
w________w
[yejZDKybnZDSydjZCKZEMZEK]
[ZCQy+elx9ZAMybrycl+ydpyen]
[ydnZ*=x5Z$yblZBK=ycjZCS]
[ycpZAKx3ZzZ^ybpycr]
[ZDOyalx7zZx1ZBQZDM]
[ZAQyap+yajZ@ZASZBO+ZBMyer]
[ZDQydl=ZAOZBSybjy=anyepZEQ]
[ydrZESyarZCMZCOycnZEOZFS]
w--------w

w,.w
VZz]
XzZ]
w--w



License Agreement
This manual and the Copenhagen fonts are protected by
copyright law so reproduction or redistribution is strictly
prohibited. A single use license is granted the purchaser of
the fonts. The fonts may be installed on more than one
machine, but only one copy of a given font may be in use
at any time.

Please support future enhancements and updates of the
fonts by refusing friend’s and colleague’s requests to
“borrow” the fonts. Pirating is illegal and harms both the
font designer and registered users. Thanks.

Guarantee
These fonts have a 30 day money-back guarantee. If you
are not satisfied for any reason, return the fonts and manu-
al and your purchase price will be refunded.

Copenhagen  fonts ©1995
by Alpine Electronics, Steve Smith

Alpine Electronics
703 Ivinson Ave.

Laramie, WY 82070
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Introduction
Welcome to the Copenhagen Othello fonts! With
these fonts you can use any Windows word processor
or page layout program to create and print beautiful
Othello diagrams. In the following Othello game the
brilliant young Makoto Suekuni, playing the black
pieces, defeats the world champion Masaki Takizawa.

w________w
[yejZDKybnZDSydjZCKZEMZEK]
[ZCQy+elx9ZAMybrycl+ydpyen]
[ydnZ*=x5Z$yblZBK=ycjZCS]
[ycpZAKx3ZzZ^ybpycr]
[ZDOyalx7zZx1ZBQZDM]
[ZAQyap+yajZ@ZASZBO+ZBMyer]
[ZDQydl=ZAOZBSybjy=anyepZEQ]
[ydrZESyarZCMZCOycnZEOZFS]
w--------w

The Copenhagen Othello fonts were created by
postal chess master Steve Smith, who has been de-
signing commercial chess and game fonts for many
years.

What You Need
You will need an IBM PC compatible computer run-
ning the Windows 3.1 (or later) operating system and
any Windows word processor or page layout program.
Earlier versions of Windows do not support TrueType
fonts. To use the PostScript™ version of the fonts you
will need Adobe Type Manager (ATM).

What is Included
The high density floppy disk contains both the True-
Type™ and PostScript™ versions of the Copenha-
gen  font. Also included is a WRITE file Copen-
hag.WRI. After all the font is installed (see installation
instructions on page 2) use the Windows Accessory
program WRITE to open and printout this test file.
Printouts at 600 dots per inch are included separately
from this User’s Guide. Note: the diagrams may not
look as sharp on a 300 dpi or less printer.

All TrueType™ fonts can be used with any program
running under Windows 3.1. The PostScript™ versions
requires Adobe Type Manager.

Copenhagen – This font can be used to create any
type of Othello diagram with or without algebraic bor-
ders and with or without numbered disks. See the key-
map and keyboard map on pages 7-8.

Other Game Diagram Fonts
Alpine Electronics sells diagram font families for many
other games. The Linares, Hastings and Zürich
chess font families are $49 each, two for $79 or all
three for $99 postpaid including a 14 page User’s
Guide. Other game font families include Tendo for
shogi or Japanese chess, Beijing for XiangQi or
Chinese chess, Edinburgh for checkers, Tokyo for
GO, MonteCarlo for backgammon, Magalasy for
Fanorona and LasVegas for playing cards, dice and
dominoes. See sample diagrams for most of these fonts
on pages 4-6. Each of these font families sells for $49
postpaid and this includes a User’s Guide. Be sure to
specify Windows or Macintosh.

Custom Versions - Custom keymap versions of
the fonts are available. Also special symbols can be de-
signed. Send the keymap and/or symbol(s) desired for a
price quote.

Installing the Copenhagen Fonts
The following is a summary of the procedure for in-
stalling the Copenhagen fonts in your Windows 3.1
system. For a more detailed description of TrueType™
font installation consult your Windows 3.1 manual.
For a more detailed description of PostScript™ font in-
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stallation consult your Adobe Type Manager manual.

Important Note: Install only the TrueType or the
PostScript versions of the fonts. Having both the
TrueType and PostScript versions of the same font on
a system will usually cause problems. Most people
will want to use the TrueType fonts unless a) True-
Type will not print all characters properly at the size
you want or b) A commercial printing company has
asked you to use PostScript fonts or c) You have
Adobe Type Manager and you prefer PostScript.

TrueType™ 
1 ) Double click on the Main icon at the bottom of the 
Program Manager window
2 ) Double click on the Control Panel icon
3 ) Double click on the Fonts icon
4 ) Click on the Add button
5 ) Select the drive and directory containing the Copen-
hagen fonts
6 ) Select the Copenhagen font
7 ) Click “OK” to install the selected fonts

To install PostScript™ fonts in Windows you must
have Adobe Type Manager (ATM)  version 2.0 or
higher. Expect to pay about $40 for ATM.

PostScript™
1 ) Double click on the ATM Control Panel icon in 
the Program Manager window
2 ) Click on the Add button
3 ) Scroll through the drive/directory list to find the 
drive containing the Copenhagen fonts
4 ) Double click on the drive/directory containing the 
Copenhagen fonts
5 ) Select the Copenhagen font
6 ) Click on the Add button
7 ) Click on the Exit button
8 ) Click on “Restart Windows” (If you are using ver-
sion 2.5 or higher of ATM you won’t need step 8)

Some Examples
We will start by creating an empty Othello board. The
border edge characters are [ _ ] - for the left, top, right
and bottom edges respectively. An empty square is W,
a blank space is w, + is the top half of an intersection
dot and = is the bottom half of an intersection dot. Z is
a white disk and z is a black disk. To create an empty
Othello board open your favorite Windows word pro-
cessor,  change the font to Copenhagen and type the
following characters.

w________w
[WWWWWWWW]
[WW+WWWW+WW]
[WW=WWWW=WW]
[WWWZzWWW]
[WWWzZWWW]
[WW+WWWW+WW]
[WW=WWWW=WW]
[WWWWWWWW]
w--------w

The diagram should look like the following.

w________w
[WWWWWWWW]
[WW+WWWW+WW]
[WW=WWWW=WW]
[WWWZzWWW]
[WWWzZWWW]
[WW+WWWW+WW]
[WW=WWWW=WW]
[WWWWWWWW]
w--------w

Now we will add algebraic borders. Replace the top row
with ,./:;<>? and the left edge border with VXY\`tuv

w,./:;<>?w
VWWWWWWWW]
XWW+WWWW+WW]
YWW=WWWW=WW]
\WWWZzWWW]
`WWWzZWWW]
tWW+WWWW+WW]
uWW=WWWW=WW]
vWWWWWWWW]
w--------w

w,./:;<>?w
VWWWWWWWW]
XWW+WWWW+WW]
YWW=WWWW=WW]
\WWWZzWWW]
`WWWzZWWW]
tWW+WWWW+WW]
uWW=WWWW=WW]
vWWWWWWWW]
w--------w

A black disk is z and a white disk is Z. To add disks
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just use your word processor to change the W charac-
ters to z or Z (i.e. use the cursor to highlight a square
then type either a z or Z to place a black or white disk
on that square). After the moves 1. f5  2. d6  3. c4  4.
d3  5. c3  6. f4  7. c5  8. b3  9. c2   the diagram would
become.

w,./:;<>?w
VWWWWWWWW]
XWW+zWWW+WW]
YWZ=zZWW=WW]
\WWzzzZWW]
`WWzzzzWW]
tWW+WZWW+WW]
uWW=WWWW=WW]
vWWWWWWWW]
w--------w

Here is the same diagram with a standard text font.

w,./:;<>?w
VWWWWWWWW]
XWW+zWWW+WW]
YWZ=zZWW=WW]
\WWzzzZWW]
`WWzzzzWW]
tWW+WZWW+WW]
uWW=WWWW=WW]
vWWWWWWWW]
w--------w

Now we will use numbered disks for the same nine
moves. Start with an empty Othello board and use the
cursor to select the f5 square then type x1, select the d6
square and type Z "shift" 2, select the c4 square and
type x3, select the d3 square and type Z "shift" 4, select
the c3 square and type x5, select the f4 square and type
Z "shift" 6, select the c5 square and type x7, select the
b3 square and type Z "shift" 8 and finally select the c2
and type Z9  (see the next two diagrams).

w,./:;<>?w
VWWWWWWWW]

XWW+x9WWW+WW]
YWZ*=x5Z$WW=WW]
\WWx3ZzZ^WW]
`WWx7zZx1WW]
tWW+WZ@WW+WW]
uWW=WWWW=WW]
vWWWWWWWW]
w--------w

w,./:;<>?w
VWWWWWWWW]
XWW+x9WWW+WW]
YWZ*=x5Z$WW=WW]
\WWx3ZzZ^WW]
`WWx7zZx1WW]
tWW+WZ@WW+WW]
uWW=WWWW=WW]
vWWWWWWWW]
w--------w

Note: x is a black disk with a slot for a single digit.
The black disk single digits are 1 to 9 and the white
single digits are "shift" 1 to "shift" 9 .

Disks with two digit numbers are a little trickier: y is a
black disk with a slot for a two digit number, the black
tens digits 1 to 9 are a to i, the white tens digits 1 to 9
are A to I, the black units digits 1 to 9 are j to r (0 is s)
and the white units digits 1 to 9 are J to R (0 is S). See
the keymaps on pages 7-8 for reference.

The game continued 10. e6  11. c6  12. b4  13. b5  14.
d2  15. f7  16. c7  17. b6  18. a6  19. c8  20. d7  21.
e7  22. f3.  To add these moves to the previous diagram
select e6 and type ZAS, select c6 and type yaj, select
b4 and type ZAK, select b5 and type yal, select d2 and
type ZAM, select f7 and type yan, select c7 and type
ZAO, select b6 and type yap, select a6 and type ZAQ,
select c8 and type yar, select d7 and type ZBS, select e7
and type ybj and finally select f3 and type ZBK. Notice
the progression aj, AK, al, AM, an, AO, ap, AQ, ar,
AS because the alphabetical sequence makes typing in
the numbered disks much easier. Here is the diagram
with the Copenhagen  font and on the next page a
standard text font.

w,./:;<>?w
VWWWWWWWW]
XWW+x9ZAMWW+WW]
YWZ*=x5Z$WZBK=WW]
\WZAKx3ZzZ^WW]
`Wyalx7zZx1WW]
tZAQyap+yajZ@ZASW+WW]
uWW=ZAOZBSybjyan=WW]
vWWyarWWWWW]
w--------w
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w,./:;<>?w
VWWyarWWWWW]

XWW+x9ZAMWW+WW]
YWZ*=x5Z$WW=WW]
\WZAKx3ZzZ^WW]
`Wyalx7zZx1WW]

tZAQyap+yajZ@ZASZBKK+WW]
uWW=ZAOZBSybjyan=WW]

vWWWWWWWW]
w--------w

 It is also possible to create diagrams with just numbers
and no disks. Just use the number characters for the
white disks, but don't add the white disks. To diagram
the  first few moves of the game, do the following:
place  the cursor to the right of the f5 square, click the
mouse and type "shift" 1, place  the cursor to the right
of the d6 square, click the mouse and type "shift" 2,
place  the cursor to the right of the c4 square, click the
mouse and type "shift" 3, place  the cursor to the right
of the e3 square, click the mouse and type "shift" 4,
place  the cursor to the right of the c3 square, click the
mouse and type "shift" 5, etc.

w,./:;<>?w
VWWWWWWWW]
XWW+W(WAMWW+WW]
YWW=*W%WW$W=WW]
\WWAKW#ZzW^WW]
`WWALW&zZW!WW]
tWW+WAJW@WASW+WW]
uWW=WWWW=ANWW]
vWWWWWWWW]
w--------w

w,./:;<>?w
VWWWWWWWW]

XWW+W(WAMWW+WW]
YWW=*W%WW$W=WW]
\WWAKW#ZzW^WW]
`WWALW&zZW!WW]

tWW+WAJW@WASW+WW]
uWW=WWWW=ANWW]
vWWWWWWWW]
w--------w

Tips for Using the Fonts
1 ) It is best to make the diagram as large as possible

when you are creating it or editing it. Once the diagram
is finished you can reduce it to the needed size by se-

lecting the entire diagram and reducing the font’s point
size. A creation size of 36 points and a finished size of
14 or 18 points would be a good place to start.

2 ) Use your word processor’s copy and paste features to
move either empty Othello diagrams or evolving
Othello diagrams to the appropriate places in your
document.

3 ) To remove a disk just select it with your cursor and  re-
place it with a W (an empty square). If you have trou-
ble deleting numbered  disks, you may need to click the
cursor on the midpoint of the square to the right of the
disk you are removing and drag to the left until the
disk's square is highlighted, then replace it with a W

4 ) To remove or change the numbers of a numbered disk
click the cursor a little to the right of the disk whose
numbers you want to change then delete the numbers
by hitting the backspace or delete key.

5 ) If the Othello diagrams are not square (taller than they
are wide), or there are gaps in the vertical lines, set the
line spacing equal to the same point size as the font’s
point size.

If you have any problems with the fonts, please send
a note to Alpine Electronics and include a description
of the problem, a printout illustrating the problem, a
description of the computer, printer and software you
are using and the serial number on your Copenhagen
disk. Help is also available via email.

Email alpine@partae.com

Web site  www.partae.com

Other Game Diagram Fonts
Alpine Electronics also sells other game diagram
fonts. The fonts are $49 each with User’s Guide. (see
page 1). If you order two chess fonts the price is $79
and all three cost $99 postpaid.

Linares, Hastings and Zürich (chess)

1. e4 e5 2. f4 ef4 3. Nf3 d5 4. ed5 Bd6 5. Nc3
Ne7 6. d4 O-O 7. Bd3 Nd7 8. O-O h6? [8. ... Ng6
9. Ne4 Nf6 10. Nd6 Qd6 11. c4 Bg4=; 8. ... Nf6 9. Ne5
Ned5 10. Nd5 Nd5 11 Bf4 Nf4 12. Rf4 Qg5=]  9. Ne4
Nd5 10. c4 Ne3 11. Be3 fe3 12. c5
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wuuuuuuuuw
{r§bÏS¨k§}
{¹p¹t§p¹S}
{S§SºS§S¹}
{§S¸S§S§S}
{S§S¸T§S§}
{§S§B¹T§S}
{P¸S§S§P¸}
{åS§Q§RðS}
wllllllllw
12. ... Be7 [12. ... Bf4? 13. g3 Bg5 14. Nfg5 hg5 15.
15. Qh5y; 13. ... f5 14. Nc3 Bg5 15. h4 Be7 16.
Nd5y ] 13. Bc2! Re8 [13. ... Nf6 14 Qd3 Ne4 15.
Qe4 g6 16. Qe3 Kg7yX\] 14. Qd3 e2

wuuuuuuuuw
{r§bÏr§k§}
{¹p¹tºp¹S}
{S§S§S§S¹}
{§S¸S§S§S}
{S§S¸T§S§}
{§S§Q§T§S}
{P¸B§p§P¸}
{åS§S§RðS}
wllllllllw
15. Nd6!? [15. Rf2!y] Nf8? [15. ... ef1=Q 16. Rf1 Nf6
17. Nf7 Kf7 18. Ne5 Kg8 Qh7! Nh7 20. Bb3i; @15.
... Bd6 16. Qh7 Kf8 17. cd6 ef1=Q 18. Rf1 cd6 19.
Qh8 Ke7 20. Re1 Ne5 21. Qg7 Rg8 22. Qh6 Qb6 23.
Kh1 Be6 24. de5y] 16. Nf7! ef1=Q 17. Rf1

wuuuuuuuuw
{r§bÏr k§}
{¹p¹SºT¹S}
{S§S§S§S¹}
{§S¸S§S§S}
{S§S¸S§S§}
{§S§Q§T§S}
{P¸B§S§P¸}
{§S§S§RðS}
wllllllllw
17. ...Bf5 [17. ... Kf7 18. Ne5 Kg8 19. Qh7 Nh7 20.
Bb3i; 17. ... Qd5 18. Bb3 Qf7 19. Bf7 Kf7 20. Qc4
Kg6 21. Qg8 Bf6 22. Nh4 Bh4 23. Qf7 Kh7 24.
Qe8i; 22. ... Kg5 23. Qd5 Kh4 24. Rf4 Bg4 25. g3
Kh3 26. Qg2#] 18. Qf5 Qd7 19. Qf4 [19. Qd3!i ]
Bf6 20. N3e5 Qe7 21. Bb3 Be5 22. Ne5 Kh7
23. Qe4! [$Rf8i] 1-0

Tendo (shogi or Japanese chess)

zz987654321zz
Oz[LwNwSwGwKwGwSwNwLwAz
Xz[wRwwwwwwBwwQz
Mz[PwPwPwPwPwPwPwPwPwCyz
Jz[wwwwwwwwwDtz
Vz[wwwwwwwwwEvz
TZ[wwwwwwwwwFjz
Yz[pwpwpwpwpwpwpwpwpwUmz
z[wbwwwwwwrwwHxz
z[lwnwswgwkwgwswnwlwIoz
zz---------zz

There are five other piece styles T e n d o - B o l d

kwgwsw , TendoPentagon kw gwsw  ,  Ten-

doInternational    kw gw sw  , T e n d o E n g l i s h

kwgwsw and TendoEnglish-Bold kwgwsw The
right algebraic border can have English letters a-i in-
stead of Japanese.

Beijing (XiangQi or Chinese chess)

123456789

rnb~gk:gbnr

[+++*+++]

[c+?++|++c]

p+p+p+p+p

[-------]

[_______]

P+P+P+P+P

[C+\++/++C]

[+++*+++]

RNB;GK`GBNR

987654321

There are three other piece styles BeijingAlternate

KGBN  , BeijingInternational KGB

N and BeijingEnglish KGBN .
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Edinburgh (checkers)
cuuuuuuuuC
{w+o1w+O2w+i3w+I4}
{+m5w+M6w+g7w+G8w}
{wL9wD0!wD1!wD2!}
{dwdwdwdw}
{q1dQ2dk3dK4d}
{dn5dN6dh7dH8}
{p9dP0!dj!1dJ!2d}
{dw!3dw!4dw!5dw!6}
vllllllllV

Edinburgh has an algebraic border for up to a 10x10
board. Numbering the squares is optional.

Tokyo (GO)

W�õ�ë«ìýîïðñå÷¯¸ÎäêÿW

Å<_______ZFK_________>Å

·[+++xbrZBQZCS++ZFSxfj+xanxal++++]·

Ã[xcnxaryt1ÁxbjZBKxbpZCKZEMxdrxen++Z*w7w9++]Ã

 [yt0»ZCM=ZBSxblZBMyt2ÁxelZEKxgl+ZAS+Z^=w1+] 

§[ZT!âZAQ+ZBOxbn+xepxejZESxgnxfpZGSxajZAK+++]§

¨[+++xclxcj+xerZEOZEQxfrZFQZGKZAM+xap++]¨

Ï[++ZT)¡++++xhjxgpZGMxgjZGQ+++++]Ï

¹[+ZCO++++++ZHSZT)âZGO+++xgr++]¹

µ[+ZCQxcp++++++xir++yt1¦+++xhn]µ

Â[+ZDSxcr+++++=++ZT!¡ZT!ßyt1°=xhlZHM]Â

û[+ZDKxdj+++++++++ZT@âyt1»++xhp]û

Æ[++xdl++++++ZIQ+++ZHO+ZHKZT)Ûyt0£Æ

ú[+ZDMxdp++++++++++++ZT)Ýyt0Á]ú

©[+ZDOxdn+++ZT!Ý+++++++++yt0°]©

Ä[+Z$+++ZT!Ûxin++ZHQxfn+xfl++ZT)ß+]Ä

¶[yt0¦+=w5+xijZISZIOZDQ+ZFO+ZFM+=Z@+]¶

�[++w3+yt1£ZIKxhrZIM++++ZAO++++]�

º[+++++xipxil++++++++++]º

�,-----------------.�

W�õ�ë«ìýîïðñå÷¯¸ÎäêÿW

Tokyo also has the following diagram characters:
? / | \ Z z { } Y X . The algebraic
borders may be removed and the numbering of the
stones is optional.

MonteCarlo (backgammon)

W<å÷¯¸Îä_êÿ¬×ãþ>
W[AfafxAfkxafafaF]0
W[BgbgxBgkxBgbgbG]
W[Chchxchkxchchch]
W[Dididikxdididi]2
W[Ejejejkxejejej]6
W[wwwwwwkwwwwww]
%[xlqlqlqkLqlqlq]
$[xMrmrmrkMrmrmr]
w[xNsnsNskNsnsns]
w[xOtotOtkOtotoxT]
~[xPupuPukPupupxU]
w,ÛÚâ»¥¦-¤°¢£ªÁ.

There is also MonteCarloAlternate which has
smaller disks and smaller dice.
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Copenhagen Keymap

Keystroke Char  Symbol Explanation
W W empty square
_ _ top border
[ [ left border
] ] right border
- - bottom border
+ + top half of intersection dot

 =  = bottom half of intersection dot
Z Z white disk
z z black disk
x x black disk with single digit number
y y black disk with two digit number
w w blank space
} } black square
, , algebraic top border with "a"
. . algebraic top border with "b"
/ / algebraic top border with "c"
: : algebraic top border with "d"
; ; algebraic top border with "e"
< < algebraic top border with "f"
> > algebraic top border with "g"
? ? algebraic top border with "h"
T T algebraic top border with "i"
U U algebraic top border with "j"
V V algebraic left border with "1"
X X algebraic left border with "2"
Y Y algebraic left border with "3"
\ \ algebraic left border with "4"
` ` algebraic left border with "5"
t t algebraic left border with "6"
u u algebraic left border with "7"
v v algebraic left border with "8"
{ { algebraic left border with "9"
| | algebraic left border with "10"
0 w0 single digit "0" for black disk
1 w1 single digit "1" for black disk
2 w2 single digit "2" for black disk
3 w3 single digit "3" for black disk
4 w4 single digit "4" for black disk
5 w5 single digit "5" for black disk
6 w6 single digit "6" for black disk
7 w7 single digit "7" for black disk
8 w8 single digit "8" for black disk
9 w9 single digit "9" for black disk
) w) single digit "0" for white disk
! w! single digit "1" for white disk

@ w@ single digit "2" for white disk      

Keystroke Char  Symbol Explanation
# w# single digit "3" for white disk
$ w$ single digit "4" for white disk
% w% single digit "5" for white disk
^ w^ single digit "6" for white disk
& w& single digit "7" for white disk
* w* single digit "8" for white disk
( w( single digit "9" for white disk
a wa tens digit "1" for two digit number for black disk
b wb tens digit "2" for two digit number for black disk
c wc tens digit "3" for two digit number for black disk
d wd tens digit "4" for two digit number for black disk
e we tens digit "5" for two digit number for black disk
f wf tens digit "6" for two digit number for black disk
g wg tens digit "7" for two digit number for black disk
h wh tens digit "8" for two digit number for black disk
i wi tens digit "9" for two digit number for black disk
j wj units digit "1" for two digit number for black disk
k wk units digit "2" for two digit number for black disk
l wl units digit "3" for two digit number for black disk
m wm units digit "4" for two digit number for black disk
n wn units digit "5" for two digit number for black disk
o wo units digit "6" for two digit number for black disk
p wp units digit "7" for two digit number for black disk
q wq units digit "8" for two digit number for black disk
r wr units  digit "9" for two digit number for black disk
s ws units  digit "0" for two digit number for black disk
A wA tens digit "1" for two digit number for white disk
B wB tens digit "2" for two digit number for white disk
C wC tens digit "3" for two digit number for white disk
D wD tens digit "4" for two digit number for white disk
E wE tens digit "5" for two digit number for white disk
F wF tens digit "6" for two digit number for white disk
G wG tens digit "7" for two digit number for white disk
H wH tens digit "8" for two digit number for white disk
I wI tens digit "9" for two digit number for white disk
J wJ units digit "1" for two digit number for white disk
K wK units digit "2" for two digit number for white disk
L wL units digit "3" for two digit number for white disk
M wM units digit "4" for two digit number for white disk
N wN units digit "5" for two digit number for white disk
O wO tens digit "6" for two digit number for white disk
P wP units digit "7" for two digit number for white disk
Q wQ units digit "8" for two digit number for white disk
R wR units  digit "9" for two digit number for white disk
S wS units  digit "0" for two digit number for white disk
~ ~ copyright notice
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Copenhagen Keyboard Map

` 1 2 3 4 5 6 7 8 9 0 - =

q w e r t y u i o p [ ] \

a s d f g h j k l ; ‘

z x c v b n m , . /shif t

option

` w1 w2 w3 w4 w5 w6 w7 w8 w9 w0 - w=

wq w we wr t y u wi wo wp [ ] \

wa ws wd wf wg wh wj wk wl ; w

z x wc v wb wn wm , . /

` 1 2 3 4 5 6 7 8 9 0 - =

q w e r t y u i o p [ ] \

a s d f g h j k l ; ‘

z x c v b n m , . /shif t

option

~ w! w@ w# w$ w% w^ w& w* w( w) _ w+

wQ W wE wR T Y U wI wO wP { } |

wA wS wD wF wG wH wJ wK wL : w

Z X wC V wB wN wM < > ?
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