HOWTO: Burn Annotations into a Bitmap

These code snippets show how to burn a one or more annotations into a Bitmap. Note that
the Bitmap object should be 24bpp and should have a defined resolution.

C#

rivate void BurnAnnotationslntoBitmap(Annotati onData data, Bitnap bnp, PointF resol ution,
AnnotationUnit units) { LayerData |d = data as LayerData; if (Id !=null) { foreach
(AnnotationData itemin Id.ltens) { BurnAnnotationslntoBitmap(item bnp, resolution, units);
} } else { I AnnotationRenderer renderer =

At al asof t. Annot at e. Render er . Annot ati onRender ers. Get (dat a. Get Type());

Bur nAnnot ati onl nt oBi t nap(data, renderer, bnp, resolution, units); } } private void

Bur nAnnot at i onl nt oBi t map( Annot at i onDat a data, | AnnotationRenderer renderer, Bitmap bnp,

Poi nt F resol ution, AnnotationUnit units) { RenderEnvironment re = new Render Envi ronment ( new
Annot ati onl mage(bnp), resolution, units, null); renderer.RenderAnnotation(data, re); } //
Not e: the above methods do the basic work of rendering onto a bitmap, but there's a bit nore
prep work needed to get the expected results. Specifically, the offset of the annoation from
the top left corner of the viewer is not taken into account when dealing with single
annotations. The following nmethod will return a systemdraw ng.bitmap that represents a
single annotation at the desired resolution private Bitmap AnnotationToBitnap(Annotati onUl
target Annotation, Dpi resolution) { // get the annotati onData object fromthe desired
annotation object // if we don't clone it, we'll be altering the annotation in the viewer...
not good. AnnotationData annoData = (AnnotationData)target Annotation. Data. Clone(); // W need
to calculate the difference between |ocation and bounds and track it down for |ater use

Poi nt F delta = new Poi nt F( (annoDat a. Locati on. X - annoDat a. Bounds. X), (annoData.Location.Y -
annoDat a. Bounds. Y)); // Setting the location to this will ensure that the WHOLE annot ati on
will be in "view' of the renderer annoData.location = delta; // Since Atal al rage needs ints,
but annotations could be floats, we're going to round up // to the nearest int and provide
the desired sizes, padded with the delta anmount int desiredWdth =

(i nt)Math. Round(annobDat a. Bounds. Si ze. Wdth, 0) + (int)Math.Round(delta.X, 0); int

desi redHei ght = (i nt)Math. Round(annoDat a. Bounds. Si ze. Hei ght, 0) + (int)Math. Round(delta.X,
0); // Directly make a bnmp froman Atal al ange so we can set width, height, pixel format and
background color // Could do this directly with a new System Drawi ng. Bi t map, but that doesn't
al | ow background color to be set Bitmap bnp = new Atal al mage(desi redW dth, desiredHei ght,

Pi xel For mat . Pi xel 24bppBgr, Col or. White). ToBitmap(); // Convert incomi ng Atal asoft.|naging. Dpi
resolution into PointF for use in burning PointF res = new Poi nt F((float)resol ution. X,
(float)resolution.Y); // A good default to start with ... we need to fully qualify

At al asoft. Annot ate. AnnotationUnit resUnit = Atal asoft. Annotate. AnnotationUnit.Pixel; //
Directly nodifies the passed in bitmap (bnp) by overlaying the graphics

Bur nAnnot at i onsl nt oBi t map(annoData, bnp, res, resUnit); return bnp; }
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