SVG PROTOCOL:

A- Background: At this time SVG rendering System consists of three distinct components:
a. SVG rendering Component: This component stays inside the SVGProtocol.dll. This is the main SVG rendering engine. It can be accessed via an export API:”SvgToBitmap(LPSTR)”. Either by other component or by your customized application.

b. SvgProtocol for Internet Explorer: This COM component is an Asynchronous Pluggable Protocols to server as a middle man between the SVG rendering engine and Internet Explorer Browsers. With this, IE(s) will see SVG as one of the supported image format. Such as PNG, BMP, GIF etc.
c. SvgProtocol for FireFox: This is an XCOM component. It will enable FireFox browsers to see SVG as one of its supported image format the same way it treats PNG, BMP, GIF, etc. 

B- Accessing SVG PROTOCOL: After installation both Internet Explorer and FireFox browsers will be able to render SVG into IMG or background image the same way as if of other image files; with the protocol “svgdata:” the same way it use “http:” or “ftp:” or “file:” protocols.
C- Installation:
a. FireFox: Using FireFox browser to open the file SVGProtocol.XPI. You can skip this section if you don’t want to know what FireFox does when it open the XPI file. It does :(i) Copy the file “SVGprotocol.dll” to your windows/system32 directory.(ii) copy the file SVData.dll to its component directory. Rebuild the file compreg.dat at its document and setting section. To uninstall just simply remove the SVGData.dll from the FireFox components directory and delete the file compreg.dat. FireFox will automatically rebuild it next time it starts.

Once you run am SVG protocol on FireFox it will install itself for Internet Explorer(s) automatically.
b. Internet Explorer: Run Setup1.Exe. You can skip the following section if you don’ need to know what setup1.exe do on you system: It does the following job: (i) Copy SVGProtocol.dll to your Windows/System32 directory. (ii) Add then svgdata protocol to your HKEY_CLASSES_ROOT/PROTOCOLS/Handler/ Registry tree key.
c. As DLL. Just as normal DLL. SvgToBitmap(LPSTR) will return for you a pointer to a structure let say AA. This structure as the following definition:
struct AA{char * Bitmap; int size ;}.

D- Protocol Format: Accessing SVGProtocols or as DLL’s API having the same format:

Svgdata:Command;Charset;Instance;Subcommand/Data. 

   (a)          (b)             (c)          (d)            (e)                   (f)

It is very strict that a “:” Column should follow the keyword svgdata, the “;” marks the end of Command, Charset, Instance and the “/” Slash mark the end of subcommand. If one is not used then you put nothing in between such as “;;” or “;/” it its place. The following are the detail of each of the above functionality.
a. svgdata: Always and lower case preferred
b. Command:
a. File/Load: Load the file where the “data” contains the URL” then generate an image according definition of the subcommand.
b. File/LoadOnly: Load the file where “data” is the URL such as HTTP://oneplusplus.com/image/icon_update.txt .
******Important******:

(i) Do not use SVG extension.  Just rename your SVG to a TXT file. XMLHTTP does not like it. 

(ii) Use the full URL (including HTTP://”) because XMLHTTP and your Web Application do not run at the same instance.

c. Data/Load: The same way as the (a) above but this time “data contain actual SVG text.
d. Data/LoadOnly: The same way as the (b) above but this time “data contain actual SVG text.
e. Data/Defer: Generate an image of the loaded (data for file) make ready for the application to call.
f. Data/GetDefered: Relates to the (e) above.
g. Data/GetLoad: Return the XML loaded SVG.
h. Data/GetMask: (not implemented yet) return the masked bit of the bitmap.
i. Data/EmptyPage: Get text from the “data” field, put inside the “<HTML> </HTML> to construct a web page. (This is designed as work-around IE when it is ‘complained’ if you make a XMLHTTP request).
j. Data/Begin:

k. Data/Next: These two commands are designed as work-round IE environment where as URL string is truncated to 2048 characters in length.
l. Data/Keep: The SVGProtocol dll maintain a set of 8 instances. Example: each for a Web App in IE. And keep its data alive. When one command is requested it searches for its instances if it not found then the “oldest” one is removed and is placed by the new instance. This command is only to keep your instance up to date.
c. Charset as “charset=ASCII8” At this time it is ignored. (But you have to have there).
d. Instance: Having this format “sig=abc”; This to tell the rendering engine to work on :”YOUR INSTANCE” that has a signature as “ABC”

e. Subcommand: All Subcommands always start with an open “[“ and ended with and close “]”. Usually a multiple Subcommands are needed to fulfill a specific task:
a. Include[x,y,width,height] : Only render item that  lied inside this defined rectangular.
b. Exclude[x,y,width,height]; DO NOT render item that lied inside this defined rectangular.
c. IncludeIds[|id1|id2|id3….|] Only render items that in this list. (Each Id has to begin and end by a “|” vertical bar.
d. ExcludeIds[|id1|id2|id3….|] DO NOT render items that in this list. (Each Id has to begin and end by a “|” vertical bar.
e. ViewPort[x,y,width,height]. Set the position and the size of the “canvas”. (this is in device unit – pixel-  it is default by 0,0,100,100)
f. SetStyle: This subcommand allows you to dynamically and individually set the style of each and every element of the SVG document at rendering time.
Here is an example: SetStyle[|id:id1; stroke:#FF00FF;| |id:id2; fill:#FF00FF;|] This means: When the rendering engine encounter the item that has id=id1 the it set attribute stroke = #FF00FF; the same the similar fill attribute foe item that has id=id2. Each always separate by a “|” vertical bar.

g. Matrix: Tell the rendering Engine to apply this transformation.
h. Rotate: Tell the rendering Engine to apply this transformation.

i. SkewX: Tell the rendering Engine to apply this transformation.
j. SkewY: Tell the rendering Engine to apply this transformation.
k. Scale: Tell the rendering Engine to apply this transformation.
l. Translate: Tell the rendering Engine to apply this transformation.
** If you have multiple transformation subcommands then the rendering engine will apply the first one first last one last.

f. Data:
ADVANTAGE:

1- Small

2- Quick enough for game and animation industry.

3- Superb output quality

4- Portable to other platform.

ROADMAP:



First week of June: Done text



Third week of June: Done Stroke style.



July- OPEN



August Start to develop animation gif???
**On Font:


At his time we only support SVG downloaded font; this is a sensitive matter if we read client's side file.

**On Transparent:

Somehow when I use: filter:progid:DXImageTransform.Microsoft.AlphaImageLoader(src="...") to work on the SVG protocol it fails me.
UNINSTALL: (please use the file search)
1- Delete the file SVGProtocol.dll and SVGData.dll.
2- Delete the file compreg.dat

3- Delete the key HKEY_CLASSES_ROOT/PROTOCOLS/Handler/SVGdata

