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Introduction 
 
Welcome and thank you for using BadgeMaker.  

BadgeMaker is desktop-based card production software developed to design card layouts, manage, add or import 

card data, capture photos and signatures and print a card with one click of a button making the card production 

process quick and easy. 

BadgeMaker is a combination of two specific modules that each have their own strength. BadgeMaker Design 

focuses on creating perfect card layouts and BadgeMaker Identity can handle your data with the ease of well-

known spreadsheet software. 

As a user you can design different types of ID cards or other layouts. Using a design tool that you understand and 

still has all the functions needed to make the best design possible.  

BadgeMaker Design can be used for all your design setups. 

BadgeMaker Design gives you the basic tools to create a front and back design, with images, photos, drawing 

tools and dynamic data. You will be able to create a template with placeholders that help determine the layout of 

dynamic data. For example: where a passport photo should be placed, a signature or the first and last name of 

person. Designing one template that can be attached to multiple data records in BadgeMaker Identity will have a 

great impact on your card production.  

As a user you can manage data and layouts for different types of ID cards using different types of printers. 

BadgeMaker Identity gives you the basic tools to import, add and manage data like personal data, passport 

photos and signatures. This data can then be connected to a card layout and selected for printing. With 

BadgeMaker, uploading or printing large amounts of data and cards is possible and makes your card production 

process an even better experience. 

Any Windows PC with a network connection can be used to install BadgeMaker. This PC needs to have an internet 

connection to download the installation link, there is also an option to work with an offline version. 

This manual does not describe the installation of printers or other peripherals like a Camera or Signature Pad. 

Please refer to the ƳŀƴǳŦŀŎǘǳǊŜǊΩǎ manuals for further information on these devices. 
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General Information 
 

When you or your organization has chosen BadgeMaker for your card design, data management and card 

production make sure you have the correct hardware to install it on. Decisions need to be made on which 

Windows PC is needed for installing BadgeMaker and which card printer you would like to be connected. 

 

Specifications 
 
Minimum Hardware specifications: 

¶ Processor Intel Pentium Dual core 
G640 2,8 Ghz or equal 

¶ Memory 2GB 

¶ Free Disk space 4GB 

¶ Graphics 1024 x 768 

¶ Monitor/Mouse/keyboard 

¶ 3 available USB ports 
(printer/webcam/signature pad) 

                                                                            
Supported Operating Systems: 

¶ Windows 10 (32 bit & 64 bit) 
 

¶ Windows 11 (64 bit) 

 
.NET Framework version: 

¶ 4.7.1 

 

 

Be aware:  
Not suitable for installation on virtual machines 

 

Supported Languages 

English, Spanish, French, German, Polish, Portuguese, Turkish, Italian, Russian and Dutch 
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Supported Printers and Card Readers 
Supported Card Printers 

Support for new printers is added regularly by means of software updates. BadgeMaker supported printers 

BRAND MODEL 
SINGLE 
SIDED 

DOUBLE 
SIDED 

BULK 
TRUE 
BLACK 

CONTACTLESS MAGSTRIPE UV NOTES 

Authentys          

Authentys Pro 300 V V V V V V X  

Dascom          

Dascom  DC-7600 V V V V V X V  

Datacard 

Datacard SD260 V X V V X X X  

Datacard SD360 V V V V V X X 
Does not print white text elements on 
dark or black backgrounds. 

Datacard SD460 V V V V V X X 
Encoding is supported for MiFare Classic, 
Desfire not Plus (Duali DE-ABCM) 

Datacard CD800 V X V V V X X  

Datacard SP35 V X V V X X V  

Datacard SP55 V V V V V V V  

Datacard SP75 V V V V V V V  

DNP 

DNP CX330 V V V V X X X  

DNP CX D80 V V V V X X X  

DNP CX7600 V V V V V V X  

Epson          

Epson 
ColorWorks 
C4000e 

V V V V X X X 

Inktjet colored label printer. Double-
sided printing is intended for foldable 
labels: ExpoBadge 260, the front and 
back are printed onto a foldable label 

Evolis 

Evolis Primacy V V V V V V X  

Evolis Quantum II V V V V V V X  

Fargo 

Fargo HDP5000 V V V V V X X  

Fargo DTC4500 V V V V V X X  

Fargo DTC4500e V V V V V V X  

Fargo HDP6600 V V V V V X X  

IDP 

IDP Smart50 V X V V V V X  

IDP Smart81 V V V V V V X  

IDP Solid 510 V V V V V X X 
Colored and white text does not get 
drawn on a black background 

Javelin 

Javelin DNA V X X V X X X  

Javelin DNAPro V V V V V V X  

http://www.badgemaker.info/
https://www.screencheck.com/en/badgemaker-supported-printers/
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BRAND MODEL 
SINGLE 
SIDED 

DOUBLE 
SIDED 

BULK 
TRUE 
BLACK 

CONTACTLESS MAGSTRIPE UV NOTES 

Magicard 

Magicard Pronto V X X V V V X  

Magicard Enduro V V V V V V X 
Default driver installation setting for 
Black panel is incorrect. 

Magicard RioPRO V V V V V V X  

Magicard RioPRO360 V V V V V V X  

Magicard Ultima V V V V V V X  

Magicard Prima4 V V V V V V X  

Magicard 300 V V V V V V X  

Magicard 600 V V V V V V X  

Matica 

Matica/XID XID8300 V V V V V V X  

Matica/XID XID8600 V V V V V V X  

Matica MC110 V V V V V X X  

Matica MC210 V V V V V V X  

Matica MC310 V V V V V V X  

Nisca 

Nisca PR-C151 V V V V V X X  

Nisca PR-C201 V V V V V X X  

Polaroid 

Polaroid P2500 V X X V V V X  

Polaroid P3000 V X V V V V X  

Polaroid P3500 V X V V X X X  

Polaroid P4000E V V V V V X V 
Does not print white and colored text 
elements or transparent images. 

Polaroid P4000S+ V V V V V V X 
Default driver installation setting for 
Black panel is incorrect. 

Polaroid P5000 V V V V V X V 
Does not print white and colored text 
elements or transparent images. 

Polaroid P5500 V V V V V X X 
Does not print white text elements on 
dark or black backgrounds. 

ScreenCheck 

ScreenCheck SC2500 V X X V V V X  

ScreenCheck SC4500 V V V V V V X 
Default driver installation setting for 
Black panel is incorrect. 

ScreenCheck SC6500 V V V V V V X  

ScreenCheck SC7000 V V V V V V X  

ScreenCheck SC7600 V V V V V V X  

Zebra 

Zebra ZXP Series 1 V X V V X V X  

Zebra ZXP Series 3 V V V V V V X  

Zebra ZXP Series 7 V V V V V V V  

Zebra ZXP Series 8 V V V V V V V  

http://www.badgemaker.info/
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Zebra ZXP Series 9 V V V V V V V  

Zebra ZCL10 V V V V X X X  

Zebra ZC100/150 V X V V X X V  

Zebra ZC300/350 V V V V V V V  

 

Supported Card Readers 

 HF MIFARE 
CLASSIC 

MIFARE PLUS 
MIFARE 
DESFIRE 

ICLASS 
LF 
HITAG2/PROX 

UHF GEN2 UHF NTAG 

DE-ABCM (DUALI)  

DE-ABCM (Duali) V X V - - - - 

TWN4 (ELATEC)  

- Z2SC / Z6SC apps (Zebra) V V V V V*1 X V 

- M1SC app (Magicard) V V V X*3 - - V 

Elyctis  

Elyctis V X V - - - - 

Omnikey  

- 5x21 V V V V*2 - - - 

- 5x22 V V V V*2 - - - 

- 5x27 V V V V*2 V*4 - - 

SCR/SDI/Identive  

SCR/SDI/Identive V V V - - - - 

CrazyWriter (SpringCard)  

CrazyWriter (SpringCard) V V V - - - - 

ThingMagic UHF  

ThingMagic UHF X X X X X V - 

 

Notes: 

*  1: Proximity card support is limited to CSN and card-number reading only  

(Prox cards typically contain very little storage space). 

*  2: Not all Omnikey card-readers support all aspects of iCLASS encoding.  

Specifically, some readers are unable to update card keys. 

*  3: iCLASS support is only available with specific reader models and requires Simple Protocol to be enabled. 

The Magicard Elatec reader model does not support iClass, and their current app does not have Simple Protocol enabled. 

*  4: Omnikey card-readers do not support all Prox cards. HID and Insala cards are supported as well as HITAG 2. 
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Installation 
The software installation of BadgeMaker uses a download link at: 
http://badgemaker.info/downloads 
 
The link will download the installer that will look like this picture: 
 

   
 
Clicking on the installer above will open a pop-up window. This pop-up will ask if you are sure you would like to 
run the installer. Clicking on the run button will start the BadgeMaker Setup Wizard. The Setup Wizard will guide 
you through the installation process.  
 
Step 1. If you would like to run the installer and setup BadgeMaker on your desktop, ŎƭƛŎƪ ǘƘŜ άRunέ ōǳǘǘƻƴΦ LŦ ȅƻǳ 
Řƻ ƴƻǘ ǿŀƴǘ ǘƻ ƛƴǎǘŀƭƭ .ŀŘƎŜaŀƪŜǊ ŎƭƛŎƪ ƻƴ ǘƘŜ άCancelέ ōǳǘǘƻƴΦ  

http://www.badgemaker.info/


      USER GUIDE 

     2026 July| User Guide V2.12| BadgeMaker V2.12   12                                   

www.badgemaker.info 

 

Step 2. /ƭƛŎƪ ƻƴ ǘƘŜ άNextέ ōǳǘǘƻƴ ǘƻ ŎƻƴǘƛƴǳŜ ǘƘŜ ƛƴǎǘŀƭƭŀǘƛƻƴ ƻŦ .ŀŘƎŜaŀƪŜǊΦ  

  

 

Step 3. Choose the installation type, you can select to only install BadgeMaker for your own user account or all 

user accounts. /ƭƛŎƪ ƻƴ ǘƘŜ άNextέ ōǳǘǘƻƴ ǘƻ ŎƻƴǘƛƴǳŜ ǘƘŜ ƛƴǎǘŀƭƭŀǘƛƻƴ ƻŦ .ŀŘƎŜaŀƪŜǊΦ  
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Step 4a. ¢ƘŜ άFeaturesΩΩ tab: This step in the installation process is to select how you would like to install 

BadgeMaker. You can select the features you would like to install. BadgeMaker Design for card design, Identity for 

creating projects and producing cards, Demo projects, the CCI Editor to create encoding files for smart cards, the 

BadgeMaker Share server and Microsoft Access are selected by default. If you would like to choose to only install 

Identity or Design, just deselect the boxes of the features you do not want to install.  

 

Step 4b. ¢ƘŜ άInstallation FolderΩΩ tab: The third step in the installation process is selecting where you would like 

to install BadgeMaker. You can select where you would like to install BadgeMaker by clicking on the browse 

button and browsing to the needed location. If you do not have a specific location for BadgeMaker you can use 

the default location. 
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Step 5. The Setup Wizard is now ready to begin the BadgeMaker installation. 

/ƭƛŎƪ ǘƘŜ άInstallέ button to begin the installation. If you want to review or change any of your installation 

ǎŜǘǘƛƴƎǎΣ ŎƭƛŎƪ ƻƴ ǘƘŜ άBackέ ōǳǘǘƻƴΦ /ƭƛŎƪ άCancelέ to exit the wizard. 

 

 

 

Step 6. The installation is now in process. This can take a couple of minutes. 

A pop-up window will appear to make sure that you want to run the installation.  
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Step 7. ¢ƘŜ ƛƴǎǘŀƭƭŀǘƛƻƴ ƛǎ ŎƻƳǇƭŜǘŜ ŎƭƛŎƪ ǘƘŜ άFinishέ ōǳǘǘƻƴ ǘƻ ŜȄƛǘ ǘƘŜ {ŜǘǳǇ ²ƛȊŀǊŘΦ 
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Step 8. After completing the installation four shortcut icons will appear on your desktop. 

 

 

To ǎǘŀǊǘ ǿƛǘƘ ŎǊŜŀǘƛƴƎ ŀ ƴŜǿ ŎŀǊŘ ƭŀȅƻǳǘ ŎƭƛŎƪ ƻƴ ǘƘŜ άBadgeMaker Designέ ƛŎƻƴΦ 

 

 

 

To ǎǘŀǊǘ ǿƛǘƘ ŀŘŘƛƴƎ ŎŀǊŘ Řŀǘŀ ŎƭƛŎƪ ƻƴ ǘƘŜ άBadgeMaker Identityέ ƛŎƻƴΦ 

 

 

 

To start with the setup of the Share Server ŎƭƛŎƪ ƻƴ ǘƘŜ άBadgeMaker Share Serverέ ƛŎƻƴΦ .Ŝ 

aware that you need a share server license key for the share server to work. 

 

 

 

If you would like to create an encoding file ŎƭƛŎƪ ƻƴ ǘƘŜ άCCI Editorέ ƛŎƻƴΦ 

 

Before you will be able to start you will need to register first. 
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Registration 

At the first start-up of BadgeMaker Design or Identity a register window will pop up, so you can register your 

BadgeMaker. 

 

 

Fig. Example of the BadgeMaker register window. 

 

A. The first question will be about online or offline 

registration. Select the one that is applicable to the 

license you bought. 

Most of the licenses will be for online registration. 

No access to the internet to activate your license 

keys? We offer offline license keys. You can request 

your local reseller for offline license keys.  

 

 Fig. Example of the BadgeMaker online registration license key 

window. 

 

 

 

 

B. Online Registration 

You will be requested to enter a License Key. The 

License key will be provided by our License 

Manager. /ƭƛŎƪ ƻƴ ǘƘŜ άtǳǊŎƘŀǎŜέ ōǳǘǘƻƴ ǘƻ ƎŜǘ 

your License Key or visit: 

http://licensemanager.badgemaker.info 

 The License Key must be entered (copy-paste) and 

when the key is valid the software starts. Next time 

the software will not require the License Key to be 

entered. 

 

Test keys can have a time restriction and may 

expire on a given date. (View the License Manager 

User Guide for more information on License Keys). 

Check the άUse Proxyέ ōƻȄ ŀƴŘ ŜƴǘŜǊ ǘƘŜ 

information needed to connect through a Proxy 

server in your network. 

http://www.badgemaker.info/
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Fig. Example of the BadgeMaker offline registration window. 

C. Offline Registration 

You will be requested to enter a License Key. The 

License key will be provided by our License 

Manager. /ƭƛŎƪ ƻƴ ǘƘŜ άtǳǊŎƘŀǎŜέ ōǳǘǘƻƴ ǘƻ ƎŜǘ 

your License Key or visit: 

http://licensemanager.badgemaker.info 

An offline license key requires a hardware code. 

The BadgeMaker offline key registration window 

provides this. You can copy and paste it in the 

requested area in the License Manager. With the 

use of the Hardware code the License Manager 

provides an offline license key. The License Key 

must be entered (copy-paste) and when the key is 

valid the software starts. Next time the software 

will not require the License Key to be entered.  

Be aware that an offline key is a one-off key that is 

only available for the given hardware ID. The offline 

key cannot be reset! 

 

Test keys can have a time restriction and may 

expire on a given date. (View the License Manager 

User Guide for more information on License Keys). 

 

 

Fig. Example of a successful online registration of BadgeMaker. 

When you copy-paste the correct key you will see 

that the registration is successful. /ƭƛŎƪ ǘƘŜ άOkέ 

button to start working with BadgeMaker. 

http://www.badgemaker.info/
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Interface 
 

 
Fig. BadgeMaker interface 

A. Main menu 

B. Window menu 

C. Quick menu 

D. Toolbar 

E. Workspace/Canvas Front 

F. Workspace/Canvas Back 

G. Card Design:  

- Preview 

- Card Settings 

- Dynamic Data Fields 

H. Element Properties: Image/Position/Style 

 

D

F

G

H
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Navigation 
BadgeMaker Design makes the elaborate card design process as easy, fast and intuitive as possible. 

Accommodating the users in your organization that are set with the task of designing your ID-cards. Using a user-

friendly overview that shows all the tools and is easy to navigate.  

Window navigation 
Window navigation gives the option to A. minimize, B. maximize or C. close.  

 

 

Main Menu 
¢ƘŜ Ƴŀƛƴ ƳŜƴǳ ƻŦŦŜǊǎ ǘƘŜ ƻǇǘƛƻƴǎΥ άFileέΣ άStoreέΣ άEditέΣ άViewέ ŀƴŘ άHelpέ  

 

 

The main menu offers the designer 6 sub-menus:  

A. File Menu 

The first button offers the main functions needed to start, use, 

save and end BadgeMaker Design: 

- New Card design:  

Create a blank new layout for your ID-card. 

- Open Card design:  

Open an existing card design that you would like to adjust. 

- Import Card design 

 Import your own BadgeMaker designs. 

- Import BadgeCreator design:  

 Import your old designs created in BadgeCreator. 

- Import CardStudio 1.0 design  

 Import your old designs created in CardStudio 1.0. 

- Import IDPro7 design  

 Import your old designs created in IDPro7.     

 

- Save Card design:   

To save a card design click on this link or use the shortcut CTRL + S.  

- Save Card design as...:   

To save a card design under another name click here. It is also a simple way to create a duplicate of your design. 

- Export Card design   

Card designs can be exported from BadgeMaker Design as a zip file, ready to send or upload. 

- Exit:  

This button will let you exit BadgeMaker Design.  
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B. Store Menu 

The second button offers the BadgeMaker Design Store, you can find different types of example 

ŎŀǊŘ ŘŜǎƛƎƴǎ ǊŜŀŘȅ ǘƻ ǇƭŀŎŜ ƛƴ άaȅ ƛǘŜƳǎέ ŀƴŘ ŘƻǿƴƭƻŀŘΦ ¦ǎŜ ǘƘŜ ŜȄŀƳǇƭŜ ŎŀǊŘ ŘŜǎƛƎƴǎ ǘƻ ƎŜǘ 

inspired or adjust for own use.  

- Browse store: Open the store with a selection of card designs for you to choose from.  

- My items: Overview of your selected card designs from the store, ready to download and use. 

 

C. Edit Menu 

The third button will offer all the edit functions that you use during the design process: 

- Undo:  

This button will let you undo previous design steps. You can use the short cut CTRL+Z. 

- Redo:  

This button will let you redo steps you undid. 

- Cut:  

To relocate an object (image, text, placeholder) on the canvas use the cut button.  

You can use the short cut CTRL + X.  

- Copy:  

To copy an object (image, text, placeholder) on the canvas use the copy button.  

You can use the short cut CTRL + C. 

- Paste:  

To paste a copied or cut object (image, text, placeholder) on the canvas use the cut button. You can use the short 

cut CTRL + V.  

- Bring to Front/bring Forward: 

Move elements directly to the front of the design or in steps forward. 

- Send Backward/Send to Back: 

Move elements directly to the back of the design or in steps backward. 

 

D. View Menu 

The fourth button gives you control over the BadgeMaker window view, making it able to make 

these windows visible or invisible: 

- Card Design: See the design preview, card settings and the dynamic fields. 

- Properties: See element properties. Adjust the different type of elements by clicking on an element and using 

the Element Properties to make changes. 
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E. Options Menu 

The Options button offers grid settings; language selection and the card design save 

location path. The Improvement Program allows users to anonymously participate in the 

optimization of the quality of BadgeMaker.  

- Settings: Change BadgeMaker Design settings like enabling the grid, set the type of measurement changing the 

language or the path to save card designs to.                                                                                                                         

- Improvement Program: Help optimize the quality of BadgeMaker, by participating anonymously in the 

Improvement Program. 

F. Help Menu 

The Help button offers information about BadgeMaker Design, the version, the 

license and the Help user guide. 

- View Help 

- View changelog 

- License Information 

- About BadgeMaker Design 

 

Quick Menu 

The Quick Menu offers the buttons users use most frequently directly clickable. Making main navigation fast.  

 

 

A. Create new Card Design 

Click on this button to start a new Card design. 

B. Open existing Card Design 

Click on this button to open an existing Card design. 

C. Save 

It is important to save your layout while designing. Click this button to save quickly. 

D. Save as 

If you want to save your design under another name, click this button. 

E. Undo 

This button gives you the option to undo design steps you made. 

F. Redo 

This button gives you the option to redo design steps you made. 

 

D F G H K M N O Q SR
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G. Cut 

Use the cut icon to replace an element from the back of the layout to for example the front of the layout. Just 

select the element and click on the cut icon in the Quick menu. Click on the paste icon to place it at its new 

location. 

H. Copy 

To copy elements, click on the element, then click on the copy icon. The element is now ready to be pasted 

anywhere on the front or back design canvas. 

I. Paste 

If an element is cut or copied use the paste icon to place/paste it on the front or the back of the layout.  

J. Show/hide grid 

This button will make the grid visible or invisible. 
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K. Settings 

The open settings button gives you a couple of options: 

1. You can check or uncheck the enable grid checkbox to 

enable or disable the grid. 

2. You can choose to snap to grid. 

3. You can determine the scale of the grid. 

4. You can set the measurement unit to mm, cm, or inch 

5. You can set the font size unit: pt or dip 

6. You can set the language used in the designer. 

Languages supported: English, Spanish, German, 

French, Polish, Portuguese, Turkish, Italian, and Dutch. 

More languages will be supported soon. 

7. Determine your own project path, where you would like to open and save your designs. 

8. To confirm settings, ŎƭƛŎƪ άOKέ 

9. To cancel settings, ŎƭƛŎƪ άCancelέ 

10. To exit settings, ŎƭƛŎƪ άXέ 

 

L. Show front and back designers 

Click here if you want to view the canvases for the front and back side of the layout. 

M. Show front design only 

Click here if you want to only view the canvas for the front side of the layout. 

N. Show back design only 

Click here if you want to only view the canvas for back side of the layout. 

O. Design layer 

This is the base layer to work in to design your (YMCK or monochrome) card layout. 

P. Specialty panel 

This is a specialty panel to work in when you want your specialty panel (like a pearl panel) to a have a certain 

design or pattern. (Be aware that a specific printer and ribbon are needed to add specific layers with a design or 

pattern.)  

Q. Overlay panel 

This is for the protective overlay panel to work in when you want your overlay panel to a have a certain design or 

pattern. (Be aware that a specific printer and ribbon are needed to add an overlay layer with a design or pattern.)  

R. Scale slider 

Use this slider to zoom the canvas view in or out. 

S. PrintStudio 

This Quick button lets you open PrintStudio and continue with your card production process. 
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Tool Menu 
To create and edit a design you need to work with the toolbar setup on the left side. 

The tool bar offers the following functions:  
 

 

 

 

 

 

 

 

 

 

 

A. Select/move tool 
This function is used to select an element. This tool also allows you to move an element in the 
layout. When an element is selected the move, icon appears and can be used to move the 
element. 
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B. Zoom tool 
The zoom function is enabled and will zoom the layout. At a click of the mouse the zoom is increased 
one step.   

 

  

 

C. Image tool 
The image element is used to place an image element in the layout.   

 

 

 

D. Text tool  
The text element can be used for static and dynamic text. Use the Text Element properties to edit 
and add text and/or dynamic text to the box. By clicking on the element and going to Element 
properties you get the text editor. 
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E. Passport Photo tool 
The Photo element is used to place a placeholder for a passport photo on the layout. You will be able 
to scale within proportions. When the design is used and connected to data in for example 
BadgeMaker Identity, the placeholder will replace the dummy image with the real passport photo of 
that person.   

 

 

  

 

F. Signature tool 
The Signature element is used to place a placeholder for a signature on the layout. You will be able to 
scale within proportions. When the design is used and connected to data in for example BadgeMaker 
Identity the placeholder will replace the dummy image with the real signature of that person.   
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G. Barcode tool 
The Barcode element is used to place a placeholder for a barcode on the layout. You will be able to 
scale within proportions. When the design is used and connected to data in BadgeMaker Identity the 
placeholder will replace the dummy image with the real barcode. There are different types of 
barcodes available to select in the element properties. Barcodes that are scaled too small might not 
work. Test your barcode in your design with the needed data before continuing the production 
process.  

 

 
  

 

H. 2D Barcode tool 
The 2D Barcode element is used to place a placeholder for a 2D barcode on the layout. You will be 
able to scale within proportions. When the design is used and connected to data in BadgeMaker 
Identity, the placeholder will replace the dummy image with the real 2D barcode. There are different 
types of 2D barcodes available to select in the element properties.   
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I. Square tool 
The square element can be used for frames and boxes in the layout.   

 

  

 

J. Circle tool 
The circle element is used for elements like circles and ellipsoids.   

 

  

 

K. Dynamic logo tool 
The Dynamic logo element is used to place a placeholder for a dynamic logo. The element can scale 
within proportions. Link your data from an Identity project to specific logo images with the dynamic 

logo. Depending on the data, the placeholder will be replaced by one of the dynamic logos.  

 
For more explanation on the dynamic 
logo read Dynamic logo properties. 
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Canvas front and back 
The front and back canvas can be used to place, edit, move elements. When an element is selected the size of the 

element can be changed using the arrows/squares at the corners of the elements. The element can also be 

rotated using the circles at the corner of the elements. 

 

 
Fig. Example of an image element placed on the front card canvas. 

Increase / decrease the width or height of an 

element. The arrow appears when the mouse is 

hovered to the edge of the element. 

The height and width of the element can be changed 

at the same time. The arrow appears when the 

mouse is hovered to one of the corners of the 

element. 

 
Fig. Example of a rotated shape element placed on the back-card 
canvas. 

The orientation of the element can be rotated when 

the arrow appears. The arrow appears when the 

mouse is hovered just outside one of the corners of 

the element.  
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Card Design Menu 
The Card Design window presents three tabs: Preview, Card Settings and Dynamic Fields. 

Preview 

The Preview allows the user a preview of the card design, when clicking on the preview it will toggle front to back. 

  

Fig. Example of the Preview in the Card design menu.  

 

Card settings 

The Card settings tab offers the user information on the Card design properties. It is possible to change or edit the 

configuration, however the elements already placed are not affected. 

Fig. Example of the Card settings tab in the Card design menu. 
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Dynamic Fields 

¢ƘŜ ǘŀō ΨDynamic FieldsΩ ǿƛƭƭ ƎƛǾŜ ǘƘŜ ǳǎŜǊ ŀ ƭƛǎǘ ƻŦ ǘƘŜ ŘȅƴŀƳƛŎ ŦƛŜƭŘǎ ƛƴ ǘƘŜ ƭŀȅƻǳǘΦ ²ƘŜƴ ŀ ǘŜȄǘ ŜƭŜƳŜƴǘ ƛǎ 

created, and the text string has a name in between curly brackets, BadgeMaker Design will detect this as a 

dynamic field name, and it will be added to the list of dynamic fields automatically. 

The user can delete, change, and edit the field names and enter values to be used in preview. It can be tested for 

long and short names and how they will show up in the preview. 

  

Fig. Example of the Dynamic Fields settings tab in the Card design menu. 

A. !ŘŘ ŀ ƴŜǿ ŘȅƴŀƳƛŎ ŦƛŜƭŘ ǘƻ ǘƘŜ ƭƛǎǘ ōȅ ŎƭƛŎƪƛƴƎ ƻƴ ǘƘŜ ά+έ button. 

B. List of dynamic fields names. During the setup of a new data field, you will place the data field name that 

needs to be connected in between the curly brackets as the format name. 

C. Default value of the fields. 

D. Dynamic field format. 

E. It is possible to give dynamic fields a fixed length, input alignment and a fill character. This helps when the 

dynamic data must be a specific fixed length, for example ID numbers or for specific Magstripe input. Click on 

the arrow before the dynamic field to open the extra options. The fixed length gives the option to set the 

number of characters, input alignment allows you to set the input from left or right and fill character lets you 

fill the empty space with a specific character. 

F. /ƭƛŎƪ ƻƴ ǘƘŜ άXέ button to delete a dynamic field.  
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Element Properties Menu 

The element properties window has three tabs:  

Element edit, Element position tab and Element style tab. 

 

Depending on the type of element, this tab will allow the user to view and/or edit the information of the element. 

When the values are changed, they are reflected immediately in the design; there is no need to hit the enter 

button. The user can make changes in one window and observe the result in the other window at the same time 

and vice versa. It depends on the preference of the user to create the layout in a graphical environment or a data 

element environment. 

All elements have the option to lock or unlock an element, to prevent movement.  

Element Properties 

 

 
Fig. Example of the Text element properties  

Text element 

A. Change Font 

B. Change Size 

C. Edit style into bold, italic and underlined. 

D. Outline the text left, center or right 
E. Align the text to top, center or bottom of the box. 
F. Wrap text automatically, let text be cut of when 

being too long or set the text to automatically fit the 
text box. 

G. Give the text color by clicking on the color box. 
H. Choose to add a dynamic field to the text box below 

by selecting one out of the drop-down menu and 
ŎƭƛŎƪƛƴƎ ƻƴ ǘƘŜ άAddέ ōǳǘǘƻƴΦ 

I. Enter all your text here. 
 

Fig. Example of the Image element properties 

Image element 

A. Select an image from your computer by clicking on the 
άSelect Imageέ ōǳǘǘƻƴΦ 

B. Choose to bind the ratio. 
C. As a specialty feature you can use the άInterpolation 

modeέ to control image quality during scaling. There 
are 4 interpolation modes you can choose from: 

- Default 

- Bicubic 

- Bilinear 

- NearestNeighbor 

YŜŜǇ ǘƘƛǎ ǎŜǘǘƛƴƎ άDefaultέ ǿƘŜƴ ȅƻǳ Řƻ ƴƻǘ ƘŀǾŜ 
experience with the interpolation modes. 

D. Use the slider or enter a percentage to change the 
transparency of the image. 
 
  

A B

C D E F

G

H

I
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B
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D
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Fig. Example of the Passport Photo element properties 

Passport Photo element 

A. Check box to bind the element to a certain ratio. 

B. Choose one of the 3 stretch options for the image.  

- Fit the image inside the available space, keeping aspect ratio 

- Stretch the image to cover all of the available space. 

- Fill the available space, while keeping the image aspect ratio 

C. As a specialty feature you can ǳǎŜ ǘƘŜ άInterpolation 

modeέ ǘƻ ŎƻƴǘǊƻƭ ƛƳŀƎŜ ǉǳŀƭƛǘȅ ŘǳǊƛƴƎ ǎŎŀƭƛƴƎΦ Choose 

from: Default, Bicubic, Bilinear, NearestNeighbor 

YŜŜǇ ǘƘƛǎ ǎŜǘǘƛƴƎ άDefaultέ ǿƘŜƴ ȅƻǳ Řƻ ƴƻǘ ƘŀǾŜ ŜȄǇŜǊƛŜƴŎŜ ǿƛǘƘ ǘƘŜ 

interpolation modes. 

D. Use the slider or enter a percentage to change the 

transparency of the image. 

 

 
Fig. Example of the Signature element properties 

Signature element 

A. Check box to bind the element to a certain ratio. 

B. Choose one of the 3 stretch options for the image.  

- Fit the image inside the available space, keeping aspect ratio 

- Stretch the image to cover all of the available space. 

- Fill the available space, while keeping the image aspect ratio 

C. The image processing of the signatures gives the 

option to remove the white background of a signature. 

D. !ǎ ŀ ǎǇŜŎƛŀƭǘȅ ŦŜŀǘǳǊŜ ȅƻǳ Ŏŀƴ ǳǎŜ ǘƘŜ άInterpolation 

modeέ ǘƻ ŎƻƴǘǊƻƭ ƛƳŀƎŜ ǉǳŀƭƛǘȅ ŘǳǊƛƴƎ ǎŎŀƭƛƴƎΦ Choose 

from: Default, Bicubic, Bilinear, NearestNeighbor 

YŜŜǇ ǘƘƛǎ ǎŜǘǘƛƴƎ άDefaultέ ǿƘŜƴ ȅƻǳ Řƻ ƴƻǘ ƘŀǾŜ 

experience with the interpolation modes. 

E. Use the slider or enter a percentage to change the 

transparency of the image. 

 

Fig. Example of the barcode setup of element properties. 

Barcode element 

A. Check box to bind the element to a certain ratio. 

B. Choose a barcode type by clicking on the drop-down 

box and selecting the needed option available. 

C. Select a form of error checking from this list to ensure 

a correct working barcode. 

D. Fit the barcode to the width of the card. 

E. Manually enter the width of the barcode. 

F. Choose a color for the barcode. 

G. If you want the barcode to show a label with the real 

data check the show label check box. 

H. Select the dynamic field that you want the barcode to 

ǊŜŦƭŜŎǘΣ ŎƭƛŎƪ ǘƘŜ άAddέ ōǳǘǘƻƴ ǘƻ ŀŘŘ ǘƘŜ ŘȅƴŀƳƛŎ ŦƛŜƭŘ 

to the value. You can also enter a value for the 

barcode. 

I. Enter a default value or combine it with a dynamic 

field. 
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Fig. Example of the dynamic logo setup element properties.  

 

 

 

 

 

 
 

 

Fig. Example of the MAGstripe setup element properties. 

  

Dynamic logo element 

A. Select the dynamic field that you want the Dynamic 

logo to reflect. 

B. Select if you want the logo to be the correct ratio or if 

you want it to fill the whole field. 

C. As a specialty feature you can ǳǎŜ ǘƘŜ άInterpolation 

modeέ ǘƻ ŎƻƴǘǊƻƭ ƛƳŀƎŜ ǉǳŀƭƛǘȅ ŘǳǊƛƴƎ ǎŎŀƭƛƴƎΦ There 

are 4 interpolation modes you can choose from: 

a. Default 

b. Bicubic 

c. Bilinear 

d. NearestNeighbor 

YŜŜǇ ǘƘƛǎ ǎŜǘǘƛƴƎ άDefaultέ ǿƘŜƴ ȅƻǳ Řƻ ƴƻǘ ƘŀǾŜ 

experience with the interpolation modes. 

D. Use the slider or enter a percentage to change the 

transparency of the image. 

E. Click this button to add a dynamic logo. 

F. Select an image for your dynamic logo by clicking on 

this button. 

G. Check the default box if you want this image to show 

up as the default dynamic logo image. 

H. Add the associated value for each logo, this needs to 

be the same as the value given in the dynamic field. 

I. When you want to delete a dynamic logo select the 

logo you want to delete first and then click on the 

άRemove dynamic logoέ ōǳǘǘƻƴΦ 

 

MAGstripe element 

A. Select a field from the drop-down menu that you 

would like to add as dynamic data to one of the three 

tracks of the MAGstripe. 

B. MAGstripe allows you to encode three tracks to the 

card with certain data. The fields will give you 

feedback when data entered is not correct. 

Track 1: Allows you to add 76 characters, A-Z (Capital), 

0-9 and certain symbols. 

Track 2: Allows you to add 37 numeric characters, 0-9 

Track 3: Allows you to add 104 numeric characters, 0-9 

C. Click on this button to add the dynamic field selected 

in the drop-down menu. 

D. Click the LRC (longitudinal redundancy check) box to 

add an additional character which helps to validate 

your data.  
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Position 

 
Fig. Example of the position setup of an element. 

A. Determine the position of the used element. 

B. Scale your element giving a width or a height. Check 
the checkbox to keep the element proportion the 
same as the original. 

C. Rotate the element by entering an angle number from 
0 to 360. 

D. Give your element margins. 

Style 

 
Fig. Example of the style tab with linear gradient selected 

 
Fig. Example of the style tab with radial gradient selected 
 

 
Fig. Example of the Color pop-up menu 

A. You can change the thickness of the line,  
its color, the roundness of the corners (corner radius) 
or style. 

B. Background color of an element. 
The background color of an element can be one color 
or a multicolor gradient color linear or radial. 

     
    one color                  linear                   radial 

C. Set the angle of a linear gradient in degrees. 
D. Add multiple colors to your gradients color by clicking 
ƻƴ ǘƘŜ ά+έ ōǳǘǘƻƴ. Click on the color and select a color 
from the Color window and click on άOKέ ōǳǘǘƻƴ ǘƻ 
select the color. 

 

 

Color window 

Choose a color for the line or the background using the 
color window. You can use: 

A. the color picker 
B. RGB sliders 
C. HSV sliders 
D. Add Transparency 
E. Color library using saved colors. To save a color, click 
ǘƘŜ ά+έ ōƻȄ ŀƴŘ ǎŜƭŜŎǘ ǘƘŜ ǎƭƻǘ ȅƻǳ ǿŀƴǘ ǘƻ ǎŀǾŜ ȅƻǳǊ 
color to. 

F. /ƭƛŎƪ ƻƴ άOkέ ǿƘŜƴ ȅƻǳ ǎŜƭŜŎǘŜŘ ǘƘŜ ŎƻǊǊŜŎǘ ŎƻƭƻǊΦ 
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Create a Card  
To create a card design you can start a new design or open an existing design. 

 

New Card design 
When clicking on the new card design link or button, a setup window will pop-up. 

 

Fig. Example of new card design setup window.  

A. Enter the name for the layout. The exclamation mark at the end appears when the name is not filled out 

ƻǊ ǘƘŜ ƴŀƳŜ ŀƭǊŜŀŘȅ ŜȄƛǎǘǎΦ ¢ƘŜ ΨOKΩ ōǳǘǘƻƴ ƛǎ ƴƻǘ ŀŎŎŜǎǎƛōƭŜ ǳƴǘƛƭ ŀ ǳƴƛǉǳŜ ƴŀƳŜ ƛǎ ƎƛǾŜƴΦ 

B. The size of the Card can be chosen from a drop-down. 

C. Define a custom size for your layout. 

D. Check this box if the design is single sided. 

E. If you want MAGstripe in your design, check this box.  

F. Check the orientation of the design and the use of a design for a specialty layer or protective overlay layer 

for the front. 

G. Check the orientation of the design and the use of a design for a specialty layer or protective overlay layer 

for the back. 

H. Set the write direction of the text in your card layout from άleft to rightέ ƻǊ ŦǊƻƳ άright to leftέΦ 

 

A

B C

D

E

F

G

H
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Existing Card Design 
To open an existing Project, select the open project function. All available existing projects are displayed, and you 

can select the layout for editing. You can open multiple layouts at the same time. 

  

  Fig. Example of the Open Card design pop-up window.  

A. Select one of the existing designs. 

B. View the layout of the design selected. 

Check out the properties and the setup of the front and back side. 

C. Delete a selected design. 

 

 

A

B

C
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BadgeMaker Store 
The Store offers free & premium card design templates and projects for you to select, purchase and download. 

Card Design from the Store 

Browse the Store to select and download one of the example card design to start with. Get inspired and adjust 

the example designs to your own liking. 

Browse the Store 

¢ƻ ōǊƻǿǎŜ ǘƘŜ ǎǘƻǊŜΣ Ǝƻ ǘƻ άStoreέ ƛƴ ǘƘŜ Ƴŀƛƴ ƳŜƴǳ ŀƴŘ ŎƭƛŎƪ ƻƴ άBrowse storeέΦ 
 

   

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Fig. BadgeMaker Store.  

A. Store: Overview of all the products (card designs and projects) available to select for free or to purchase 

ŀƴŘ ŀŘŘ ǘƻ άMy itemsέΦ 

B. Filter the overview of card designs by specific tags. Use the drop-down button to select a tag or search 

card design bundles by name. 

C. Click on the bundle image to learn more about the bundle and its card designs. 

D. Click on the price button to άAdd to My itemsέ ƻǊ άProceed to Paymentέ ƛŦ ƛǘ ƛǎ ŀ ǇǊŜƳƛǳƳ ǇǊƻŘǳŎǘ ǘƻ ŀŘŘ 

ǘƘŜ ǇǊƻŘǳŎǘ ǘƻ άaȅ LǘŜƳǎέ ŀƴŘ ƳŀƪŜ ǘƘŜƳ ŀǾŀƛƭŀōƭŜ ŦƻǊ ŘƻǿƴƭƻŀŘΦ 
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E. In Tab άMy Itemsέ ƛǎ ǿhere you can find the products like card designs you selected for free or purchased. 

Select the product to download and use it in CardStudio.  

My items 

!ƭƭ ǘƘŜ ǎŜƭŜŎǘŜŘ ŎŀǊŘ ŘŜǎƛƎƴǎ ŀŘŘŜŘ ŦǊƻƳ ǘƘŜ {ǘƻǊŜ Ŏŀƴ ōŜ ŦƻǳƴŘ ƛƴ ǘƘŜ άMy itemsέΦ ¢ƘŜǎŜ ŎŀǊŘ ŘŜǎƛƎƴǎ ǿƛƭƭ ŀƭǿŀȅǎ 

be available for you to download.  

 
BadgeMaker Store My Items overview 

A. My items: overview of all the selected card designs from the Store ready to select and download. 

B. Preview images of the selected card design. 

C. /ƭƛŎƪ ƻƴ άDownloadέ ƛŦ ȅƻǳ ǿƻǳƭŘ ƭƛƪŜ ǘƻ ŘƻǿƴƭƻŀŘ ǘƘŜ ǎŜƭŜŎǘŜŘ ŎŀǊŘ ŘŜǎƛƎƴ ǘƻ ȅƻǳǊ .ŀŘƎŜMaker Design. 

Give the downloaded card design a name. 

 
  

After saving the design is opened automatically in BadgeMaker Design. The card design is now ready be 

used. 

D. /ƭƛŎƪ ƻƴ ǘƘŜ άCloseέ ōǳǘǘƻƴ ǘƻ ŎƭƻǎŜ ǘƘŜ aȅ ƛǘŜƳǎ ǇƻǇ-up. 
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Interface 
The BadgeMaker Identity dashboard offers the following sections:  

 

 
Fig. Example of the BadgeMaker IDENTITY dashboard overview 

A. Main menu 

B. Window menu 

C. Quick menu 

D. Grid View 

E. Detail View 

F. Photo Slider View 

G. Project card designs overview and preview 

H. Project card design quick menu 

I. Photo and Signature preview 

 

D

F

G

H
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Navigation 
BadgeMaker Identity makes the elaborate card design process as easy, fast and intuitive as possible. 

Accommodating the users in your organization that are set with the task of managing data and printing cards. 

Using a user-friendly overview that shows all the tools and is easy to navigate. 

 

Window navigation 
The window navigation gives the option to A. minimize, B. maximize or C. close. 

 

Main Menu 

 

 

The main menu offers the options: File, Store, Share, Edit, Record, Options, View and Help 

Which contain 7 submenus, 8 when the BadgeMaker Share Add-On is active: 

  

A. File 

The first button offers the main functions needed to 
start, use, manage and end a BadgeMaker Identity 
Project: 
New project: Start a new project in BadgeMaker Identity 
New Share Project (When Share Add-On is Active) 
Open local project: Open an existing project made in 
BadgeMaker Identity 
Open Share project (When Share Add-On is Active) 
Close Project: Close your BadgeMaker Identity Project 
Import Data: Import data from an Excel file, BadgeMaker 
7 or IDPro7 project. 
Import Photo: Batch import photos or signatures. 
Export project data: Export the record data to an CSV. 
Export photos: Export photos from the project. 
Print selected records: Print the records 
Print with...: Print quickly with an already set printer. 
Exit: Exit BadgeMaker Identity   

B. Store 
The Store offers free or premium products like card 
design templates and example projects ready to place in 
άMy itemsέ. Use the example card designs or projects to 
get inspired or adjust for own use. 
Browse store: Open the Store and browse a selection of 
card designs and projects. 
My items: Overview of your selected/purchased card 
designs or projects from the store, ready to download 
and use. 
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C. Edit Menu 
The second button offers the edit functions and project 
settings that you use during the data managing process:  
Undo: Undo recent actions made in your project. 
Redo: Redo actions you undid in your project. 
Project Settings: Change project settings or link card 
designs to a project. 
 

 

D. Record Menu 
The third button give you control over the records being 
able to add new records or delete existing records. 
Add new record 
Delete selected record  

 

 

 

E. Options Menu 
The Options menu brings you to the configurations of 
the application like date and language settings. 
 
Configuration: 
1. Configure the language, choose from English, German, 
Spanish, French, Polish, Portuguese, Turkish and Dutch.  
2. Date format, setup the date and time format for your 
project. 
3. Project folder, in what folder you would like to save 
your projects. 
4. Print settings, setup the default printer or card reader. 
 
Improvement Program: Here you can join our 
Improvement Program. If you join, information will be 
periodically collected anonymous about how you use 
BadgeMaker. 
 
  

 

 

F. Views menu 
The Views menu makes it possible to make certain views 
in the main window visible or invisible. 
Grid View 
Detail View 
Photo Slider View 
Print Status Window  

   

    

G. Help menu 
For more information on the application or a user guide 
click on the Help button. 
View manual (F1) 
View changelog 
ScreenCheck on the web 
License information 
Open log folder 
About 
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Quick Menu 
When opening BadgeMaker a quick menu appears showing two buttons in the middle of the interface, allowing 

users to continue working with an existing project or creating a new project. 

 

The Quick Menu offers for fast navigation by making the buttons most frequently used directly clickable. 

 

 

A. New 

Click on this button to start a new Project. 

B. Open existing Project 

Click on this button to open an existing project. 

 

C. Open Share Project 

Click on this button to log in to the BadgeMaker Share server and work on shared projects. 

D. New Share Project 

Click on this button to log in to the BadgeMaker Share server and create a new Share project. 

E. Undo 

This button gives options to undo processing steps. 

F. Redo 

This button gives options to redo processing steps. 

G. Add a new record 

This button gives you options to add a new record to the data grid. This means putting in new information, adding 

a photo and if needed adding a signature. 

H. Delete a selected record 

This button allows you to delete a record from the data grid. 

 
 

D F G H K
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I. Filter records 
Have a lot of data in your data grid? This button will be helpful giving you all kinds of different filter options to 
search for specific groups or a certain person. You can add multiple filter sets. Every filter set can have one or 
more filter rules. You can combine one or more filter sets to make your search more specific.  

Fig. Example of the filter options window that pop-up after clicking the filter button in the Quick menu.  
 

A. To set up a filter rule, start with selecting one of the fields that you want to search in. This will narrow a 

search and make it faster. 

B. After selecting the field, you need to select how specific you want to match the field with the input that 

ȅƻǳ ǿƛƭƭ Ǉǳǘ ƛƴǘƻ ŦƛŜƭŘ оΦ LŦ ǘƘŜ ǾŀƭǳŜ ƛǎ ǾŜǊȅ ǎǇŜŎƛŦƛŎ ŎƘƻƻǎŜ άƛǎέΣ ƛŦ ȅƻǳ Řƻ ƴƻǘ ǿŀƴǘ ƛǘ ǘƻ ōŜ ǘƻ ǎǇŜŎƛŦƛŎ ȅƻǳ 

Ŏŀƴ ŎƘƻƻǎŜ ά{ǘŀǊǘǎ ǿƛǘƘέ 

C. Enter the information you are looking for depending on whether a search is specific or needs to be a 

group. For example, you could enter a complete index number to find a certain person or just the start of 

a number. 

D. ¢ƘŜ ά·έ ōǳǘǘƻƴǎ ŀǊŜ ǘƻ ŘŜƭŜǘŜ ŀ ŦƛƭǘŜǊ ǊǳƭŜΣ ƻǊ ŀ ŦƛƭǘŜǊ ǎŜǘΦ 

E. Click on this button to add a new filter rule to this filter set to narrow your search. 

F. Click on this button when you want to add a new filter set. Example: You use a filter set when searching 

for two different type of records and need to add a separate search. 

G. Cancel filter option. 

¢ƻ ǎǘŀǊǘ ǘƘŜ ǎŜŀǊŎƘκŦƛƭǘŜǊ ǇǊƻŎŜǎǎ ŎƭƛŎƪ ƻƴ ǘƘŜ άhƪέ ōǳǘǘƻƴΦ 

 

J. Refresh Data 

This button allows you to refresh data when working with BadgeMaker Connect projects making sure all data is 

up to date with the connected databases. 
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K. Print all selected records 

Print all selected records using the most recently used printer and settings. 

To print one or more records, select them and click this button to print the records using the most recently used 

printer and print settings. On first-time use, the printer dialogue will be displayed. 

1. A print window pops up, so you can select the printer you installed for the card printing process.  

This manual does not describe the installation of printers. Please refer to the ƳŀƴǳŦŀŎǘǳǊŜǊΩǎ manuals for 

further information on these devices. After selecting the printer, ŎƭƛŎƪ ƻƴ ǘƘŜ άtǊƛƴǘέ ōǳǘǘƻƴΦ 

 

 
Fig. Example printer setup window. 

 

2. A print progress window will pop-up that will show you the progress of the cards that are being printed. 

 

 

Fig. Example of the Card printing progress window. 
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3. If a record fails to print, a couple of options are presented: 

 

A. You can check the box to enable pause on print-job failure, this will pause the printing of the rest 

of the records you selected for printing when a record has a print error. To resume printing click 

ƻƴ ǘƘŜ άResume printingέ ōǳǘǘƻƴΦ 

B. ¢ƻ ŎŀƴŎŜƭ ŀƭƭ ǊŜŎƻǊŘǎ ŦǊƻƳ ǇǊƛƴǘƛƴƎ ŎƭƛŎƪ ǘƘŜ άCancel allέ ōǳǘǘƻƴΦ 

C. ¢ƻ ǊŜǘǊȅ ŀƭƭ ǊŜŎƻǊŘǎ ƛƴ ǘƘŜ ǇǊƛƴǘ Ƨƻō ŦƻǊ ǇǊƛƴǘƛƴƎ ŎƭƛŎƪ ƻƴ ǘƘŜ άRetry allέ ōǳǘǘƻƴΦ 

For the record that failed a couple of record options are presented: 

D. To check the record data, ŎƭƛŎƪ ƻƴ ǘƘŜ άGo to recordέ and the record data appears. 

E. To cancel the failed record, ŎƭƛŎƪ ƻƴ ǘƘŜ άCancelέ ōǳǘǘƻƴΣ ǘƘŜ ǊŜǎǘ ƻŦ ǘƘŜ ǇǊƛƴǘ Ƨƻō Ŏŀƴ ǎǘƛƭƭ ōŜ 

printed if they do not run into the same error. 

F. When you fix the error, ȅƻǳ Ŏŀƴ ŎƭƛŎƪ ƻƴ ǘƘŜ άRetryέ ōǳǘǘƻƴ ǘƻ ǘǊȅ ŀƴŘ ǇǊƛƴǘ ǘƘŜ ǊŜŎƻǊŘ ŀƎŀƛƴΦ 

L. BadgeMaker Design 

This quick menu button lets you open BadgeMaker Design and continue with creating or adjusting your card 

design. 

 

 

A B C 

D E F 

A 
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Project Card Designs 
 

 

 

Card designs overview 

A. The card designs overview shows the designs added to this specific project 

B. The link icon allows you to link one or more selected records to this card design. 

C. Select a record and click on the Preview card design tab to see a preview of the card design linked to the 

record. 

D. The warning icon lets you know an action is needed for this card design. An action can be that an update is 

available for the design for example. F. Update a card design using the update icon in the quick menu. 

E. The card design icon gives a quick navigation to the card design settings of the selected card. 

F. Update a card design using the update icon in the quick menu 

G. With the encode icon you can quickly navigate to the encode settings of the selected card. If a card design 

does not have encoding, the icon will be greyed out. 

 

 

A B 

D 

D 

E F G 

C 
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Creating a Project 
 

To setup an Identity project you can start by setting up a new project or opening an existing one. 

 

New Project 
²ƘŜƴ ŎƭƛŎƪƛƴƎ ƻƴ ǘƘŜ άNewέ ƭƛƴƪ ƻǊ ōǳǘǘƻƴ ŀ ǎŜǘǳǇ ǿƛƴŘƻǿ ǿƛƭƭ ǇƻǇ-up.   

You can select one of the six options to start a new project: 

 

 
Fig. Example of the Create new project window. 

H. Close the pop-up with this button. 

G. To cancel a new project, ŎƭƛŎƪ ƻƴ ǘƘŜ άCancelέ ōǳǘǘƻƴ. 
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A. Create a New Project 
Click on Create a New Project if you want to start with a blank data grid and setup your own field names. 

1. Project Structure 

 
Fig. Example of step 1. New project: add Project data columns 

Step 1. Is to setup the project structure by adding the project data fields. 

A. Enter the name for your new project. 
B. Enter the data field name. 

C. Set the data type. Select if the data is numbers or text for example. The following types of database fields 

are supported: 

- Whole Number, wƘŜƴ ǎŜƭŜŎǘƛƴƎ ǘƘƛǎ ǘȅǇŜΣ ȅƻǳ Ŏŀƴ ǎŜƭŜŎǘ Ψŀǳǘƻ-ƛƴŎǊŜƳŜƴǘΩΦ ²ƘŜƴ ŀ ƴŜǿ ǊŜŎƻǊŘ ƛǎ ŎǊŜŀǘŜŘ ǘƘŜ 

number will be the highest number in the project increased by 1. 

- Text 

- Decimal number 

- Option List, when this list type is selected you can add and delete the list values from the list that is 

presented for this database field. 

D. Check these boxes if the field needs to be άRequiredέ ŀƴŘ/ƻǊ άUniqueέ. 

E. With the default input field, you can add a standard value to your data field. Existing empty fields and 

new records will automatically display the default value you add to this data field. 

F. /ƭƛŎƪ ƻƴ ǘƘŜ άXέ ōǳǘǘƻƴ ǘƻ ŘŜƭŜǘŜ ŀ Řŀǘŀ ŦƛŜƭŘ ŦǊƻƳ ǘƘŜ ǇǊƻƧŜŎǘ ǎǘǊǳŎǘǳǊŜ ǎŜǘǳǇΦ 

G. Enable auto-increment. 

H. /ƭƛŎƪ ƻƴ ǘƘŜ άAdd new propertyέ button and add and describe the data field names you want to use in 

your new project. 

I. Click on the άNext stepέ button to go to step 2 and configure the biometric settings. 

A 

B C D E 

F 

G 

H 
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2. Biometric settings 

During step 2 you can add the biometric images you need in your project and determine how they will be stored. 

 
Fig. Example of step 2. New project: Biometric settings 

A. The box for passport photos makes photos visible in the project and enables you to add photos. 

B. After checking the box, you can determine the ratio of the photo. 

C. Select how and where photos will be saved within your project.  

D. Check this box if you want to use data columns to represent the filename. 

E. Select the image format (.png, .jpg or .bmp) the photos need to be saved as within your project. 

F. Here you can select what size the photos need to be saved as within your project. 

G. The process for signatures works the same as the photo settings. 

H. /ƭƛŎƪ ƻƴ ǘƘŜ άNext stepέ ōǳǘǘƻƴ ǘƻ Ǝƻ ǘƻ ǎǘŜǇ о and configure the view configuration. 

 

A

. B 

C 

D

. E 

F 

G

. 

H

. 
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3. View configuration 

During step 3 you can choose the default configuration or adjust the setup for Detailed and Gallery view. 

 
Fig. Example of step 3. New project: view configuration 

A. Tab to configure Detailed view showing specific ŎŀǊŘƘƻƭŘŜǊǎΩ information. 

B. Tab to configure Gallery view showing cardholders photos. 

C. Setup the title for the detailed view. 

D. Setup the information that will be shown in the detailed view. 

E. Click on the άNext stepέ button to go to step 3 and add triggers to the project. 

 

A 

B 

C 

D 

E 

http://www.badgemaker.info/


      USER GUIDE 

     2026 July| User Guide V2.12| BadgeMaker V2.12   55                                   

www.badgemaker.info 

 

4. Card designs 

Step 4. allows you to add card designs to your new project.  

A. Select one of the available 

designs. 

B. /ƭƛŎƪ ƻƴ ǘƘŜ ά>>έ ōǳǘǘƻƴ ǘƻ ŀŘŘ a 

selected design to your project.  

/ƭƛŎƪ ƻƴ ǘƘŜ ά<<έ ōǳǘǘƻƴ ǘƻ ǊŜƳƻǾŜ ŀ 

selected card design from your 

project. 

C. A card design in your project has 

two icons available, this is the 

άUpdateέ ƛŎƻƴΥ  

 

An adjusted card design can be 

updated to the latest version by 

clicking on the update icon.  

 

 

Fig. Example of step 4. Add Card designs to 

your project. 

D. ! ŎŀǊŘ ŘŜǎƛƎƴ ƛƴ ȅƻǳǊ ǇǊƻƧŜŎǘ Ƙŀǎ ǘǿƻ ƛŎƻƴǎ ŀǾŀƛƭŀōƭŜΣ ǘƘƛǎ ƛǎ ǘƘŜ άBindingsέ ƛŎƻƴΥ  

Click on the bindings icon to edit the bindings for the dynamic data of 

the card design. The bindings window pops up automatically after 

adding a design to your project. The data binding tool is a powerful 

option in BadgeMaker Identity. When you add a new layout or 

update a layout you will be prompted to create the data bindings. 

Dynamic fields used and created in your layout may differ from the 

naming or spelling of a name that exists in your Project database. 

Therefore, you will be allowed to create the data bindings.  

 

1. Card Design bindings  

The dynamic fields that are created in the card design are presented 

to the left and you can bind these dynamic fields to the database 

fields of your project. 

2. Settings 

CCI template: Bind a CCI encode template to your card design to encode the card during production. For more 

ƛƴŦƻǊƳŀǘƛƻƴ Ǝƻ ǘƻ άBadgeMaker EncodeέΦ LŦ ȅƻǳ Řƻ ƴƻǘ ƴŜŜŘ ǘƻ ŜƴŎƻŘŜ ǿƛǘƘ ǘƘƛǎ ŎŀǊŘ ŘŜǎƛƎƴΣ ȅƻǳ Ŏŀƴ ƭŜŀǾŜ 

this option blank. 

 

E. The Card Designs tab offers a preview of the card design. If the card design has a front and a back, you can 

toggle between the two by clicking on the design in the preview. 
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5. Triggers 

Step 5 allows you to setup trigger for your project. Triggers can be used to automatically change data in your 

project on a certain condition or event. 

 

 
Fig. Example of step 5. New project: Triggers 

A. Select one of the events from this list and add specific triggers. BadgeMaker Identity will 
automatically wait for the event to occur before performing the action that is linked to the trigger. 

B. All data columns of the new project are listed. Select one of the columns to link a trigger action to it. 
C. /ƭƛŎƪ ƻƴ ǘƘŜ άAdd triggerέ ōǳǘǘƻƴ ǘƻ ŀŘŘ ǘƘŜ ǘǊƛƎƎŜǊ ǘƻ ǘƘŜ Řŀǘŀ ŎƻƭǳƳƴ ŀƴŘ ǎǇŜŎƛŦȅ ǘƘŜ trigger with 

events and actions. 
D. The property shows you the selected data column. 
E. Select the action you want to connect to the data column from the drop-down menu and define the 

action. 
F. /ƭƛŎƪ ƻƴ ǘƘŜ άXέ ōǳǘǘƻƴ ǘƻ ŘŜƭŜǘŜ ŀ ǘǊƛƎƎŜǊ ŦǊƻƳ ŀƴ ŜǾŜƴǘΦ 
G. Click on the άNext stepέ button to go to step 4 and create the project. 

 
Define the action that is performed once the event has been met. Some actions are only available for specific 
columns (for example, incrementing number values can only be done on Number type columns). All changes need 
to be saved before they become active. Understand that triggers might cause your original data to change, so 
make sure no vital data is lost when working with triggers. 
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6. Create project 

During step 6 the application will start creating your new project after you click on the A. άCreate projectέ ōǳǘǘƻƴΦ 

If there are problems read the feedback provided and click on the B. άPreviousέ button to go back and make the 

needed adjustments.  

You are now ready to start adding records to your data grid.  

 

 

Fig. Example of step 6. New project: Create project.  

 

 

A 

B 
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B. Create a new BadgeMaker Connect project  
To create a new BadgeMaker Connect project you need the Connect Add-On. An Add-On can be added to your 

BadgeMaker Base package or you can choose the BadgeMaker PRO package that already contains the Connect 

Add-On. The BadgeMaker Connect Add-On lets you connect with external databases. Go to the BadgeMaker 

Connect chapter for more information about the functionalities of this Add-On. 

1. Data sources 

 
Fig. Example of a New BadgeMaker Connect project with Microsoft SQL database connection step 1: data sources 

A. Give your BadgeMaker Connect project a unique name. 

B. /ƭƛŎƪ ƻƴ άAdd data sourceέ ǘƻ ŀŘŘ ŀ ŘŀǘŀōŀǎŜ ŎƻƴƴŜŎǘƛƻƴ ǘƻ ȅƻǳǊ ƴŜǿ ǇǊƻƧŜŎǘΦ 

C. {ŜƭŜŎǘ ŀƴ ŀŘŘŜŘ ŘŀǘŀōŀǎŜ ŎƻƴƴŜŎǘƛƻƴ ŀƴŘ ŎƭƛŎƪ ƻƴ άRemove data sourceέ to remove a connection. 

D. Select the type of Database you want to connect with, give the Server name, Port number and database 

name. Several database types are supported: 

- Microsoft SQL Server 

- Microsoft Access files 

- MySQL Server 

- Oracle Server 

- ODBC 

E. When an external database is secured with credentials, you can add those credentials here. 

F. Click on άTest connectionέ ǘƻ test the connection with the external database. 

G. Select the added database connection and click on άAdd tableέ ǘƻ ŀŘŘ ŀ ǘŀōƭŜ ŦǊƻƳ ȅƻǳǊ ŘŀǘŀōŀǎŜ ǘƻ ǘƘŜ 

project. 

H. Click on άNextέ to continue to the next step.  
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2. Image sources 

Step 2. Specify where your biometric images are located.  

 

 
Fig. Example of a new Connect project with database connection step 2. Image sources. 

A. Check the box when you want to add signatures and/or passport photos to your project. 

B. After checking the box, you can determine the ratio of the photo. 

C. Select where the image source type, so from where the images need to be imported into your project.  

D. Here you can select what size the photos need to be saved as within your project. 

E. /ƭƛŎƪ ƻƴ ǘƘŜ άbŜȄǘ ǎǘŜǇέ ōǳǘǘƻƴ ǘƻ Ǝƻ ǘƻ ǎǘŜǇ о and configure the detailed and gallery view 
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3. View configuration 

During step 3 you can select the default configuration or adjust the setup for Detailed and Gallery view. 

 

Fig. Example of step 3. New Connect project: View configuration 

A. Tab to configure Detailed view showing specific ŎŀǊŘƘƻƭŘŜǊǎΩ information. 

B. Tab to configure Gallery view showing cardholders photos. 

C. Setup the title for the detailed view. 

D. Setup the information that will be shown in the detailed view. 

E. Click on the άNext stepέ button to go to step 3 and add triggers to the project. 
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4. Card designs 

Step 4. allows you to add card designs to your new project.  

A. Select one of the available 

designs. 

B. /ƭƛŎƪ ƻƴ ǘƘŜ ά>>έ ōǳǘǘƻƴ ǘƻ ŀŘŘ a 

selected design to your project.  

/ƭƛŎƪ ƻƴ ǘƘŜ ά<<έ ōǳǘǘƻƴ ǘƻ ǊŜƳƻǾŜ ŀ 

selected card design from your 

project. 

C. A card design in your project has 

two icons available, this is the 

άUpdateέ ƛŎƻƴΥ  

 

An adjusted card design can be 

updated to the latest version by 

clicking on the update icon.  

 

 

Fig. Example of step 4. Add Card designs to 

your project. 

D. ! ŎŀǊŘ ŘŜǎƛƎƴ ƛƴ ȅƻǳǊ ǇǊƻƧŜŎǘ Ƙŀǎ ǘǿƻ ƛŎƻƴǎ ŀǾŀƛƭŀōƭŜΣ ǘƘƛǎ ƛǎ ǘƘŜ άBindingsέ ƛŎƻƴΥ  

Click on the bindings icon to edit the bindings for the dynamic data of 

the card design. The bindings window pops up automatically after 

adding a design to your project. The data binding tool is a powerful 

option in BadgeMaker Identity. When you add a new layout or 

update a layout you will be prompted to create the data bindings. 

Dynamic fields used and created in your layout may differ from the 

naming or spelling of a name that exists in your Project database. 

Therefore, you will be allowed to create the data bindings.  

 

1. Card Design bindings  

The dynamic fields that are created in the card design are presented 

to the left and you can bind these dynamic fields to the database 

fields of your project. 

2. Settings 

CCI template: Bind a CCI encode template to your card design to encode the card during production. For more 

ƛƴŦƻǊƳŀǘƛƻƴ Ǝƻ ǘƻ άBadgeMaker EncodeέΦ LŦ ȅƻǳ Řƻ ƴƻǘ ƴŜŜŘ ǘƻ ŜƴŎƻŘŜ ǿƛǘƘ ǘƘƛǎ ŎŀǊŘ ŘŜǎƛƎƴΣ ȅƻǳ Ŏŀƴ ƭŜŀǾŜ 

this option blank. 

 

E. The Card Designs tab offers a preview of the card design. If the card design has a front and a back, you can 

toggle between the two by clicking on the design in the preview.  
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5. Triggers 

Step 5 allows you to setup trigger for your project. Triggers can be used to automatically change data in your 

project on a certain condition or event. 

 

 
Fig. Example of step 5. New Connect project: Triggers 

A. Select one of the events from this list and add specific triggers. BadgeMaker Identity will automatically 

wait for the event to occur before performing the action that is linked to the trigger. 

B. All data columns of the new project are listed. Select one of the columns to link a trigger action to it. 

C. /ƭƛŎƪ ƻƴ ǘƘŜ άAdd triggerέ ōǳǘǘƻƴ ǘƻ ŀŘŘ ǘƘŜ ǘǊƛƎƎŜǊ ǘƻ ǘƘŜ Řŀǘŀ ŎƻƭǳƳƴ ŀƴŘ ǎǇŜŎƛŦȅ ǘƘŜ trigger with 

events and actions. 

D. The property shows you the selected data column. 

E. Select the action you want to connect to the data column from the drop-down menu and define the 

action. 

F. /ƭƛŎƪ ƻƴ ǘƘŜ άXέ ōǳǘǘƻƴ ǘƻ ŘŜƭŜǘŜ ŀ ǘǊƛƎƎŜǊ ŦǊƻƳ ŀƴ ŜǾŜƴǘΦ 

G. Click on the άNext stepέ button to go to step 4 and create the project. 

 

Define the action that is performed once the event has been met. Some actions are only available for specific 

columns (for example, incrementing number values can only be done on Number type columns). All changes need 

to be saved before they become active. Understand that triggers might cause your original data to change, so 

make sure no vital data is lost when working with triggers. 
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6. Create project 

During step 6 the application will start creating your new connect project after you click on the A. άCreate 

projectέ ōǳǘǘƻƴΦ LŦ ǘƘŜǊŜ ŀǊŜ ǇǊƻōƭŜƳǎ, read the feedback provided and click on the B. άPreviousέ button to go 

back and make the needed adjustments.  

You are now ready to start adding records to your data grid.  

 

 
Fig. Example of step 6. Connect project: Create project. 
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C. Create copy of an existing Project  
1. Select Project 

 
Fig. Example of step 1. New project: Copy existing project. 

A. Rename the project. 

B. Select if you want the copy with data or structure only. Select structure only if you only want the data 

field setup and not the content of the previous project. 

C. Select an existing project from the list presented.   

D. /ƭƛŎƪ ƻƴ ǘƘŜ άNext stepέ button to create the copied project.  
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2. Copy project 

During step 2 the application will start creating a copy of the project after you click on the A. άCreate projectέ 

button. Select B. to make changes in the previous step. You are now ready to start adding records to your data 

grid.  

 

Fig. Example of step 2. New project: Copy project.  
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D. Import Project from Excel 
1. Data source 

 
Fig. Example of step 1. New project imported from excel file: Data source. 

 

A. Click on this button and select the Excel/CSV file you want to import and create a new project with. 

B. Select the worksheet you want to use from the drop-down menu. 

C. Select the date format you are using with your Excel file. 

D. Select the row that contains the column names. 

E. Select the column that connects with the unique photo names (for example: ID number or index). 

F. Select the folder that contains the ŎŀǊŘƘƻƭŘŜǊǎΩ photos. 

G. Select the column that connects with the unique signature names (for example: ID number or index). 

H. Select the folder that contains the signatures. 

I. /ƭƛŎƪ ƻƴ ǘƘŜ άNext stepέ ōǳǘǘƻƴ ǘƻ ŎƻƴǘƛƴǳŜ ǘƻ ǎŜŎƻƴŘ ǎǘŜǇΦ 
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2. Project structure  

Fig. Example of step 2. New project: Project data columns 

A. Enter the name of your new project. 

B. Enter the column name. 

C. Set the data type. Select if the data are number or text for example. The following types of database fields 

are supported: 
 - Whole Number, when selecting this type, ȅƻǳ Ŏŀƴ ǎŜƭŜŎǘ Ψŀǳǘƻ-ƛƴŎǊŜƳŜƴǘΩ. When a new record is created the 
number will be the highest number in the Project increased by 1. 
-Text 
- Decimal number 
- Option List, when this list type is selected you can add and delete the list values from the list that is presented for 
this database field. 

D. /ƘŜŎƪ ǘƘŜǎŜ ōƻȄŜǎ ƛŦ ǘƘŜ ŦƛŜƭŘ ƴŜŜŘǎ ǘƻ ōŜ άRequiredέ and/or άUniqueέΦ 

E. With the default input field, you can add a standard value to your data field, existing empty fields and 

new records will automatically display the default value you add to this data field. 

F. /ƭƛŎƪ ƻƴ ǘƘŜ άXέ ōǳǘǘƻƴ ǘƻ ŘŜƭŜǘŜ ŀ Řŀǘŀ ŦƛŜƭŘ ŦǊƻƳ ǘƘŜ ǇǊƻƧŜŎǘ ǎǘǊǳŎǘǳǊŜ ǎŜǘǳǇΦ 

G. /ƭƛŎƪ ƻƴ ǘƘŜ άAdd new propertyέ button and add and describe the data field names you want to use in 

your new project. 

H. Click on the άNext stepέ button to go to step 3 and configure the biometric settings. 
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3. Biometric settings 

During step 3 you can add the biometric images you need in your project and determine how they will be stored. 

 
Fig. Example of step 3. New project: Biometric settings 

A. The box for passport photos makes photos visible in the project and enables you to add photos. 

B. After checking the box, you can determine the ratio of the photo. 

C. Select how and where photos will be saved within your project.  

D. Check this box if you want to use data columns to represent the filename. 

E. Select the image format (.png, .jpg or .bmp) the photos need to be saved as within your project. 

F. Here you can select what size the photos need to be saved as within your project. 

G. The process for signatures works the same as the photo settings. 

H. /ƭƛŎƪ ƻƴ ǘƘŜ άNext stepέ ōǳǘǘƻƴ ǘƻ Ǝƻ ǘƻ ǎǘŜǇ 4. and configure the view configuration. 
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4. View configuration  

During step 4 you can select the default configuration or adjust the setup for Detailed and Gallery view. 

 
Fig. Example of step 4. New project: View configuration 

A. Tab to configure Detailed view showing specific ŎŀǊŘƘƻƭŘŜǊǎΩ information. 

B. Tab to configure Gallery view showing cardholders photos. 

C. Setup the title for the detailed view. 

D. Setup the information that will be shown in the detailed view. 

E. Click on the άNext stepέ button to go to step 5. And add triggers to the project. 
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5. Card designs 

Step 5. allows you to add card designs to your new project.  

A. Select one of the available 

designs. 

B. /ƭƛŎƪ ƻƴ ǘƘŜ ά>>έ ōǳǘǘƻƴ ǘƻ ŀŘŘ a 

selected design to your project.  

/ƭƛŎƪ ƻƴ ǘƘŜ ά<<έ ōǳǘǘƻƴ ǘƻ ǊŜƳƻǾŜ ŀ 

selected card design from your 

project. 

C. A card design in your project has 

two icons available, this is the 

άUpdateέ ƛŎƻƴΥ  

 

An adjusted card design can be 

updated to the latest version by 

clicking on the update icon.  

 

 

Fig. Example of step 4. Add Card designs to 

your project. 

D. ! ŎŀǊŘ ŘŜǎƛƎƴ ƛƴ ȅƻǳǊ ǇǊƻƧŜŎǘ Ƙŀǎ ǘǿƻ ƛŎƻƴǎ ŀǾŀƛƭŀōƭŜΣ ǘƘƛǎ ƛǎ ǘƘŜ άBindingsέ ƛŎƻƴΥ  

Click on the bindings icon to edit the bindings for the dynamic data of 

the card design. The bindings window pops up automatically after 

adding a design to your project. The data binding tool is a powerful 

option in BadgeMaker Identity. When you add a new layout or 

update a layout you will be prompted to create the data bindings. 

Dynamic fields used and created in your layout may differ from the 

naming or spelling of a name that exists in your Project database. 

Therefore, you will be allowed to create the data bindings.  

 

1. Card Design bindings  

The dynamic fields that are created in the card design are presented 

to the left and you can bind these dynamic fields to the database 

fields of your project. 

2. Settings 

CCI template: Bind a CCI encode template to your card design to encode the card during production. For more 

ƛƴŦƻǊƳŀǘƛƻƴ Ǝƻ ǘƻ άBadgeMaker EncodeέΦ LŦ ȅƻǳ Řƻ ƴƻǘ ƴŜŜŘ ǘƻ ŜƴŎƻŘŜ ǿƛǘƘ ǘƘƛǎ ŎŀǊŘ ŘŜǎƛƎƴΣ ȅƻǳ Ŏŀƴ ƭŜŀǾŜ 

this option blank. 

 

E. The Card Designs tab offers a preview of the card design. If the card design has a front and a back, you can 

toggle between the two by clicking on the design in the preview. 
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6. Triggers 

Step 6 allows you to setup triggers for your project. Triggers can be used to automatically change data in your 

project on a certain condition or event. 

 

 
Fig. Example of step 5. New project: Triggers 

A. Select one of the events from this list and add specific triggers. BadgeMaker Identity will automatically 

wait for the event to occur before performing the action that is linked to the trigger. 

B. All data columns of the new project are listed. Select one of the columns to link a trigger action to it. 

C. /ƭƛŎƪ ƻƴ ǘƘŜ άAdd triggerέ ōǳǘǘƻƴ ǘƻ ŀŘŘ ǘƘŜ ǘǊƛƎƎŜǊ ǘƻ ǘƘŜ Řŀǘŀ ŎƻƭǳƳƴ ŀƴŘ ǎǇŜŎƛŦȅ ǘƘŜ trigger with events 

and actions. 

D. The property shows you the selected data column. 

E. Select the action you want to connect to the data column from the drop-down menu and define the 

action. 

F. /ƭƛŎƪ ƻƴ ǘƘŜ άXέ ōǳǘǘƻƴ ǘƻ ŘŜƭŜǘŜ ŀ ǘǊƛƎƎŜǊ ŦǊƻƳ ŀƴ ŜǾŜƴǘΦ 

G. Click on the άNext stepέ button to go to step 7 and create the project. 

 

Define the action that is performed once the event has been met. Some actions are only available for specific 

columns (for example, incrementing number values can only be done on Number type columns). All changes need 

to be saved before they become active. Understand that triggers might cause your original data to change, so 

make sure no vital data is lost when working with triggers. 
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7. Import Project 

A. Step 7 will create the new project imported from an excel file as soon as you click on the  

άCreate projectέ ōǳǘǘƻƴ.  

B. CƭƛŎƪ ƻƴ ǘƘŜ άPrevious stepέ button to make any changes before creating the project.  

 

Fig. Example of step 7. New project: import new Excel project.  
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E. New Project from BadgeMaker 7 Project 
 

1. Select BadgeMaker 7 Project 

 

 
Fig. Example of step 1. New project: Select BadgeMaker 7 Project  

A. Click on this button to select the BadgeMaker 7 project from your computer. 

B.  Click on this button to select the BadgeMaker 7 database from your computer. 

C.  Click on the άNext stepέ button to go to step 2 and check the project structure. 
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2. Project structure  

 

 
Fig. Example of step 2. New project: Project data columns. 

A. Enter the name for your new project. 

B. Enter the column name. 

C. Set the data type. Select if the data are number or text for example. The following types of database fields 

are supported: 

- Whole Number, when selecting this type, ȅƻǳ Ŏŀƴ ǎŜƭŜŎǘ Ψŀǳǘƻ-ƛƴŎǊŜƳŜƴǘΩΦ  

When a new record is created the number will be the highest number in the Project increased by 1. 

- Text 

-  Decimal number 

- Option List, when this list type is selected you can add and delete the list values from the list that is 

presented for this database field. 

D. /ƘŜŎƪ ǘƘŜǎŜ ōƻȄŜǎ ƛŦ ǘƘŜ ŦƛŜƭŘ ƴŜŜŘǎ ǘƻ ōŜ άRequiredέ and/or άUniqueέΦ 

E. With the default input field, you can add a standard value to your data field, existing empty fields and 

new records will automatically display the default value you add to this data field. 

F. /ƭƛŎƪ ƻƴ ǘƘŜ άXέ ōǳǘǘƻƴ ǘƻ ŘŜƭŜǘŜ ŀ Řŀǘŀ ŦƛŜƭŘ ŦǊƻƳ ǘƘŜ ǇǊƻƧŜŎǘ ǎǘǊǳŎǘǳǊŜ ǎŜǘǳǇΦ 

G. /ƭƛŎƪ ƻƴ ǘƘŜ άAdd new propertyέ button and add and describe the data field names you want to use in 

your new project. 

H. Click on the άNext stepέ button to go to step 3. 
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3. Biometric settings 

During step 3 you can enable the biometric images you need in your project and determine how they will be 

stored. 

 
Fig. Example of step 3. New project: Biometric settings 

1. The box for passport photos makes photos visible in the project and enables you to add photos. 

2. After checking the box, you can determine the ratio of the photo. 

3. Select how and where photos will be saved within your project.  

4. Check this box if you want to use data columns to represent the filename. 

5. Here you can select what size the photos need to be saved as within your project. 

6. The box for the signature makes signatures visible in the project and enables you to add signatures. The 
signature section works the same as the Passport photo section above.  

7. Click on the άNext stepέ button to go to step 4 and configure the view configuration. 
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4. View configuration  

During step 4 you can select the default configuration or adjust the setup for Detailed and Gallery view. 

 
Fig. Example of step 4. New project: View configuration  

A. Tab to configure detailed view showing specific cardholderǎΩ information. 

B. Tab to configure gallery view showing cardholders photos. 

C. Setup the title for the detailed view. 

D. Setup the information that will be shown in the detailed view. 

E. Click on the άNext stepέ button to go to step 5 and add triggers to the project. 
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5. Triggers 

Step 5 allows you to setup triggers for your project. Triggers can be used to automatically change data in your 

project on a certain condition or event. 

 
Fig. Example of step 5. New project: Triggers 

A. Select one of the events from this list and add specific triggers. BadgeMaker Identity will 

automatically wait for the event to occur before performing the action that is linked to the 

trigger. 

B. All data columns of the new project are listed. Select one of the columns to link a trigger action to 

it. 

C. /ƭƛŎƪ ƻƴ ǘƘŜ άAdd triggerέ ōǳǘǘƻƴ ǘƻ ŀŘŘ ǘƘŜ ǘǊƛƎƎŜǊ ǘƻ ǘƘŜ Řŀǘŀ ŎƻƭǳƳƴ ŀƴŘ ǎǇŜŎƛŦȅ ǘƘŜ trigger 

with events and actions. 

D. The property shows you the selected data column. 

E. Select the action you want to connect to the data column from the drop-down menu and define 

the action. 

F. /ƭƛŎƪ ƻƴ ǘƘŜ άXέ ōǳǘǘƻƴ ǘƻ ŘŜƭŜǘŜ ŀ ǘǊƛƎƎŜǊ ŦǊƻƳ ŀƴ ŜǾŜƴǘΦ 

G. Click on the άNext stepέ button to go to step 6 and create the project. 

 

Define the action that is performed once the event has been met. Some actions are only available for specific 

columns (for example, incrementing number values can only be done on Number type columns). All changes need 

to be saved before they become active. Understand that triggers might cause your original data to change, so 

make sure no vital data is lost when working with triggers. 
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6. Import Project 

A. Step 6 will create the new project imported from a BadgeMaker 7 file as soon as you click on the  
άCreate projectέ ōǳǘǘƻƴΦ 
B. /ƭƛŎƪ ƻƴ ǘƘŜ άPrevious stepέ button to make any changes before creating the project.  

 
Fig. Example of step 6. New project: import BadgeMaker 7 project.  
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F. New Project from IDPro 7 Project 
 

1. Select IDPro 7 Project 

 
Fig. Example of step 1. New project: Select IDPro 7 Project  

A. Click on this button to select the IDPro 7 configuration file from your computer. 

B. Click on the drop-down menu to select the IDPro 7 project and the table from your computer. 

C. /ƭƛŎƪ ƻƴ ǘƘŜ άbŜȄǘ stepέ ōǳǘǘƻƴ ǘƻ Ǝƻ ǘƻ ǎǘŜǇ н and check or adjust the project structure. 

 

http://www.badgemaker.info/


      USER GUIDE 

     2026 July| User Guide V2.12| BadgeMaker V2.12   80                                   

www.badgemaker.info 

 

2. Project structure  

 
Fig. Example of step 2. New project: Project data columns. 

A. Enter the name of your new project. 

B. Enter the column name. 

C. Set the data type. Select if the data are number or text for example. The following types of database fields 

are supported: 
 - Whole Number, when selecting this type, ȅƻǳ Ŏŀƴ ǎŜƭŜŎǘ Ψŀǳǘƻ-ƛƴŎǊŜƳŜƴǘΩΦ ²ƘŜƴ ŀ ƴŜǿ ǊŜŎƻǊŘ ƛǎ ŎǊŜŀǘŜŘ the 
number will be the highest number in the Project increased by 1. 
-Text 
- Decimal number 
- Option List, when this list type is selected you can add and delete the list values from the list that is presented for 
this database field. 

D. /ƘŜŎƪ ǘƘŜǎŜ ōƻȄŜǎ ƛŦ ǘƘŜ ŦƛŜƭŘ ƴŜŜŘǎ ǘƻ ōŜ άRequiredέ ŀƴŘ/ƻǊ άUniqueέΦ 

E. With the default input field, you can add a standard value to your data field, existing empty fields and 

new records will automatically display the default value you add to this data field. 

F. /ƭƛŎƪ ƻƴ ǘƘŜ άXέ ōǳǘǘƻƴ ǘƻ ŘŜƭŜǘŜ ŀ Řŀǘŀ ŦƛŜƭŘ ŦǊƻƳ ǘƘŜ ǇǊƻƧŜŎǘ ǎǘǊǳŎǘǳǊŜ ǎŜǘǳǇΦ 

G. /ƭƛŎƪ ƻƴ ǘƘŜ άAdd new propertyέ button and add and describe the data field names you want to use in 

your new project. 

H. Click on the άNext stepέ button to go to step 3.  
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3. Biometric settings 

During step 3 you can enable the biometric images you need in your project and determine how they will be 

stored. 

 
Fig. Example of step 3. New project: Biometric settings 

A. The box for passport photos makes photos visible in the project and enables you to add photos. 

B. After checking the box, you can determine the ratio of the photo. 

C. Select how and where photos will be saved within your project.  

D. Check this box if you want to use data columns to represent the filename. 

E. Here you can select what size the photos need to be saved as within your project. 

F. The box for the signature makes signatures visible in the project and enables you to add signatures. The 

signature section works the same as the passport photo section above.  

G. Click on the άNext stepέ button to go to step 4 and configure the detailed and gallery  
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4. View configuration  

During step 4 you can select the default configuration or adjust the setup for Detailed and Gallery view. 

 
Fig. Example of step 4. New project: View configuration  

A. Tab to configure Detailed view showing specific cardholderǎΩ information. 

B. Tab to configure Gallery view showing cardholders photos. 

C. Setup the title for the detailed view. 

D. Setup the information that will be shown in the detailed view. 

E. Click on the άNext stepέ button to go to step 5 and add triggers to the project. 
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5. Triggers 

Step 5 allows you to setup triggers for your project. Triggers can be used to automatically change data in your 

project on a certain condition or event. 

 

 
Fig. Example of step 5. New project: Triggers 

A. Select one of the events from this list and add specific triggers. BadgeMaker Identity will automatically 

wait for the event to occur before performing the action that is linked to the trigger. 

B. All data columns of the new project are listed. Select one of the columns to link a trigger action to it. 

C. /ƭƛŎƪ ƻƴ ǘƘŜ άAdd triggerέ ōǳǘǘƻƴ ǘƻ ŀŘŘ ǘƘŜ ǘǊƛƎƎŜǊ ǘƻ ǘƘŜ Řŀǘŀ ŎƻƭǳƳƴ ŀƴŘ ǎǇŜŎƛŦȅ ǘƘŜ trigger with events 

and actions. 

D. The property shows you the selected data column. 

E. Select the action you want to connect to the data column from the drop-down menu and define the 

action. 

F. /ƭƛŎƪ ƻƴ ǘƘŜ άXέ ōǳǘǘƻƴ ǘƻ ŘŜƭŜǘŜ ŀ ǘǊƛƎƎŜǊ ŦǊƻƳ ŀƴ ŜǾŜƴǘΦ 

G. Click on the άNext stepέ button to go to step 6 and create the project. 

 

Define the action that is performed once the event has been met. Some actions are only available for specific 
columns (for example, incrementing number values can only be done on Number type columns). All changes need 
to be saved before they become active. Understand that triggers might cause your original data to change, so 
make sure no vital data is lost when working with triggers. 
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6. Import Project 

A. Step 6 will create the new project imported from an IDPro7 ŦƛƭŜ ŀǎ ǎƻƻƴ ŀǎ ȅƻǳ ŎƭƛŎƪ ƻƴ ǘƘŜ άCreate projectέ 

button.  

B. /ƭƛŎƪ ƻƴ ǘƘŜ άPrevious stepέ button to make any changes before creating the project.  

 

 
Fig. Example of step 6.  New project: import BadgeMaker 7 project.  

 

 

 

 

 

http://www.badgemaker.info/


      USER GUIDE 

     2026 July| User Guide V2.12| BadgeMaker V2.12   85                                   

www.badgemaker.info 

 

Open Project 
To open an existing project, ǎŜƭŜŎǘ ǘƘŜ άOpenέ link or button. All available existing projects are displayed, and you 

can select the project that needs to be opened.  

 
Fig. Example of the Open existing project pop-up window. 

A. Select one of the existing projects. 

B. /ƭƛŎƪ ƻƴ ǘƘŜ άOpen projectέ ōǳǘǘƻƴΦ 

 

A 

B 
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Import Data  

You can import data by using an Excel/CSV, BadgeMaker 7 file, ID Pro 7 project or an XML file. 

 

 

Fig. Example of the import data pop-up window.  

 

A 

B 

C 

D 
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A. Import Excel or CSV data 
1. Data source 

 
Fig. Example of the import data pop-up window. 

A. Click on this button and select the Excel/CSV file you want to import. Select the worksheet you want to 

use from the drop-down menu below. 

B. Select the worksheet. 

C. Set the date format used in the Excel file. 

D. Select the row that contains the column names. 

E. Select the column that connects with the unique photo names (for example: ID number or index). 

F. Select the folder that contains the cardholdersΩ photos. 

G. Select the column that connects with the unique signature names (for example: ID number or index). 

H. Select the folder that contains the signature images. 

I. /ƭƛŎƪ ƻƴ ǘƘŜ άNext stepέ ōǳǘǘƻƴ ǘƻ ŎƻƴǘƛƴǳŜ ǘƻ the second step. 
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2. Configuration  

 
Fig. Example of the import Excel/CVS data pop-up window. 

A. Check this box to only import new records, existing records will not be overwritten. 

B. Select what happens when encountering a conversion error. 

C. Select one of the fields of the excel data which uniquely identifies data in the data source. 

D. Connect the source columns with the destination columns, BadgeMaker has already connected the 

columns with similar names. 

E. /ƭƛŎƪ ƻƴ ǘƘŜ άNext stepέ ōǳǘǘƻƴ ǘƻ ŎƻƴǘƛƴǳŜ ǘƻ import the data. 
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3. Import data 

 

Fig. Example of step 3. Import data 

 

Step 3. is processing the import of data.  

A. /ƭƛŎƪ ƻƴ ǘƘŜ άImport dataέ ōǳǘǘƻƴ ǘƻ ǎǘŀǊǘ ǿƻǊƪƛƴƎ ǿƛǘƘ ǘƘŜ ƛƳǇƻǊǘŜŘ Řŀǘŀ ŦǊƻƳ ȅƻǳǊ 9ȄŎŜƭ ŦƛƭŜΦ  

B. /ƭƛŎƪ ƻƴ ǘƘŜ άPrevious stepέ button to make any changes before creating the project. 

 

 

 

A 

B 
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B. Import BadgeMaker 7 data 
1. Data source 

 
Fig. Example of the import data pop-up window. 

 

A. Click on this button to select the BadgeMaker 7 project from your computer. 

B. Click on this button to select the BadgeMaker 7 database from your computer. 

C. Click on the άNext stepέ button to go to step 2.  

 

 

 

A 

B 

C 
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2. Configuration  

 
Fig. Example of the import of BadgeMaker 7 data pop-up window. 

A. Choose how to import new records, select one of the three ways. 

B. Select what happens when encountering a conversion error. 

C. Select one of the fields of the excel data which uniquely identifies data in the data source. 

D. Connect the source columns with the destination columns, BadgeMaker has already connected the 

columns with similar names. 

E. /ƭƛŎƪ ƻƴ ǘƘŜ άNext stepέ ōǳǘǘƻƴ ǘƻ ŎƻƴǘƛƴǳŜ ǘƻ ƛƳǇƻǊǘ ǘƘŜ ŘŀǘŀΦ 
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3. Import data 

 
Fig. Example of step 3. Import data. 

Step 3 is processing the import of data.  

A. /ƭƛŎƪ ƻƴ ǘƘŜ άImport dataέ ōǳǘǘƻƴ ǘƻ import the data.  

B. /ƭƛŎƪ ƻƴ ǘƘŜ άFinishέ to start working with the imported data from your BadgeMaker 7. 

 

A 

B 
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C. Import IDPro 7 data 
1. Data source 

 
Fig. Example of the import data pop-up window. 

A. Click on this button to select the IDPro 7 configuration file from your computer. 

B. Click on the drop-down menu to select the IDPro 7 project from your computer. 

C. Click on the άNext stepέ button to go to step 2.  

 

 

 

A 

B 

C 
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2. Configuration  

 
Fig. Example of the import of IDPro7 data pop-up window. 

A. Choose how to import new records, select one of the three ways. 

B. Select what happens when encountering a conversion error. 

C. Select one of the fields of excel data which uniquely identifies data in the data source. 

D. Connect the source columns with the destination columns, BadgeMaker has already connected the 

columns with similar names. 

E. /ƭƛŎƪ ƻƴ ǘƘŜ άNext stepέ ōǳǘǘƻƴ ǘƻ ŎƻƴǘƛƴǳŜ ǘƻ ƛƳǇƻǊǘ ǘƘŜ ŘŀǘŀΦ 
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3. Import data 

 
Fig. Example of step 3. Import data. 

Step 3. is processing the import of data.  

A. /ƭƛŎƪ ƻƴ ǘƘŜ άImport dataέ ōǳǘǘƻƴ ǘƻ import the data.  

B. /ƭƛŎƪ ƻƴ ǘƘŜ άFinishέ to start working with the imported data from your IDPro 7. 

 

A 

B 
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D. Import XML data 
Import data and base64-encoded images from XML files. 

1. Data source 

 
Fig. Example of the import data pop-up window Step 1. Select the XML file. 

A. Click on this button to select the XML file from your computer. 

B. Record XPath expression (XPath is a sub-language of XSL specifically designed to uniquely identify or 

address parts of a source XML document.) By using XPath expressions, you can search through an XML 

document and extract information from its nodes, such as elements or attributes. When selecting an XML 

file this usually is filled out automatically. 

C. Select the column that contains the embedded images in the XML file. These photos will also be imported 

into the BadgeMaker Project. It is also possible to select images from an external file. 

D. Click on the άNext stepέ button to go to step 2.  
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2. Configuration  

 
Fig. Example of the import of XML data pop-up window: Step 2. Configuration. 

A. Choose how to import new records, select one of the three options: 

- hƴƭȅ ƛƳǇƻǊǘ ƴŜǿ ǊŜŎƻǊŘǎ ό9ȄƛǎǘƛƴƎ ǊŜŎƻǊŘǎ ǿƻƴΩǘ ōŜ ǳǇŘŀǘŜŘύ 

- Only update existing records (new records won't be added) 

- Insert new records and update existing records 

B. Select what happens when encountering a conversion error, choose one of the three options: 

- Use the columns default value instead 

- 5ƻƴΩǘ ƛƳǇƻǊǘ ǘƘŜ erroneous row 

- Stop importing 

C. Select the column which uniquely identifies data in the data source. 

D. Connect the source columns with the destination columns, BadgeMaker has already connected the 

columns with similar names. 

E. /ƭƛŎƪ ƻƴ ǘƘŜ άNext stepέ ōǳǘǘƻƴ ǘƻ ŎƻƴǘƛƴǳŜ ǘƻ ƛƳǇƻǊǘ ǘƘŜ ŘŀǘŀΦ 
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3. Import data 

 
Fig. Example of step 3. Import data. 

Step 3. is processing the import of data.  

C. /ƭƛŎƪ ƻƴ ǘƘŜ άImport dataέ ōǳǘǘƻƴ ǘƻ import the data.  

D. /ƭƛŎƪ ƻƴ ǘƘŜ άFinishέ to start working with the imported data from your XML file. 

 

A 

B 
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Import photos 

At step 1, biometric data, you can import passport photos and/or signature images. 

 
Fig. Example of importing biometric data. 

A. Select the data field that contains unique data, like photo- and/or signature names.  

B. Click on this button and select the photo- and/or signatures folder you want to import from. The images need 

to have a unique name that can be connected to one of the unique fields. 

C. /ƭƛŎƪ ƻƴ ǘƘŜ άNext stepέ ōǳǘǘƻƴ ǘƻ ŎƻƴǘƛƴǳŜ ǘƻ import the photos and/or signatures. 
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Export data  
 

A. To export data, first select if you would like to export all records or just a selection.  

B. bƻǿ ŎƭƛŎƪ ƻƴ ǘƘŜ άExportέ ōǳǘǘƻƴ ŀƴŘ ŀ /{± ŦƛƭŜ ǿƛƭƭ ōŜ ƎŜƴŜǊŀǘŜŘΦ 

 
Fig. Example of exporting BadgeMaker project data. 
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Export photos 

At Export photos you have the option to export passport photos and/or signature images. 

 
Fig. Example of exporting BadgeMaker project images. 

A. To export data, first select if you would like to export all records or a selection. 

B. Check the boxes to choose to export photos and/or signatures. 

C. Click on this button and select the photos and/or signatures folder you want to export to.  

D. Give the exported images a name. 

E. You can include column properties in the output filenames by ǎŜƭŜŎǘƛƴƎ ŀ ŎƻƭǳƳƴ ŀƴŘ ŎƭƛŎƪƛƴƎ ƻƴ άinsert 

propertyέΦ CƻǊ ŜȄŀƳǇƭŜΥ άǇƘƻǘƻ_ {L5 ƴǳƳōŜǊϒέΦ 

F. Select the file type: .jpg, .png or .bmp. 

G. /ƭƛŎƪ ƻƴ ǘƘŜ άNext stepέ ōǳǘǘƻƴ ǘƻ ŎƻƴǘƛƴǳŜ ǘƻ export the photos and/or signatures. 
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Project settings 
To change the Project Settings, Ǝƻ ǘƻ ǘƘŜ aŀƛƴ aŜƴǳΣ ŎƭƛŎƪ ƻƴ άEditέ ŀƴŘ ǎŜƭŜŎǘ άProject Settingsέ ƛƴ ǘƘŜ ǎǳō 

menu. Go to Project Settings to change the setup, project structure or to add and manage Card Designs in your 

ǇǊƻƧŜŎǘΦ aŀƪŜ ǎǳǊŜ ȅƻǳ ŎƭƛŎƪ ƻƴ ǘƘŜ άSaveέ ōǳǘǘƻƴ ǿƘŜƴ ƳŀƪƛƴƎ ŎƘŀƴƎŜǎΦ 

 

Detail View 
At the first link you can configure the layout of the detail view. The detail view is the view shown in the middle of 

the dashboard, giving you detailed information of a record. 

 

 
Fig. Example of the Project settings: Detailed view configuration  

A. Use the drop-down menus to select where you want to see certain data fields. At the top are usually the 

most important fields selected like the first name, last name, and ID number.  

 
Example of the A. Detailed view 

A 

A 
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Gallery view 
The Gallery view is a photo slide presentation to find the personsΩ record very easily when people are showing up 

at the front desk to change or replace a card. In the Gallery setting you can select 2 (two) database fields that are 

presented with the Photo. You can select First name and Last name or choose for the record ID or any other 

database field.  

 

 
Fig. Example of the Preview Project settings: Gallery view  

B. In the Gallery setting you can select two database fields that are presented with the Photo. You can select 

First name and Last name or chose for the record ID or any other database field. 

 

Fig. Example of the A. Gallery view  

B 
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Biometric settings 

¢ƘŜ .ƛƻƳŜǘǊƛŎ ǎŜǘǘƛƴƎǎ ƛǎ ŦƻǊ ƳŀƴŀƎƛƴƎ ǘƘŜ tŀǎǎǇƻǊǘ tƘƻǘƻǎ ŀƴŘκƻǊ {ƛƎƴŀǘǳǊŜǎ ƛƴ ǘƘŜ ǇǊƻƧŜŎǘΦ !ŘŘ tƘƻǘƻΩǎ ŀƴŘ 

Signatures or adjust the settings for the photos or signatures. 

 

 
Fig. Example of the Project settings: Biometric settings 

 

A. The box for passport photos makes photos visible in the project and enables you to add photos. 

B. After checking the box, you can determine the ratio of the photo. 

C. Select how and where photos will be saved within your project.  

D. Check this box if you want to use data columns to represent the filename. 

E. Select the image format. This can be .png (often used for transparent images), .jpg or .bmp. 

F. Select what size the photos need to be saved as within your project. 

G. The box for the signature makes signatures visible in the project and enables you to add signatures. The 

signature section works the same as the passport photo section above.  

H. Click on the άSaveέ button to save the changes you made. 
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Card Designs 
Adding and managing Card designs to your project.  

A. Select one of the available 

designs. 

B. /ƭƛŎƪ ƻƴ ǘƘŜ ά>>έ ōǳǘǘƻƴ ǘƻ ŀŘŘ a 

selected design to your project.  

/ƭƛŎƪ ƻƴ ǘƘŜ ά<<έ ōǳǘǘƻƴ ǘƻ ǊŜƳƻǾŜ ŀ 

selected card design from your 

project. 

C. A card design in your project has 

two icons available, this is the 

άUpdateέ ƛŎƻƴΥ  

 

An adjusted card design can be 

updated to the latest version by 

clicking on the update icon.  

 
Fig. Example of step 4. Add Card designs to 

your project. 

 

D. ! ŎŀǊŘ ŘŜǎƛƎƴ ƛƴ ȅƻǳǊ ǇǊƻƧŜŎǘ Ƙŀǎ ǘǿƻ ƛŎƻƴǎ ŀǾŀƛƭŀōƭŜΣ ǘƘƛǎ ƛǎ ǘƘŜ άBindingsέ ƛŎƻƴΥ 

 

Click on the bindings icon to edit the bindings for the dynamic data of 

the card design. The bindings window pops up automatically after 

adding a design to your project.  

The data binding tool is a powerful option in BadgeMaker Identity. When you add a 

new layout or update a layout you will be prompted to create the data bindings. 

Dynamic fields used and created in your layout may differ from the naming or 

spelling of a name that exists in your Project database. Therefore, you will be allowed 

to create the data bindings.  

 

1. Card Design bindings  

The dynamic fields that are created in the card design are presented 

to the left and you can bind these dynamic fields to the database 

fields of your project. 

 

2. Settings 

CCI template: Bind a CCI encode template to your card design to encode the card during production. For more 

ƛƴŦƻǊƳŀǘƛƻƴ Ǝƻ ǘƻ άBadgeMaker EncodeέΦ LŦ ȅƻǳ Řƻ ƴƻǘ ƴŜŜŘ ǘƻ ŜƴŎƻŘŜ ǿƛǘƘ ǘƘƛǎ ŎŀǊŘ ŘŜǎƛƎƴΣ ȅƻǳ Ŏŀƴ ƭŜŀǾŜ 

this option blank.  

 

E. The Card Designs tab offers a preview of the card design. If the card design has a front and a back, you can 

toggle between the two by clicking on the design in the preview. 
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Card designs assignment 
It is possible to assign the card designs using a specific project column. Click on the drop-down menu to select the 

column. 

 

 
Fig. Example of the Project settings: Card design assignment 

A. Select from the drop-down menu which project column to use for card design assignment. 

 

B. The data of the selected column can now be linked to a card design that has been added to the project. 

 

C. Select a default card design for when the cardholder's information is not associated with a card design. 

D.  It is possible to add more values to the column to link with. Type the new value in the field and click on 
ǘƘŜ άAdd new mapping valueέΦ 
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Project structure 
The Project structure settings is for managing your structure. You can create, edit, or delete columns. 

 

 
Fig. Example of the Project settings: Structure Text 

A. Adjust the columns name. 

B. Adjust the data type. Select if the data is number or text for example. The following types of database 

fields are supported: 

- Number: When selecting this type, ȅƻǳ Ŏŀƴ ǎŜƭŜŎǘ Ψŀǳǘƻ-ƛƴŎǊŜƳŜƴǘΩΦ ²ƘŜƴ ŀ ƴŜǿ ǊŜŎƻǊŘ ƛǎ ŎǊŜŀǘŜŘ ǘƘŜ ƴǳƳōŜǊ ǿƛƭƭ ōŜ ǘƘŜ 

highest number in the project increased by 1 

- Decimal. 

- List: When this type is selected you can add and delete the list values from the list that is presented for this database field 

when a value must be entered. 

- Date. 

- Email address. 

- Phone number. 

C. Select if the field needs to be requiredΦ CƻǊ ŜŀŎƘ ŦƛŜƭŘ ȅƻǳ Ŏŀƴ ǎŜƭŜŎǘ ΨrequiredΩ ǿƘŜƴ ǘƘƛǎ ŘŀǘŀōŀǎŜ ŦƛŜƭŘ 

must be entered for a (new/edit) record. 

D. {ŜƭŜŎǘ ƛŦ ǘƘŜ ŦƛŜƭŘ ƴŜŜŘǎ ǘƻ ōŜ ¦ƴƛǉǳŜΦ CƻǊ ŜŀŎƘ ŦƛŜƭŘ ȅƻǳ Ŏŀƴ ǎŜƭŜŎǘ ΨuniqueΩ ǿƘŜƴ ǘƘŜ ŜƴǘŜǊŜŘ ǾŀƭǳŜ Ƴǳǎǘ 

be checked for its uniqueness in the Project. 

E. With the default input field, you can add a standard value to your data field, existing empty fields and 

new records will automatically display the default value you add to this data field. 

F. Click on the άXέ to delete a column/data field. 

G. /ƭƛŎƪ ƻƴ ǘƘŜ άAdd new propertyέ ōǳǘǘƻƴ ŀƴŘ add and describe the data column name you want to use in 

your project. 
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Triggers 

 
Fig. Example of step 4. New project: Triggers 

A. Select one of the events from this list and add specific triggers. BadgeMaker Identity will automatically 

wait for the event to occur before performing the action that is linked to the trigger. 

B. All data columns of the new project are listed. Select one of the columns to link a trigger action to it. 

C. /ƭƛŎƪ ƻƴ ǘƘŜ άAdd triggerέ ōǳǘǘƻƴ ǘƻ ŀŘŘ ǘƘŜ ǘǊƛƎƎŜǊ ǘƻ ǘƘŜ Řŀǘŀ ŎƻƭǳƳƴ ŀƴŘ ǎǇŜŎƛŦȅ ǘƘŜ trigger with events 

and actions. 

D. The property shows you the selected data column. 

E. Select the action you want to connect to the data column from the drop-down menu and define the 

action. 

F. /ƭƛŎƪ ƻƴ ǘƘŜ άXέ ōǳǘǘƻƴ ǘƻ delete a trigger. 

 

Define the action that is performed once the event has been met. Some actions are only available for specific 

columns (for example, incrementing number values can only be done on Number type columns). All changes need 

to be saved before they become active. Understand that triggers might cause your original data to change, so 

make sure no vital data is lost when working with triggers. 
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Manage Project 

 
Fig. Example of the Project settings: Project management 

This link is for managing your project. You can completely delete the current project you are working on.  
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Record 
Records are single data rows that contain all the information of one person. There is a button for adding and 

deleting a record. 

Add a new record 
If you add a record a new pop-up window will appear to enter the new record. The entry form allows the user to 

enter the data, link a card design and capture a photo and/or signature. 

1. Information 

A. Enter the needed information for each field and click on the 

B. Select a card design from the drop-down menu to link the new record to the card design. 

Click the άNext Stepέ ōǳǘǘƻƴ to add a photo and/or signature. 

 

Fig. Example of the information tab when adding a new record.  

A 

B 
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2. Photo 

A. Select the source of camera you want to use from the drop-down menu. You can choose to use your webcam 

or a TWAIN camera that is installed and connected to your computer. 

 

B. /ƭƛŎƪ ƻƴ ǘƘŜ άStart automatic captureέ ōǳǘǘƻƴΦ The application will detect your face automatically and take 

three pictures. You can select one of the three pictures to add to the new record.  

 

C. The Photo functionality will show you the camera view. 

 

D. /ƭƛŎƪ ƻƴ ǘƘŜ άCapture photoέ ōǳǘǘƻƴΦ ¢ƘŜ tƘƻǘƻ ŦǳƴŎǘƛƻƴŀƭƛǘȅ ǿƛƭƭ ǎƘƻǿ ȅƻǳ ǘƘŜ ŎŀƳŜǊŀ ǾƛŜǿΦ You are also able 

ǘƻ ǳǇƭƻŀŘ ŀƴ ƛƳŀƎŜ ŦǊƻƳ ȅƻǳǊ ŎƻƳǇǳǘŜǊΦ /ƭƛŎƪ ƻƴ ǘƘŜ άhǇŜƴ ŦƛƭŜΧέ ōǳǘǘƻƴ ǘƻ ǎŜƭŜŎǘ ŀƴ ƛƳŀƎŜ ŦǊƻƳ ŀ ŦƛƭŜΦ  

 

 
Fig. Example of the photo tab when adding a new record.  
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3. Signature 

A. Use a signature pad to write a signature into this field.  

 

 
Fig. Example of the signature tab when adding a new record.  
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Layout connection to record 
The lay-out connection of a data record to a layout is needed when a card is printed. 

When a data record is selected click on the A. άLinkέ ōǳǘǘƻƴ of one of the card designs in the Card Designs Gallery 

view to connect the design to the record. To change the connection to a different lay-out the user can click on the 

B. άUnlinkέ ōǳǘǘƻƴ ŀƴŘ ƭƛƴƪ ŀƴƻǘƘŜǊ ŘŜǎƛƎƴ.  

 

When you make changes to your design in BadgeMaker Design you can update your card design in your 

BadgeMaker Identity project by clicking the C. άUpdateέ ōǳǘǘƻƴΦ 

It is possible to select more data records at the same time and connect the selected records to a lay-out. 

Use CTRL+A, + CTRL or +SHIFT 

 

 

 

 

 

A B 

C 

http://www.badgemaker.info/


      USER GUIDE 

     2026 July| User Guide V2.12| BadgeMaker V2.12   114                                   

www.badgemaker.info 

 

 

 
 
 
 
 

 

USER GUIDE ADD-ONS 
 

BADGEMAKER ENCODE 

 
 

 

 

 

2026 July 

User Guide V2.12 

BadgeMaker Encode V2.12 

 

http://www.badgemaker.info/


      USER GUIDE 

     2026 July| User Guide V2.12| BadgeMaker V2.12   115                                   

www.badgemaker.info 

 

BadgeMaker Encode 
The BadgeMaker Encode Add-on allows you to encode data from your BadgeMaker Identity project onto a smart 

card. With BadgeMaker Encode, ScreenCheck introduces a new file format that is used to contain all information 

related to the encoding of the card, which can easily and securely be shared with other parties who collaborate 

on the same project. 

Contactless encoding 
BadgeMaker Encode currently supports the encoding of MIFARE Classic, Plus and DESfire cards. Encoding is done 

ǳǎƛƴƎ ŎŀǊŘ ǇǊƛƴǘŜǊǎ ǘƘŀǘ ŀǊŜ ŦƛǘǘŜŘ ǿƛǘƘ ŀ άǊŜŀŘŜǊέ ǎǳŎƘ ŀǎ ǘƘŜ IL5 hƳƴƛƪŜȅ ƻǊ ǘƘŜ {ǇǊƛƴƎŎŀǊŘ /ǊŀȊȅ ²ǊƛǘŜǊΦ CƻǊ ŀ 

detailed overview of supported devices and standards, please refer to the supported hardware chapter on page 7 

in this manual. 

CCI Editor 
The CCI Editor is a tool that is made available to all users of the BadgeMaker software package. This 

tool allows you to create an encoding template for MIFARE Classic, Plus, DESfire, IClass, UHF Gen2 

and proximity cards using all the major features for each of the standards. 

2.1 Creating a MIFARE Classic Template using the CCI Editor 

 

[ŀǳƴŎƘ ǘƘŜ //L 9ŘƛǘƻǊΣ ǿƘƛŎƘ ǿƛƭƭ ƻǇŜƴ ǘƻ ŀ ōƭŀƴƪ ǿƛƴŘƻǿΦ /ƘƻƻǎŜ άFileέ Ҧ άNewέ Ҧ άMifare Classic (1k)έ or 

άMifare Classic (4k)έ ŘŜǇŜƴŘƛƴƎ ƻƴ ȅƻǳǊ ǇǊƻƧŜŎǘ ǊŜǉǳƛǊŜƳŜƴǘǎΦ 
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Card Settings is displayed on the top of the screen (A). You can define whether the card should use MAD Sectors 

or not. Enabling this setting will have an impact on specific sectors and their contents. It will also automatically 

generate Key A for sector 0 (and sector 16 for 4K cards). 

On the left of the screen (F), a list of sectors is displayed, 16 for 1K cards, 40 for 4K cards. Depending on the 

settings, each of the sectors can contain information that will be encoded onto the card through BadgeMaker 

Identity. 

The center of the screen (B, C, D and E) allows you to configure the information for the currently selected sector. 

You can define keys, determine read and write settings for each of the four data blocks and create data segments 

to fill the available space. The CCI Editor visualizes any data that will be encoded onto the Smart Card to give the 

user a better view of the amount of used and available space in each sector. 

 

Certain blocks (such as Block 0 on Sector 0, and Trailer Block on all sectors) are reserved for manufacturer 

information and storing keys. These are not available to the user and are displayed as hatched. 

Each square represents one byte of information. When adding sector data, the length of the data is visualized on 

the right. Each item in the list is given a slightly different color to make it easier to understand how the data is 

transferred to the card. 
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2.2 Creating a MIFARE DESFire template using the CCI Editor 

DESFire cards take an entirely different approach to encoding compared to MIFARE Classic or Plus cards. With 

DESFire, you can define Applications and Files that contain information, each with specific access settings. Like 

MIFARE Classic, launch the CCI Editor, which will open to a blank window. Choose άCƛƭŜέ Ҧ άbŜǿέ Ҧ ά5ESFƛǊŜέΦ 

The Card settings panel will allow you to define general rules for your encoding template. A DESFire card features 

a Card master key that can be used to re-encode or erase the card at any time. All keys for DESFire cards can be 

encoded using 3DES, 3K3DES or AES encrypted keys. A key can either be generated or entered manually. 

The other options for the Card settings dialog are self-explanatory but must be decided with caution as they will 

impact how flexible the card can be used after being encoded. In addition to the default DESFire features, reset 

keys are implemented that allow for cards to be repurposed by users even though the Card master key might not 

be available. Distributing the Card master key might not be desirable because of possible security liabilities. 

Multiple reset keys can be created to supply to different vendors. 

 

Once Card settings have been defined, an aǇǇƭƛŎŀǘƛƻƴ Ŏŀƴ ōŜ ŎǊŜŀǘŜŘ ōȅ ŎƘƻƻǎƛƴƎ άAdd applicationέ ƻƴ ǘƘŜ 

ōƻǘǘƻƳ ƭŜŦǘ ƻŦ ǘƘŜ ǎŎǊŜŜƴΦ 5ƻƛƴƎ ǎƻ ǿƛƭƭ ŀǳǘƻƳŀǘƛŎŀƭƭȅ ŎǊŜŀǘŜ ŀƴ ŀǇǇƭƛŎŀǘƛƻƴ ǘƛǘƭŜŘ ά000001έ. On the right side of 

the screen, information can be entered to define the application such as a description, an ID (Hexadecimal value) 
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and the encryption type. For each application, settings are available that define future use of the application such 

as allowing the Master key to be changed or authentication settings for accessing the data in the application. Each 

application can have up to 10 keys that can be distributed to vendors for use of the application. 

hƴŎŜ ŦƛƴƛǎƘŜŘΣ ŎƘƻƻǎŜ άAdd fileέ ǘƻ ŎǊŜŀǘŜ ŀ ŦƛƭŜ ƴŀƳŜŘ άFile 0έ ŦƻǊ ǘƘŜ ŎǳǊǊŜƴǘƭȅ ǎŜƭŜŎǘŜŘ application. Each file will 

contain a description and a file number. Communication mode determines the way in which the File is allowed to 

exchange data. It is highly recommended to use the encrypted setting, as the plain (unencrypted) mode should 

only be used for data that does not contain sensitive information. 

All DESFire File types are supported to accommodate integration with access control or payment systems that 

support the DESFƛǊŜ ǎǘŀƴŘŀǊŘΦ CƻǊ ƎŜƴŜǊŀƭ ǇǳǊǇƻǎŜǎΣ ǎŜƭŜŎǘ ǘƘŜ άStandard data fileέ ŦǊƻƳ ǘƘŜ ŘǊƻǇ-down list. 

Each file has individual settings for Read, Write and Read/Write access, as well as an access rule for changing 

these settings after encoding the card. 

Standard file types require you to set the total file size. Keep in mind that this must be equal to or greater than 

the total amount of bytes that are used by your file data. In our example, the total amount of data used is 42 

bytes, but the file is given 64 bytes instead. 

File data is added to the file in a similar fashion to defining MIFARE Classic or Plus templates. Select a data type 

from the drop-down box and ŎƘƻƻǎŜ άAddέ ǘƻ ŎǊŜŀǘŜ ŀ ƴŜǿ Řŀǘŀ ōƭƻŎƪΦ 5ŜŦƛƴŜ ǘƘŜ Řŀǘŀ ŦƻǊƳŀǘ ŀƴŘ ŀƭƛƎƴƳŜƴǘΣ ŀǎ 

well as the field as this will be the identifier once the CCI file is linked to your BadgeMaker Identity project. 

Each DESFire template can contain a maximum of 32 Applications, and each application can contain a maximum 

of 32 files. 

Once completed, the template can be either saved to a human-readable XML format, or a password-encrypted 

CCI format. Both can be used to encode cards in your BadgeMaker Identity project. 
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2.3 Creating a UHF Gen 2 Template using the CCI Editor 

Print and Encode UHF Gen 2 RFID Cards with the Zebra® ZXP Series 7ϰ Printer. Because this RFID card can be read 

from afar even through badge holders, handbags, pockets, and backpacks, you can use it to streamline and ease 

congestion in your identification, access control and transaction processes. The UPC Gen 2 chip houses four 

memory banks where the data is stored. Some have different bit allocations between the four banks to allow for 

more user memory or a longer EPC number. 

Let us start creating a CCI file to encode a UPC Gen 2 card. Launch the CCI Editor, which will open to a blank 

ǿƛƴŘƻǿΦ /ƘƻƻǎŜ άFileέ Ҧ άNewέ Ҧ άUHF Gen2 

 

 

UHF Gen2 (EPCglobal Class-1 Gen2) RFID tags are organized into four memory banks. Each bank serves a specific 

purpose, and depending on the application, you can choose which bank to encode (write data to) by checking the 

checkbox of the bank you would like to encode: 

A. Reserved bank (tag passwords): The Reserved memory bank allows you to 

lock or unluck the read and write functions of the RFID chip data. Generate 

the Kill password and the Access password for the card and determine if the 

access for these passwords is: Read/write (unlocked), Read/write 

(permanently unlocked), Read-only (locked), Read-only (permanently 

locked).  

 

B. EPC bank (attached product settings): Determine the EPC bank access by selecting one of the locked or 

unlocked options in the dropdown menu. Add content like static data, dynamic data or the card serial 

ƴǳƳōŜǊ ǘƻ ǘƘƛǎ ōŀƴƪ ǳǎƛƴƎ ǘƘŜ ŘǊƻǇŘƻǿƴ ƳŜƴǳ ŀƴŘ ǘƘŜƴ ŎƭƛŎƪƛƴƎ ǘƘŜ ά!ŘŘ Řŀǘŀ ŜƭŜƳŜƴǘέΦ ¢ƘŜ ǘag 

identification code is written to the EPC (Electronic Product Code) memory. It is the encoding that allows 
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ǘƻ ŀǎǎƛƎƴ ǘƘƛǎ ƴǳƳōŜǊ ǘƻ ǘƘŜ ǘŀƎΦ ¢Ƙƛǎ ƴǳƳōŜǊ ƛǎ ǿǊƛǘǘŜƴ ƛƴ ǘƘŜ ŎƘƛǇΩǎ ƳŜƳƻǊȅ ŀƴŘ Ŏŀƴ ǘƘŜƴ ōŜ ǊŜŀŘ ōȅ ŀ 

suitable RFID reader. During encoding, this number can be protected, it cannot be modified or deleted.  

 

C. TID bank (Tag identifier): ¢ƘŜ ƳŀƴǳŦŀŎǘǳǊŜǊΩǎ ǳƴƛǉǳŜ ƛŘŜƴǘƛŦƛŎŀǘƛƻƴ ƴǳƳōŜǊ ƛǎ ǿǊƛǘǘŜƴ ƛƴ ǘƘŜ TID (Tag 

Identifier) memory. This is incremented in the chip at the time of its manufacture.  

 

D. User memory bank (Custom data): User memory is optional and provides a place for user-defined data. 

The user equipped with an RFID reader can write information in the tag or read information already 

entered. First set the access to the user memory bank using the dropdown and selecting to lock or unlock 

this bank.  

Add content like static data, dynamic data or the card serial number to this bank using the dropdown 

ƳŜƴǳ ŀƴŘ ǘƘŜƴ ŎƭƛŎƪƛƴƎ ǘƘŜ ά!ŘŘ Řŀǘŀ ŜƭŜƳŜƴǘέΦ ¦ǎŜǊ aŜƳƻǊȅ ǊŀƴƎŜǎ ŦǊƻƳ он ōƛǘǎ ǘƻ ƻǾŜǊ спƪ 

 

CCI Content Data options 
The EPC bank and the User memory bank have the option to add content data using 

data elements. The dropdown menu gives several data element options to add. 

The basic data elements: 

Empty Space 
This item can be used to indicate a specific part of a sector that will never be used. 

 
 
 
 
 
 

 

Static Data 

Static data is data that is manually entered in 

the CCI file and will never change. The format 

of this piece of information can be of any of 

the types mentioned in the Dynamic Data 

section. 

The Dynamic length check box automatically 

changes the size of this data element on the 

chip to fit the data you enter. 
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Dynamic Data 

This is information that will be added 

to the card by your project. Like adding 

card designs, when you add a CCI file 

to your project, a pop-up will allow you 

to bind columns in your project to each 

of these items, identified by the value 

ȅƻǳ ŜƴǘŜǊ ƛƴǘƻ ǘƘŜ έ5ȅƴŀƳƛŎ ŦƛŜƭŘέ 

field. 

 

The Data type dropdown determines 

how the data from your project is 

interpreted. The following data types are available: 

 

Ǔ Text    All standard ASCII characters are allowed. 
Ǔ Whole Number   л Χ ф     
Ǔ Binary    01 
Ǔ Date    dd-MM-yyyy  or yyyy-MM-dd formats (with different separators) 

                                                        

The Description field is unused during encoding. You can use it to add descriptive text of your own choosing. 

The fallback value is used in situations where an error occurs (see below). 

The Dynamic length check box automatically changes the size of this data element on the chip, to fit the data 

from your project. If this setting is enabled, then you can specify a maximum byte length that this data element 

will not grow beyond. 

Error handling  

This section of the dynamic 

data element governs the 

behavior of BadgeMaker 

Identity when encoding fails. 

!ƴȅ ǎŜǘǘƛƴƎ ƻǘƘŜǊ ǘƘŀƴ ά!ōƻǊǘ 

ŜƴŎƻŘƛƴƎέ ǿƛƭƭ not interrupt 

the print job, which allows you 

to print batches of cards even 

if there is an encoding related 

error with one or more of the cards. 

 

Card serial number  

This is a 10, 7 or 4-byte, data section which will 

automatically contain the card serial number when 

the card is being encoded. The card serial number is 

unique for every card. 
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The advanced data elements: 

Group of data elements 

This option lets you join multiple data elements into one group 

 

 

Wiegand number 

Encode a site code and card number in Wiegand format. 

 

 

 

 

 

 

 

 

Byte segment 

Takes a specific byte segment from its input. 

 

 

Reverse bytes 

Reverse the bytes from its input: The first byte becomes the last. 

 

Bit field 

Takes specific bits from its input and packs them into a compact 

format.  

 

CRC 

Calculates a CRC (Cyclic Redundancy Check) for its input 

 

http://www.badgemaker.info/















































