspace Manager under the Tags pane replace Ctags in UEStudio.
Double-clicking on one of these items will open the associated project document.

|Symbo| ||Meaning |
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= @ Struct

-4 Class

=8 Globals Folder

=37 Global Miscellaneous
Folder

& Functions ||Global Functions Folder

+-I7#) Labels ”Global Labels Folder

CH) Macros ”Global Macros Folder

(& Variables HGIobaI Variables Folder

E |
= |
= |
R B |
[E INamespace |
|-@ |[Enum Value |
| @ |\Variable |
| e ||Protected Variable |
| g? ||Private Variable |
| ¢ ||Global Variable |
| =% ||Function |
| W HProtected Function |
| ¢ ||Private Function |
Nf Typedef
[ IMacro |
Code Folding == ==

Code folding, implemented in UltraEdit-32 v11.00 and UEStudio, works in conjunction with
the Hide/Show Lines feature of previous versions.

There are two configuration options under the Code Folding branch under Configuration in the
Advanced menu that determine whether or not code folding and hiding/showing lines is
supported in UltraEdit: Enable show/hide lines and code folding and Enable show/hide lines for
non syntax highlighted files.

Enable show/hide lines and code folding
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If this option is selected under Configuration then the Hide/Show Lines command may be invoked
via the View menu option. Selection of this configuration option also enables code folding and a
small gutter will be visible between the line numbers and the edit window where the symbols used
for code folding ("+" and "-") will be displayed. By default code folding will operate on any strings
(whether characters - "{, }" - or words - "if, endif") defined in the active wordfile as /Open Fold
Strings or /Close Fold Strings. Please see Syntax Highlighting for further information on fold strings.

If a"+" or "-" is displayed in the folding gutter the folding state of the referenced code may be
toggled by left-clicking on the folding symbol in the folding gutter. For example, in the following
code:

Z76 unsigned int len;
2774 4
286}

clicking on the "+" would expand the collapsed code. Clicking on the "-" below:

za5[] ¢

Z96 unsigned int i, j:

97

Z98 for (i =0, 3 = 0; 3 < len: i++, j += 4}

239 output[i] = ((UINT4)input[j]l) | ({({UINTZ)input[j+1]) << S) |
300 [ (UINT4) inpuc[j+2]) << 16) | (((UINT4)inpuc[j+3]) << Z4):
301 b

30z

a2 % MNote: Replace "for loop™ with standard mwemcpy if possikble.
304 wy

305 static wvoid MDS memcpy iDutpuk, input, len

306  POINTEER output:

307 POINTER input:

302 unsigned int len;

would collapse the expanded code.

There are two code folding options that may be selected from the View menu: Expand
All and Collapse All.

Expand All

4
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When this command is invoked from the View menu, all blocks in the active file bounded

by Indent/Unindent Strings defined in the active wordfile would be expanded. If text is selected
this will affect only the selected region. If no text is selected this command will operate on the
whole of the active file.

Please note: When this command is invoked, strings hidden using the Hide Lines command will
be expanded as well as folded sections of code.

Collapse All

When this command is invoked from the View menu, all blocks in the active file bounded by
the Indent/Unindent Strings defined in the active wordfile would be collapsed. If text is selected
this will affect only the selected region. If no text is selected this command will operate on the
whole of the active file.

Enable show/hide lines for non syntax highlighted files

If this option is selected under Configuration then the Hide/Show Lines command may be invoked
via the View menu option even on files that have no syntax highlighting (e.g. on standard text
files). The advantage here is that lines that have been hidden using the Hide/Show

Lines command will be indicated by the "+" in the folding gutter. If this option is not selected
under Configuration, text may not be hidden in non-highlighted files and the folding gutter will not
be displayed.

Creating Your First Application =

It's easy to Create, Build, and Run an application from within UEStudio! First, click on
the Project menu and select Project Manager.
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1IM Build Solution  Wiew  Formak

%) Mew Projectfwiorkspace i

_}' Cpen Projeck'Workspace

i_ _, Close ProjectWorkspace -
I i
Z | =] Project Settings 3
Lt i
Add To Project »
= 11
i Insert L
1 1E
-1 Back Up Project/"Warkspace it
ne Restore ProjeckWorkspace -
TIE £
=1 Project Converter... T
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ot Project Manager... =F
o3 £
] YS 3

Create CTAG File
Ckag Options. ..

Ar

Next, click on the Create button in the Project Manager dialog and select Using Templates from
the context menu.

Project

Empty

IJsing Templates

Select a compiler from the Compilers pane [1] in the New Project dialog. (Please note: You must
have the compiler you select here installed on your system in order to invoke it from within
UEStudio). Then select the type of application you want to create from

the Templates pane [2]. Once you've selected the application template, type a hame for your
project in the Project Name text field [3] and specify the Location [4] or path where you want this
project created, and click the Create button [5].
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Mew Project E'

Compilers: Templates:

Irmagecraft Compiler ”

Inprize C++ Cornpiler T ok | r%ﬂ

Intel C++ Compiler

Java Compiler Conzole Dialog Dynamic-Link,

K.l CA1 Compiler Application Application Library

EPIT GHMUSH Compiler

Lazy Azzembler Dser e

Lo win32 Compiler Iif) defined =] 2

Micro C Cannpil —

M:E:Echipuglg::?;piler Static Library  User Defined | ‘Windows

Micrazaft MET Template & pplication

Microzoft MASMIZ Camnpiler 1

b icrosnft Cloick napile

icrozoft Wisual C++ Compiler =
Froject Mame: |Mj,lFirst.-'l'-.pp 3 | [ Create ]
Location: |I::"-.Team'| “Development 4 | [ Browze ] [ Cancel ]

Once you press the Create button, UEStudio will launch the Windows Application Wizard dialog
where you can specify the general framework of the application you wish to create. Please
note: The example below was created with the Microsoft Visual C++ Compiler and the Windows
Application template. The options presented in the Application Wizard will be compiler and
template specific.
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Windows Application Wizard

Application

Copyright: |D:|p_l,lright 2 2005 1DM Cormputer Solutions

[+ Create Toolbar
[v Create Status Bar

M ainwindowClass

Clazz name: |MyFir$tﬁ.ppEIa$$

Clazs extra; 0 Window extra; i
[~

Bocolor:  |COLOR_APPWORKSPACE

Clazs styles
v C5_WYREDRAMW
[+ C5_HREDRAW
[ CS5_DBLCLES
[ CS_OwWNDC
[ CS5_CLASSDC

[ C5_BYTEALIGMCLIEMT
[ CS_BYTEALIGMWINDOW
[ C5_PAREMTDC

[~ CS_MOCLOSE

[ C5_SAVEBITS

[ C5_GLOBALCLASS

Toolbar Buttons

v NEW v PRIMT v CUT
v OPEM v FRIMT PREVIEW v COFY
v SAWVE [ PROPERTIES v PASTE

b airtf indio

Title: |M_','Fil$l.":".p|:l

v Save Mainwindow position

Wwindow styles

v WS _CAPTION [+ "wWS_THICKFRAME

v S _STSMEML [ wS_DLGFRAME

v wfS_MIMIMIZEB D [ wWS_MIMIMIZE

v S MARIMIZEB D [ WS_MARIMIZE

v wS_CLIPCHILDREM v w'S_VISIBLE

v WS _CLIPSIELINGS I+ 'wS_BORDER

[ wS_HSCROLL [ wWS_WSCROLL
Extended styles

[ wW5_Ex_TOPMOST [ wW5_Ex_LAYERED

[ wS_Ex_APPWINDDW [ wWS_Ex_LEFT

[ wW5_Ex_ACCEPTFILES | wWiS_EX_RIGHT

[ WS_Ex WINDOWEDGE

[ wWS_Ex DLGMODALFRAM

[ DELETE [ FIND

[~ UNDD | REPLACE

[~ REDD [+ HELF

Create

Registry: |5 oftwaretLocal Appwizard-Generated Applications

Cancel

i

X)

Select the desired options and press the Create button to finish creating your first project and

application!

Now it's time to Build your application and you can do this by simply pressing the Build button in

the Build toolbar:

[LE
LI

@’ ;J D Ebug Iﬁl 10401 ? ﬂ

v

=

UEStudio will present the Compiler Options dialog and pressing OK will build your first
application! Please note: The options shown below are based on the selected Microsoft Visual
C++ Compiler. The options presented in the Compiler Options dialog will be compiler-specific.




Compiler Options - [MyFirstApp]

29 DevShudio | [6.0]
E&! Target | [MyFirstipp EXE]
[} DEFAULT RUN CONFIGURATION

B Wwiorking Directony 1]

E&! Comrnand Line Arquments | [MyFirstipp EXE]
[} COMPILER OPTIONS

E& WwWarning Level | [3)]

& Link with | [MD]

E& Machine | [I8E6]

E&! Optimization | [zpeed]

E& Proceszor | [blend]

B! Calling Corveention | [__cdecl]

E&! Exception Handling | [enable]

& RTTI | [dizable]

£ b

Providesz a zpace for you to specify an version of compiler pau want to
LizE.

Compiler: Microsoft Yisual C++ Compileriwindz2

L

W

Debug Directony: Releaze Directon:

Debug Relzaze

Getting Started

UEStudio will build and parse your new application and the Output Window will indicate when the
build is complete and list any errors encountered during the build:

CL /nologo /W3 /G /MDA /Gw /ZI fO04d /FD /GE /D "WIN3Z" /D " DEEBUG

MyFirstipp.cpp
RBC /foMyFirstlippRC.res .. \MyFirsthppRC.rc

LINE /WOLOGO AMACHIMNE:IXSs SSUBSYSTEM:WINDOWS AOUT:MyFirscipp.EEE

MyFirstlipp.EXE - 0O errori(s), 0 warningl(s)

Now that the application is built, all that's left to do is Run the application! You may do this by

pressing the Run button in the Build toolbar:



UltraEdit-32/UEStudio Help

+-E

|@ @oeous v DEE L] R F

UEStudio will launch your newly created and built application!

(' MyFirstApp

File Edit Miew Help

sl IE AR R

Please note: Once you've reached this point the menus and toolbar buttons (if included in the
application you've created and built) are not actually functional. The framework has been created,
but functionality has to be programmed additionally. Double-clicking on the associated source file
in the Workspace Manager will open the source file in UEStudio so that further functionality may
be added.

I x| | MyFirstipp.cpp ]
PfDiECt DFIEFI EHI:I'E ﬁllllllll1II:IIIII|IIIEII:IIIII|III3II:IIIII
MrFirstApp 1 finclude "MyFirstipp.h™
EI Header Files z #include "resource.h”
#-IC5 Resource Files <
EIE,'I‘ Source Files 4 /% add comoon controla library +F
. MyFirstApp . cpp & #ifndef  EORLANDC
& #Hpraomwa comrent [ lib, "comotl3ET )
7 fHendif
g
9 HIN3STANCE hInstance = NULL: i
10  HWND hMainWindow = MNULL:; i
11  HWWND hChildWindow = NULL: i
1z HUND hToolbar = NULL: i
12 HWHND hStatusEBEar = MNULL: i
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Cursor Arrows (Cursor Movement) ==

The "up", "down", "right" and "left" arrows will move the cursor one character or line as indicated.

Holding down the CTRL key while using the "left" or "right" cursor arrows will move the cursor left
and right to the beginning of the previous/next word.

Holding down the CTRL key while using the "up" or "down" keys does not affect the cursor
position, but moves the text within the editor window up or down respectively. If the text is moved
enough for the cursor to meet the upper or lower edge of the editor window the cursor will then
move from line to line as it does when normally using the "up" and "down" arrows.

Holding down the ALT key while using the "left" or "right" cursor arrows will move the cursor to
the beginning of the previous/next paragraph.

Drag and Drop Editing ==

UltraEdit supports dragging and drop editing using the mouse.

Drag and drop editing allows the user to select text in the normal manner and then copy or move

the selected text by dragging it to a new location with the mouse. No keyboard interaction is
required.

Initially the user selects text in the normal manner. Once text has been selected, the user may
click the primary mouse button (usually the left button) on the selected text, at which time the
mouse pointer changes to a pointer with a small dotted rectangular box at the bottom of the

pointer. This pointer indicates you are in the drag and drop editing mode and may drag the
selection to a new location.

While keeping the primary mouse button down the selected text may be dragged to a new
location. As you move the mouse the cursor will follow the mouse and the cursor indicates the
new position of the text if you stop pressing the mouse button (and "drop” the text).

11
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The user may even drag the text from one file to another within UltraEdit. If the mouse is
positioned over a different file within UltraEdit, that file will become active and the text may be
dropped into that file at the cursor position shown.

At any time, pressing ESCAPE will cancel the drag and drop mode.

Additionally, instead of moving the text being dragged it may be copied to a new location. If at
any time while in the drag and drop mode the CTRL key is pressed and held the mouse pointer
changes to have a small '+' symbol beside it indicating the text will be copied to the new location
indicated by the cursor and also remain in the original position.

Drag and Drop editing is supported in normal, Hex and Column editing modes.

Drag and Drop Files =

UltraEdit supports dragging and dropping files from the File Manager into an open session of
UltraEdit. Files may be selected from the File Manager (multiple files may be selected) and
dragged into the UltraEdit window. If the mouse button is released with the mouse over UltraEdit
the files selected will automatically be opened for editing with UltraEdit.

File Tree View Interface =

UltraEdit-32 v11.00 (and UEStudio) feature an enhanced File Tree View. Visibility of the File
Tree View may be toggled by selecting File Tree View from the Views/Lists submenu of the View
menu or by pressing Ctrl+U.

Project | Open | Explarer
Ep &
=
Q (BY
Q E:

9

T E-E-E-E

Users may toggle between a listing of Project, Open, and Explorer display modes.

12
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Project mode: displays all files and folders in the active project with the project name listed at the
top.

If no items are selected in the File Tree View in Project mode or if only the project name is
selected the following items are shown in the context menu:

|Exp|ore ||opens Explorer to active project directory |

Refresh updates the project information (committing the changes) and
refreshes the project list

|Add Folder ||presents New Folder dialog |

|Add Active File ||adds file currently open in the edit window to the active project |

|Add All Open Files ||adds currently open files to the active project |

Add Files to Project||presents Open dialog for specification/selection of file(s) to be added
to project. If no subfolders are selected in the included dropdown
file(s) will be added to the root of the project.

Open File in presents Open File(s) in Project dialog
Project

| * Compiler Options||presents Compiler Options dialog |

|Settings ||presents Project Settings dialog |

If a folder or file is selected in the File Tree View under Project mode the following items are
shown in the context menu:

|Open ||opens selected file/folder in active project |
|Exp|ore ||opens Explorer to selected file/folder directory |
Remove from removes the selected file/folder from the active project

Project

* Add to presents the Add/Modify Environment Variable dialog

Environment

Open mode: displays all currently open files.

The context menu in Open mode includes the following items:

13
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|Close File ||c|oses selected file(s) |
|Print File ||prints selected file(s) |
|Save File ||saves selected file(s) |
Tile Windows horizontally tiles all open files

Horizontally

Tile Windows vertically tiles all open files

Vertically

Make Folder Active ||sets active file path to path of currently selected file

File Path

Explorer mode: displays File Tree View for local/network drives and removable media.

The context menu in Explorer mode includes the following items:

|Refresh ||updates listing of all hard drives and removable media |
|Set Filter ||presents File Filter dialog |

UEStudio Interface

UEStudio includes three additional tabs at the bottom of the File Tree View that are not present in
UltraEdit-32.

“t¢ Tags | Fal Res| [ Files

When the * Files tab is selected the three default tabs at the top of the display are active and
selectable. In UEStudio the Project, Open, and Explorer modes display files/modules with small
colored squares that indicate their status in relation to the CVS repository.

|Co|or ||Meaning |
|Green ||fi|e/modu|e is up-to-date and unmodified |

14
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|Blue ||fi|e/modu|e is not currently under CVS control

[Yellow |(file/module is modified

|Red ||fi|e/modu|e contains a conflict

When the * Res tab is selected the resources for the active project are listed. If a folder is
selected in the File Tree View under Resource mode the following items are shown in the context

menu:

|Save Resources

||saves modified resources in the active project

Insert inserts a copy of the selected resource folder into the active project
below the selected resource folder

Import presents File Open dialog from which the item to be imported may be
selected

Editor presents Resource Editors Configuration dialog where users may

Configuration specify paths for Bitmap Editor, Icon Editor, or Cursor Editor

If a file is selected in Resource mode right clicking in the File Tree View presents the following

context menu:

Open

opens the selected Data, Dialog or Menu resource for editing. If

a Bitmap, Cursor, Icon or Toolbar resource is selected, the associated
editor will be invoked. If an Accelerator or String Table resource is
selected the Accelerators dialog or Strings dialog will be presented to
allow editing of the selected resource.

|Open Binary Data ||opens the selected resource in binary/HEX mode

|Remove Resource ||removes the selected resource from the active project

|Save Resources

||saves modified resources in the active project

Insert Copy inserts a copy of the selected resource into the active project below
the selected resource

Insert presents Insert Resource dialog from which users may choose to
insert one of the following items: Accelerator, Bitmap, Cursor, Dialog,
Icon, Menu, Toolbar, Version, Font, Html

Import presents File Open dialog from which the item to be imported may be
selected

Editor presents Resource Editors Configuration dialog where users may

Configuration specify paths for Bitmap Editor, Icon Editor, or Cursor Editor

15
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When the * Tags tab is selected classes, structs and other symbols defined inside the project
workspace are displayed. Below these items globals (Functions, Labels, Macros, and Variables)
will be listed as well. If you double-click on a displayed symbol, the appropriate source file will be
opened and the line where the symbol is defined/declared will be positioned to. In UEStudio this
interface replaces the Ctags mechanism used in UltraEdit-32.

If a tag is selected right clicking in the File Tree View presents the following context menu:

|Go To Definition ||opens file where symbol is defined to the line where definition occurs

Find Symbol in lists occurrences of symbol in active document in the output window
Active Document

Find Symbol in lists occurrences of symbol in active project in the output window
Project Files

* Please note: These features are only supported in UEStudio, and not in UltraEdit-32.

Home and End keys (Cursor Movement) =

The "Home" key moves the cursor to the beginning of the line the cursor is on. Holding down the
CTRL key while using the "Home" key moves the cursor to the beginning of the document.

The "End" key moves the cursor to the end of the line the cursor is on. Holding down the CTRL
key while using the "End" key moves the cursor to the end of the document.

Insert/Overstrike Modes =

UltraEdit allows editing in both insert and overstrike modes. The mode of operation is indicated in
the status bar at the bottom of the UltraEdit window. The insert/overstrike mode is changed with
the INSERT key. The mode is toggled when the INSERT key is pressed.

If insert mode is selected, the second area of the status bar is clear; if overstrike mode is selected,
the second area of the status bar shows 'OVR'.

16
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Insert mode causes a key to be inserted into the document at the position of the cursor.
Overstrike mode causes the character immediately to the right of the cursor to be overwritten by
the new character.

If the editor active window is in Hex mode the active window is always in overstrike mode. To
insert text in Hex mode, use the Hex Insert/Delete command from the Edit menu.

Inserting Special Characters =

Special support has been added to UltraEdit to allow characters not supported on American
keyboards to be easily inserted. These are as follows:

|CtrI+Shift+a ||Inserts a character |
|CtrI+Shift+A ||Inserts A character (Caps Lock on) |
|CtrI+Shift+o ||Inserts 0 character |
|CtrI+Shift+O ||Inserts O character (Caps Lock on) |
|CtrI+Shift+u ||Inserts U character |
|CtrI+Shift+U ||Inserts U character (Caps Lock on) |
|CtrI+Shift+s ||Inserts 3 character |
|CtrI+Shift+S ||Inserts 3 character (Caps Lock on) |

It is also possible to insert any character listed in the ASCII Table in the View menu by holding
down the ALT key while typing in the four digit decimal value of the character on the numeric
keypad. For example, "¢," may be inserted by holding down the ALT key while typing "0191" and
"/E" may be inserted by holding down the ALT key while typing "0198".

Keyboard Commands =

UltraEdit allows the use of keyboard commands for a number of commonly used features. The
keyboard commands are listed below:

F1 ||He|p ||Show UltraEdit Help |

17
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|Shift+F1 ||Context Help ||Invoke the context help |

|CtrI+N ||Fi|e New ||Create a new document file |

|CtrI+O ||Fi|e Open ||Open an existing document file |

Ctrl+Q File Quick Open Open an existing document file
without showing the File Open
dialog

|CtrI+F4 ||Fi|e Close ||Close an existing document |

|CtrI+S ||Fi|e Save ||Save the active document |

F12 File Save As Save the active document as a
new file

|CtrI+P ||Fi|e Print ||Print the active document |

Ctrl+X Edit Cut Cut text from active document into
the clipboard

Ctrl+C Edit Copy Copy text from active document
into the clipboard

Ctrl+V Edit Paste Paste text from the clipboard into
the active document

Ctrl+0-9 ||[Edit Select Clipboard ||select active clipboard |

|CtrI+A ||Edit Select All ||Se|ect All text in active document |

|CtrI+Z ||Edit Undo ||Undo last action if possible |

Ctrl+Y Edit Redo Reverse last Undo action if
possible

Ctrl+J Edit Select Word Select the current word (same
as double click)

|CtrI+E ||Edit Delete Line ||De|ete line cursor is on |

|CtrI+F11 ||Edit Delete to Start of Line ||De|ete from cursor to start of line |

|Ctr|+F12 ||Edit Delete to End of Line ||De|ete from cursor to end of line |

Ctrl+w ||Toggle Word Wrap [ Toggle word wrap on/off |

|F7 ||Edit Insert Time/Date ||Insert time/date at cursor |

|AIt+F3 or Ctrl+F ||Find ||Find a character string |

Ctrl+F3 Find Prev Repeat last find toward beginning
of file

|F3 ||Find Next ||Repeat last find toward end of file |

|CtrI+B ||Match Brace ||Find matching brace (,[,{ or },],) |

Ctrl+R Replace Find and replace a character string
with another

Ctri+G Goto Goto the specified line (or HEX
address)

|CtrI+U ||Fi|e Tree View ||Togg|e File Tree View |

|CtrI+F8 ||Tag List ||Togg|e Tag List |

Ctri+T Reformat Paragraph Reformat the current paragraph or
selected text

|CtrI+F5 ||Format to Lower ||Convert selected text to lower case|

18
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Alt+F5 Format to Upper Convert selected text to upper
case

F5 Format Capitalize Capitalize first character of each
word in selected text

Shift+F5 Format Invert Case Invert case of all characters in
selected text

|CtrI+K ||Edit Spell Check ||Invoke the spelling checker |

|AIt+C ||Co|umn Mode ||Togg|e column/block mode on/off |

Ctrl+Backspace

Delete previous word

Delete the word preceding the
cursor

Ctrl+Delete Delete next word Delete the word following the
cursor

Ctrl+l Insert Literal Character Insert a literal character at cursor
position

|INS ||Insert/Overstrike Mode ||Togg|e insert/overstrike mode |

|CtrI+H ||HEX Edit ||Togg|e HEX editing mode |

Ctrl+D HEX Insert/Delete Insert or delete characters in HEX
editing mode

|CtrI+F2 ||Set Bookmark ||Togg|e bookmark on/off |

|F2 ||Goto Bookmark ||Got0 next bookmark |

|Ctr|+M ||Macro Play ||Replay a macro |

Ctrl+L Macro Play Multiple Times Replay a macro the specified
number of times

Ctrl+F6 Next Window Make next document window
active

Ctrl+Shift+F6 Previous Window Make previous document window
active

|Alt+F4 ||Exit UltraEdit |[Exit UltraEdit |

Alt+0-9 or Shift+Alt+0-
9

Insert Template

Insert user-defined template

|F9 ||DOS Command ||Run DOS window command |

Ctrl+F9 Last DOS Command Repeat last DOS window
command

|F10 ||Run Windows Program ||Run Windows Program |

Ctrl+Shift+A Inserts & character (As ANSI or ASCII based on the

font)

Ctrl+Shift+A (Caps
Lock on)

Inserts A character

(As ANSI or ASCII based on the
font)

Ctrl+Shift+O

Inserts 6 character

(As ANSI or ASCII based on the
font)

Ctrl+Shift+O (Caps
Lock on)

Inserts O character

(As ANSI or ASCII based on the
font)

Ctrl+Shift+U

Inserts U character

(As ANSI or ASCII based on the
font)

|Ctrl+Shift+U (Caps

|lInserts U character

||(As ANSI or ASCII based on the
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|Lock on)

[[font) |

Ctrl+Shift+S

Inserts B character

(As ANSI or ASCII based on the
font)

Ctrl+Shift+S (Caps
Lock on)

Inserts R character

(As ANSI or ASCII based on the
font)

Ctrl+Up Scroll Up Scroll up one line keeping cursor in
view

Ctrl+Down Scroll Down Scroll down one line keeping
cursor in view

F4 Change Focus Toggle focus between active file
and Tree View if visible

|F8 ||Disp|ay Function List ||Disp|ay Function List |

Alt+Right Next Paragraph Position cursor at first non-space
character of next paragraph

Alt+Left Previous Paragraph Position cursor at first non-space
character of current paragraph (if
positioned mid-paragraph) or
previous paragraph

Alt+Page Up Top of Window Position cursor at beginning of first

line of display

Alt+Page Down

Bottom of Window

Position cursor at beginning of last
line of display

Alt+'-' (numeric
keypad only)

Scroll to Top

Position active line at top of
window

Alt+'+' (numeric
keypad only)

Scroll to Bottom

Position active line at bottom of
window

Alt+'center' or Alt+'5'
(numeric keypad only)

Scroll to Center

Position active line at center of
window

Ctrl+'1' (numeric
keypad '1' only)

End of previous word

Position cursor at the end of the
previous word

Ctrl+'2' (numeric
keypad '2' only)

End of next word

Position cursor at the end of the

next word

Output Window

UEStudio supports a tabbed output window with four different tabs allowing output to be written
and stored separately without overwriting the results of previously run functions.
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The advantage of this is that multiple functions may be executed and the dynamically generated
output of these functions may be stored separately for future reference (during the active editing
session). All output will be written to the active window. So clicking on tab "1" and running a Find
in Files would write the results of the Find in Files command to the output window associated with
tab "1". Clicking on tab "3" and building the active project would cause

the STDOUT and STDERR output (depending on compiler settings) to be written to the output
window associated with tab "3".

Right clicking in the Output Window displays a context menu with the following options:

Clear Output

erases contents of active window

Copy to Clipboard

copies contents of active window to clipboard

Copy Selected Line to
Clipboard

copies selected line to clipboard

Go To Error/Warning

opens referenced file to indicated line/column

Scroll Output

controls whether output window focus scrolls to last line when populated
or remains at top of listing

Allow Docking

toggles whether output window may be positioned within edit framework
as a docked window

Hide Output Window(s)

toggles visibility of active output windows

Use Spaces instead of
Tabs

forces output windows to use spaces instead of tabs when displaying
command output

Show Tool tips

toggles whether tool tips are displayed when output lines exceed
window width
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* Please note: This is only supported in UEStudio, and not in UltraEdit-32.

Page Up & Page Down keys (Cursor Movement)

The "Page Up" key moves the cursor up one page. Holding down the CTRL key while using the
"Page Up" key moves the cursor to the top of the edit window.

The "Page Down" key moves the cursor down one page. Holding down the CTRL key while
using the "Page Down" key moves the cursor to the bottom of the edit window.

Registering UltraEdit-32/UEStudio

The user name and authorization code provided for UltraEdit-32/UEStudio are case sensitive and
must be entered EXACTLY as received from IDM Computer Solutions, Inc.

it into the authorization dialog edit box (using Ctrl+V).

The EASIEST and MOST RECOMMENDED way to enter the code correctly is to copy it from the
message received from IDM using the clipboard (select it and then copy to clipboard), then paste
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Authorization

Enter Uzer Mame: k.

] Cancel

.

Enter Authorization Code: .
Wersion

¥ I Bau B oyl |

The Authorization Code must
be entered EXACTLY as shown.

idrniEid . i i
Hine mzﬂargp[g_f'g It is best to copy/paste this.

The User Name must be
entered EXACTLY as shown in
the registration email.

Please note that if your user name includes a reference to the number of users, i.e.,

"Acme Printing~ 8 User License"

this is part of the registration name and must be entered along with "Acme Printing".

If you do have any problems properly registering UltraEdit-32/UEStudio, please send an email to
support@idmcomp.com indicating what version of UltraEdit-32/UEStudio you're trying to register
and EXACTLY what you're entering for the user name and authorization code. We will reply to
you as soon as possible with information to help you register your license.

Resource Editor

UEStudio features a Resource browser and editor. Add, Remove, Browse resources as desired.
Edit dialogs, string tables, menus and more. You can even configure UEStudio to edit bitmaps

and icons via user-installed graphic editors.
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When a compilable project is loaded in UEStudio, the Resource Editor toolbar is active. If the
Resource tab is selected at the bottom of the Workspace Manager

|

< 2
‘q;?} Tags| Q Fes | ] Filez

the source for the associated dialog may be opened in UEStudio by double-clicking on the dialog
icon or ID in the Workspace Manager.

(5] IDD_DIALOGL
o] IDD_DIALOGS
o] IDD_DIALOGE
o] IDD_DIALOGS
o] IDD_DIALOGE
2] IDD_DIALOGHAG

With the source for the dialog to be edited visible in the edit window, two options are available for
modifying the dialog.

1. The source for the dialog may be modified directly and saved changes will be written back to
the project resources.

2. The Test button in the Resource Editor toolbar may be clicked

=

to present the dialog in preview mode.

B E:\ue_uestudio.deviedit32.r... PX|

Goto
iline () Page Break

Edit T ext

Individual controls may be clicked on and dragged to new positions within the dialog. New
controls may be added and existing controls may be removed:

B E:\ue_uestudio. deviedit3Z.r... E|

aete ok |
(1]4
(") Page Break
3{:} Line ¥

el el |

Right clicking on the preview dialog will present the Resource Editor context menu:
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B E:\ue_uestudio.deviedit32.r... rz|

[Eal{u]
(iLine () Page Break

Edit Text

DesigniMode OFF

Redraw Windaw

Insert Conkrol r
Properties

Save And Quit
it

This provides a more visual method of designing dialogs and once the desired result is achieved
changes to the dialog may be saved by selecting Save and Quit from the context menu.

A broad range of choices is available for adding new controls to the dialog being previewed:
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DesignMode QFf

Redraw Window

Insert Conkrol
Properties

Save And Quik

it

MNOGER

AEBEEEBEEFEA T omB8 § 5

| X

Picture

Static Text

Edit Box

Group Box
Button

Check Box

Radio Bukton
Corbo Box

List Box
Horizontal Scroll Bar
Wertical Scroll Bar
Spin

Progress

Slider

Hak Kew

List Control

Tree Control

Tab Conkrol
Animate

Rich Edit

Date Time Picker
Month Calendar
Extended Combo Box

Cuskarmn Conkral

Right Mouse Button Commands

UltraEdit allows the right mouse button to display a pop-up menu. If the right mouse button is
clicked while in a document window, the Edit menu is displayed at the position of the mouse
click. If text is selected when the right mouse button is pressed, a new menu item Open File
Highlighted is added to the top of the pop-up menu and if selected the file is

opened if it exists.

If no text is selected, UltraEdit will examine the text under the cursor and if it finds what it believes
may be a file it will add a new menu item "Open " followed be the name of the file it will try and
open. If this is a URL the information will be passed to the default browser for opening.

26



Getting Started

If the right mouse button is clicked while in the UltraEdit main window and outside of a document
window, the File menu is displayed at the position of the mouse click.

Tab Indentation —

UltraEdit provides multi-line indentation and out-denting with the tab key. If multiple lines are
selected, the Tab Key will indent these lines with the equivalent of one tab stop. If the Shift Key is
pressed at the same time as the Tab Key the lines will be out-dented by one tab stop.

Text Selection/Highlighting e

Holding down the “Shift” key while cursoring with the arrows highlights the text the cursor passes
showing that the highlighted text is selected for edit. Holding down the CTRL and the “Shift” key
while using the left or right cursor arrows highlights one complete word at a time for editing,
moving to the beginning of the previous/next word.

Holding down the CTRL and the “Shift” key while using the up or down cursor arrows highlights
all text between the starting and ending position of the cursor. Holding down the CTRL and the
“Shift” key while using the “Home” key will highlight all text from the beginning cursor position to
the beginning of the document being edited.

Holding down the CTRL and the “Shift” key while using the “End” key will highlight all text from
the beginning cursor position to the end of the document being edited. When the “Shift” Key is
pressing at the same time as performing the following functions the current selection (if present),
or a new selection will be extended to select text up to the cursor position following the command:

Find Next/Previous
Goto

Goto Bookmark

The “Shift” key should be pressed at the time the action for command takes place, not on the
command that shows the dialog. For example, if Ctrl+G displays the Goto Dialog and OK is
clicked to perform the Goto, the “Shift” Key is pressed when the OK is clicked, NOT when the
Ctrl+G is pressed to display the dialog.
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Unicode and UTF-8 Support =

UltraEdit provides support for Unicode (16-Bit wide character) files, and for UTF-8 files and allows
direct editing of Unicode files and UTF-8 files as well as conversion routines between ASCII/ANSI
and Unicode or UTF-8. UltraEdit attempts to detect the file type when the file is loaded. It will
look for the FF FE marker for Unicode files. For UTF-8 it will look for one of the following three
occurrences:

1) File marker (BOM) EF, BB, BF.
2) String occurrences "charset=utf-8" or "encoding=utf-8"

3) It will interrogate the file and look for the occurrence of valid UTF-8 multi-byte characters

If the file is found to be Unicode, it will be treated as such and the status bar will indicate this with
"U-" being displayed in front of the file type in the status bar.

If the file is found to be UTF-8, it will be treated as such and converted internally to Unicode (16-
Bit) for editing. The status bar will indicate this with "U8-" being displayed in front of the file type in
the status bar. When the file is saved, it will be converted back from Unicode to UTF-8 and saved
in this format.

Handling internally as Unicode allows the Unicode character messages from the OS to be used
for character input. Additionally, the WM_UNICHAR message used in some versions of Windows
and with some applications is supported by UltraEdit allowing Unicode characters to be entered
on versions of the OS that do not support Unicode natively (Windows 95/98/Me).

The following conversions to and from Unicode/UTF-8 are available:

|ASCII to Unicode ||converts from ASCII to Unicode |
|UTF—8 to Unicode ||converts from UTF-8 to Unicode (16-Bit) |
|Unicode to ASCII ||converts from Unicode to ASCII |
JUTF-8 to ASCII |lconverts from UTF-8 to ASCII |

ASCII to UTF-8 (Unicode Editing) |[converts from ASCII to UTF-8 with the file internally in
UNICODE format for editing

|Unicode/UTF-8 to UTF-8 ||converts the file from either Unicode or UTF-8 (non Unicode|
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(Unicode)

internally) to UTF-8 with the file internally in UNICODE
format for editing

Unicode/ASCII/UTF-8 to UTF-8
(ASCII)

converts from Unicode, ASCII or UTF-8 (Unicode format
internally) to UTF-8 but leaves the file in non-unicode
(ASCII display) format for editing.

Unicode file support within UltraEdit is provided on Windows 95, 98, Me, NT and 2000.

As not all operating systems natively support Unicode certain functions convert from Multi-Byte to
Unicode or from Unicode to Multi-Byte. If the active code page (see Windows documentation/help)
does not support the characters then the conversion will not convert correctly.

The functions that convert between Multi-Byte and Unicode include Find/Replace and Column

Insert.
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Menu Configuration =

UltraEdit allows any command available from the menus to be available on the toolbar. It also
allows multiple user menus to be configured. If you right click on a menu, a context menu will
appear with the following options:

Basic
Advanced
Manage Menu Configurations

Customize Menu

The Advanced option should be selected initially and this will provide all menus and

toolbars. If Basic is selected, a subset of the default menus and toolbars will be displayed for
use. If desired, users may press ALT+F8 to present a context menu similar to that described
above. This is a single switch Profile menu which will allow users to change menus and toolbars
at the same time (i.e. switch to "Basic" or "Advanced" for both menus and toolbars in a single
operation).

Menu Configurations

If Manage Menu Configurations is selected from the context menu the Menu

Configurations dialog is presented. If a name is entered in the New Name field then the currently
active menus would be saved under this configuration name. If a preconfigured menu name is
selected (such as Basic) and the Reset button is pressed, this menu configuration would be
restored to its default state. If the Reset All button is pressed, all menu configurations shipped
with UltraEdit would be restored to their default state and user-configured menu configurations
would be deleted.

The user may then right click on a menu and select Customize and modify the menus for this
configuration as described below. If Customize Menu is selected the Menu Configuration dialog
is presented and users may customize the currently active menus as described below.

Menu Configuration Dialog
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The Menu Configuration dialog consists of two panes labeled Menus and Commands along with
a text entry field for New Menu/Submenu. If Use check marks on menus is selected, check
marks will be shown for selected menu items rather than the depressed menu icons. This option
helps resolve some issues seen with screen readers for disabled users. Also included in the
dialog are up/down and right/left arrows and an Edit button. These items and their functionality
are all described below:

Menus/Commands Configuration Panes

The currently active menus are displayed in the Menus pane with the items currently assigned to
them in an Explorer interface. Each menu or submenu heading is indicated by a line terminated
in a square to the left of the menu/submenu name. Double clicking on the heading indicator will
cause the included items to be expanded/collapsed appropriately.

If a menu heading or item is selected and the Edit button is pressed the name for the menu/item
may be modified. Pressing Return on the keyboard will save the menu item change and pressing
the OK button will commit the change so that this is reflected in the menus.

When a menu heading is selected the entire menu may be moved to a new location using the
up/down and right/left arrows. When a menu item is selected that item may be moved to a new
location within the current menu by pressing the up/down buttons. A menu item may be moved to
the extreme top or bottom of its current menu. If a menu item is part of a submenu, it cannot be
moved outside the submenu. If a menu item is part of a main menu, moving it up or down will
cause it to "skip" any submenus it encounters.

The Commands pane displays all the functions currently available for use in the menus. To move
an item from the Commands pane to the Menus pane, click on the desired Commands item and
press the left arrow in the center of the dialog to add the selected item. Selected menu items will
be added directly below the currently selected item in the Menus pane. If there is no selection in
the Menus pane, the item will be added at the top of the first menu listed. Once items are added
they may be repositioned within a menu as desired using the up/down arrows.

New Menus

To create a new menu/submenu, type the menu/submenu name (i.e. "Testl") in the New

Menu field and press the left arrow button to the right of the New Menu field. This will add a new,
empty menu to the bottom of the Menus list. Menus may be removed by selecting them and
pressing the right arrow button in the center of the dialog.
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The data for the configurable menus is stored in the %APPDATA% directory by default
under IDM Comp\UltraEdit in the uedit32.mnu file. (For UEStudio '05 this would be under
the UEStudio directory rather than the UltraEdit directory).

When a menu is modified, its name is stored in the menu list followed by the date, e.g. "Advanced Saved
[03.09.06]". Backups or saved versions of menus may be selected by simply right-clicking on a menu and
selecting the desired copy.

Toolbar Configuration =

UltraEdit/UEStudio allows any command available from the menus to be available on the
toolbar. It also allows multiple user toolbars to be configured. If you right click on the toolbar a
context menu will appear with the following options:

Basic

Advanced

Manage Toolbar Configurations
Customize Toolbar

Large Buttons

The Advanced option should be selected initially and this will provide all the standard

toolbars. If Basic is selected, a subset of the default toolbars will be displayed for use. If desired,
users may press ALT+F8 to present a context menu similar to that described above. Thisis a
single switch Profile menu which will allow users to change menus and toolbars at the same time
(i.e. switch to "Basic" or "Advanced" for both menus and toolbars in a single operation).

If Manage Toolbar Configurations is selected the Toolbar Configurations dialog is presented. If a
name is entered in the New Name field then the currently active toolbar(s) would be saved under
this configuration name. The user may then right click on the toolbar and select Customize and
modify the toolbar(s) for this configuration as described below.

If Customize Toolbar is selected the Toolbars Configuration dialog is presented and users may
customize the currently active toolbars as described below.
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The Large Buttons item may be used to toggle the size of buttons in the active toolbars.

Toolbar Configuration Dialog

The Toolbar Configuration dialog consists of two panes labeled Toolbars and Commands along
with a checkbox for Large Buttons and text entry fields for New Toolbar and Ext. Bmp. Also
included in the dialog are up/down and right/left arrows. These items and their functionality are
all described below:

Toolbars/Commands Configuration Panes

The toolbars which have been specified are displayed in the Toolbars pane with the items
currently assigned to them in an Explorer interface. Clicking on the "-" to the left of a toolbar
name will collapse that toolbar and clicking on the "+" will expand the toolbar to display the items
included in it. If an item is selected in a toolbar, pressing the up/down arrow will move the item
accordingly in the toolbar list. It is not possible to use the up/down arrows to move an item from
one toolbar to another adjacent toolbar.

The Commands pane displays all the functions currently available for use in the toolbars. To
move an item from the Commands pane to the Toolbars pane, click on the

desired Commands item and press the left arrow in the center of the dialog to add the selected
item. Selected toolbar items will be added directly below the currently selected item in

the Toolbars pane. If there is no selection in the Toolbars pane, the item will be added at the top
of the first toolbar listed. Once items are added they may be repositioned within a toolbar as
desired using the up/down arrows.

New Toolbars

To create a new toolbar, type the toolbar name (i.e. "Test1") in the New Toolbar field and press
the left arrow button to the right of the New Toolbar field. This will add a new, empty toolbar to
the bottom of the Toolbars list. Toolbars may be removed by selecting them and pressing the
right arrow button in the center of the dialog.

Ext. Bmp

If desired, new bitmaps may be associated with toolbar items (such as User Tools) so that this is
displayed in the toolbar. To do so, select the toolbar item in the Commands pane and add it to
the appropriate toolbar as described above. Select the item in the Toolbars pane and specify the
path to the desired bitmap in the Ext. Bmp field. If you know exactly where this is located you
may directly specify this and press Return to assign this bitmap to the selected toolbar item. If
you're not sure where this is located, you may press the "..." button to browse to the desired
bitmap and then press Return to assign this bitmap to the selected toolbar item.
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Large Buttons

Selecting the Large Buttons checkbox will set ALL toolbars to use large buttons.

The data for the configurable toolbars is stored in the %APPDATA% directory by default
under IDM Comp\UltraEdit in the uedit32.tbr file. (For UEStudio '05 this would be under
the UEStudio directory rather than the UltraEdit directory).

When a toolbar is modified, its name is stored in the menu list followed by the date, e.g. "Advanced Saved
[03.09.06]". Backups or saved versions of toolbars may be selected by simply right-clicking on a toolbar and
selecting the desired copy.

HTML Toolbar =

The HTML toolbar provides a quick method for inserting commonly needed code in HTML. The
following functions are included:

View Tag List toggles visibility of HTML Tag List

-

Bold inserts tags around selection to render text
bold

=

Italic inserts tags around selection to italicize
selected text

=

Underline inserts tags around selection to underline
selected text

=

i
Ml

Increase Indents inserts BLOCKQUOTE tags around selected
text

Bullets inserts tags to create a bulleted list

Numbering inserts tags to create a numbered list

[P

Foreground Color displays Color dialog so user may set the
text foreground color. If no color is selected
the appropriate tags will be added to the text
and the color value will have to be typed by
the user

2 Background Color displays Color dialog so user may set the
text background color. If no color is selected
the appropriate tags will be added to the text
and the color value will have to be typed by
the user
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‘& ||Align Left inserts tags around selection to left align text
*= ||/Align Center inserts tags around selection to center align
text
“= ||Align Right inserts tags around selection to right align
text
‘£ ||Justify inserts tags around selection to justify text
=i [[HTML Div inserts DIV tag to create text label
_. |[Button inserts a button input tag and sets the cursor
appropriately to type the button text
Ll |[Text Field inserts single line textbox
= |[Text Area inserts multi-line textbox (textarea)
fex ||[Password Field inserts single line password textbox
[@ ||Hidden inserts hidden textbox
v ||Checkbox inserts a checkbox
& |[Radio Button inserts a radio button
Image inserts IMAGE tag and sets cursor so the
il
user may type the path to the image
= Form Image presents open dialog for insertion of form
image
i Anchor inserts tags around selected text to create
an anchor
<5 ||Close Tag finds the nearest unclosed tag and closes it
{3 ||Convert Special Characters | |converts special characters in selected text
in Selected Text to HTML to HTML entities (i.e. "R" becomes "&szlig;")
Entities
1/5;1 Encode/Decode converts selection to %xx where xx is
equivalent to the hexadecimal number
representing the character
ol HTML Protector protects HTML code (for example

embedded JavaScript) against browsing

Tools Toolbar

The Tools toolbar provides a quick method for invoking tools for use in or along with

UltraEdit. The following functions are included:
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Color Selector presents the Color Selector dialog which may be used to insert color
values in Decimal, HEX, HTML, or RGB format

Style Builder presents the Style Builder dialog which may be used to create styles
in conformance with the CSS2 standard

HTML Tidy presents the HTML Tidy dialog which through which the user may

specify the location for a configuration file (if options other than default
are desired) and also configure custom options for HTML Tidy
operations

GUID Generator presents a context menu for inserting a Globally Unique Identifier into
the active document in one of four available formats

Number Converter ||converts a selected non-zero number to one of four formats: binary,
octal, decimal, or hexadecimal

Artistic Style reformats source code (many configurable options).
Formatter

Please note: Since this tool is not an integrated part of UltraEdit it
must be downloaded from its home page first and copied to the
UltraEdit directory. You can download this tool

from http://astyle.sf.net.

* NET Code presents the .NET Framework Code Protector dialog. This
Protector protects .NET executables against simple disassembly of source
code.

Works directly with the executable and doesn't need .NET framework

installed.

* Project Converter ||converts a Visual Studio project to UEStudio format

* Please note: These features are only supported in UEStudio '05, and not in UltraEdit-32.

Build Toolbar

37



