
One superfa��ly.
Five fonts.
Three variable axes.

Since the e�rliest d�ys of the teletype m�chine, code h�s been set in monosp�ced type — letters, on � �rid. Mon�sp�ce

is � new type system th�t �dv�nces the st�te of the �rt for the displ�y of code on screen.

Every �dv�ncement in the technolo�y of computin� h�s been �ccomp�nied by �dv�ncements to the displ�y �nd

editin� of code. CRTs m�de screen editors possible. The �dvent of �r�phic�l user interf�ces ��ve rise to inte�r�ted

development environments.

Even tod�y, we still h�ve limited options when we w�nt to l�yer �ddition�l me�nin� on top of code. Synt�x hi�hli�htin�

w�s invented in 1982 to help children to code in BASIC. But beyond colors, most editors must communic�te with

developers throu�h their interf�ces — hovers, underlines, �nd other �r�phic�l decor�tions.

Mon�sp�ce offers � more expressive p�lette for code �nd the tools we use to work with it.

An innov�tive superf�mily of fonts for code

monaspacemonaspacemonaspacemonaspacemonaspacemonaspace

Downlo�d Le�rn more

https://github.com/githubnext/monaspace#monaspace
https://githubnext.com/
https://githubnext.com/


J�v�Script HTML CSS J�v� Python C++ PHP

Font size 16

Wei�ht 300

Width 100

Sl�nt 0

Theme

Texture he�lin�

Li��tures

�rid

�itHub D�rk

Neo-grotesque

sans

Ne

Neon

Humanist sans

Ar

Argon

Slab serif

Xe

Xenon

Handwriting

Rn

Radon

Mechanical sans

Kr

Krypton



What if?

Monosp�ced fonts �re �ener�lly incomp�tible with one �nother.

E�ch one uses different metrics, m�kin� it impossible to mix

different fonts. E�ch Mon�sp�ce font is desi�ned to be

se�mlessly mixed �nd m�tched. L�yer more me�nin� onto

code, with � p�lette th�t �oes beyond colors �nd bolder

wei�hts. Build interf�ces for code th�t require more structure

�nd hier�rchy.

What if Copilot had its own voice? �host text m�kes it h�rder to p�rse �nd ev�lu�te code

su��estions. Wh�t if the typo�r�phy m�de it cle�r?

Wh�t if Copilot spoke in its own typo�r�phic�l voice, �nd you

could see which p�rts of your code it su��ested �fter the

f�ct?
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const [isClicked

� After

const [isClicked
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� What if tentative ideas looked handwritten?

�*

* What if docstrings looked authoritative?

�

class Ter��nal_D��ensions {

constructor() {

this.��dth = process.stdout.columns;

this.height = process.stdout.rows;

}

}

� What if tentative ideas looked handwritten?

�*

* What if docstrings looked authoritative?

�

class Ter��nal_D��ensions {

constructor() {

this.��dth = process.stdout.columns;

this.height = process.stdout.rows;

}

}



Texture healing

Monosp�ced type suffers from �n inherent problem of uneven texture — text with some �re�s th�t �re si�nific�ntly

denser, �nd some th�t h�ve �n excess of whitesp�ce. It’s �n un�void�ble consequence of tryin� to fit every letter into �

uniform box, when some letters w�nt more sp�ce, �nd some w�nt less.

These shortcomin�s h�ve been the s�me since the heyd�y of the Teletype m�chine in the 1960s. Texture He�lin� is �

novel technique th�t evens out the density of monosp�ced type, brin�in� it closer to how proportion�l type h�s looked

for centuries.

Texture he�lin� preserves the monosp�ce �rid, �nd works in most editors without needin� new softw�re or

editor plu�ins. How does it work?

In proportion�l typef�ces, every

�lyph is desi�ned with � unique

width. The desi�n of �n m  c�n be

wider th�n the desi�n of �n i . Every

�lyph �ets the sp�ce it needs, �nd

no letter is stuck with too much or

too little.

The desi�n of e�ch letter

incorpor�tes some �mount of

whitesp�ce on both sides of � �lyph.

These sidebe�rin�s cre�te the

visu�l room th�t help us



distin�uish one letterform from

the next.

Too little, �nd the letters will run

to�ether. Too much, �nd the

letters will look disconnected.

But in monosp�ced f�ces, every

letter must be the s�me width,

re��rdless of wh�t th�t letter needs.

Adjustin� the sidebe�rin�s isn’t

enou�h. The letter must be

�ltered to either fill up the box, or

squeeze into it — �nd still le�ve �

little bit of room for sidebe�rin�s.

N�rrow letters like l  �nd i  must

be desi�ned with ex���er�ted

serifs to better fill the monosp�ce

box. Even with these synthetic

�dditions, these n�rrow letters

h�ve more sp�ce th�n they need.

Wide letters like m  �nd w  �re

cr�mmed into their boxes, �nd their

sh�pes �re visibly distorted

comp�red to the rest of the

�lph�bet. Their strokes �re thinner,

�nd the ne��tive sp�ce inside the

�lyph is �lso compromised. There’s



Texture he�lin� works by findin� e�ch p�ir of �dj�cent ch�r�cters where one w�nts more sp�ce, �nd one h�s too

much. N�rrow ch�r�cters �re sw�pped for ones th�t cede some of their whitesp�ce, �nd wider ch�r�cters �re

sw�pped for ones th�t extend to the very ed�e of their box. This sw�ppin� is powered by �n OpenType fe�ture c�lled

“contextu�l �ltern�tes,” which is widely supported by both oper�tin� systems �nd browser en�ines.

Contextu�l �ltern�tes �re norm�lly used for cert�in scripts, like Ar�bic, where the sh�pe of e�ch �lyph depends on the

surroundin� �lyphs. And they �re �lso used for cursive h�ndwritin� fonts where the stroke of the “pen” mi�ht h�ve

different connection points �cross letters. Texture he�lin� is � novel �pplic�tion of this technolo�y to code. See our

instructions for en�blin� texture he�lin� in Visu�l Studio Code.

little room for these �lyphs to �row

bolder without turnin� into �n

unre�d�ble blob.

Even thou�h these letters h�ve

less sp�ce th�n they w�nt, they

still need to le�ve some room

for sidebe�rin�s so they don’t

crowd the �dj�cent letters.

��XTURE HEALING OFF

TIME_limit

��XTURE HEALING ON

T���_l���t

https://github.com/githubnext/monaspace/#visual-studio-code
https://github.com/githubnext/monaspace/#visual-studio-code


Step by step

Let’s unp�ck how texture he�lin� is �pplied.

In the word “c�lmin�” there �re two p�irs th�t c�n be texture he�led.●

● The l  h�s sp�ce to �ive, �nd the m  would benefit from more sp�ce.



● In the first p�ss, the �eneric l  is repl�ced with one th�t

is n�rrower �nd shifted to the left, �w�y from the m .

● The �eneric m  c�n then be repl�ced by � version

th�t extends to the left ed�e of the sp�ce.

Mon�sp�ce cont�ins �ltern�tes for �lyphs

th�t c�n shrink or �row in either direction.

● But texture he�lin� c�n �lso work in more th�n one direction.

The next p�ir of ch�r�cters is �lso eli�ible for texture he�lin�.

● As before, the letter with sp�ce to �ive is repl�ced

with one th�t cedes some whitesp�ce to its nei�hbor.

This time, it shifts to the ri�ht.

● And now the m  is repl�ced once more, with

� v�ri�nt th�t extends in both directions.



640k styles ought to be enough
for anyone

While the v�ri�ble fonts support �ny combin�tion you c�n

choose, every Mon�sp�ce font �lso defines common n�med

wei�hts �nd styles for �pplic�tions th�t do not yet support

v�ri�ble fonts. The three �xes �re wei�ht, width, �nd sl�nt.

The wei�ht �xis r�n�es from 200 to 800

200: Extra Light

300: Light

400: Regular

500: Medium

600: Semibold

700: Bold

800: ExtraBold

The sl�nt �xis r�n�es from 0 to -11°

The more ne��tive the v�lue, the more the letters �re sl�nted. At the midpoint of the r�n�e some letters ch�n�e their

sh�pes to become true it�lics.

0: Normal

-5.5°: Swap obliques for italic letterforms

-11°: Italic

The width �xis r�n�es from 100 to 125.

100: Normal

112.5: Semiwide

125: Wide

● Texture he�lin� finds the most visu�lly compromised

p�irs �nd he�ls them with more le�ible repl�cements.

The resultin� text still obeys the monosp�ced �rid.



MONASPACE NEON MONASPACE ARGON MONASPACE XENON

Code ligatures

Mon�sp�ce includes code li��tures for � bro�d v�riety of l�n�u��es, or��nized into stylistic sets th�t you c�n en�ble or

dis�ble �ccordin� to your preferences.

E�ch stylistic set is rou�hly desi�ned �round the needs of specific l�n�u��es. For ex�mple, ss�� includes li��tures

for ch�r�cter sequences commonly seen in J�v�Script, �nd ss05 provides li��tures for oper�tors in F#.

You c�n en�ble �s m�ny or �s few of them �s you like.

In �ddition to the ei�ht stylistic sets, there �re two �ddition�l utility sets:

calt (contextu�l �ltern�tes) �ctiv�tes li��tures th�t �djust the visu�l positionin� of some ch�r�cter sequences

without �lterin� their sh�pe or �ppe�r�nce. Activ�tin� this fe�ture will �lso en�ble texture he�lin�.

dlig (discretion�ry li��tures) �ctiv�tes � b�sic set of li��tures th�t �re sh�red by m�ny pro�r�mmin� l�n�u��es �nd

fr�meworks — mostly sequences of repe�tin� ch�r�cters.

Visu�l Studio Code

Choose the stylistic sets you w�nt to en�ble, �nd copy the followin� line into your settings.json:

"editor.fontLigatures": "'ss��', 'ss02', 'ss03', 'ss04', 'ss05', 'ss06', 'ss��', 'ss08', 'calt', 'dlig'",

verbat��

n��blest

foothill

metaphor

effusive

plum��er

horology

sanguine

platypus

cos��cal

zoetrope

��rthful

latticed

yodeling

halflife

lu��nary

ornithic

ne��ound

sundries

ambulate

clavicor

It�lic
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Contributors

Mon�sp�ce w�s m�de with the �o�l of improvin� �ll code, for �ll developers.

�itHub Next set out on this journey in 2022, �nd we were fortun�te to find � type foundry th�t sh�res our p�ssion for

improvin� softw�re in Letterm�tic. The result is � m�rri��e of form �nd function th�t opens the door to new developer

��

.............

.............

.............

.............

.............

.............

.............

.............

.............

.............

2

..............

..............

��

...........

...........

...........

...........

...........

...........

...........

...........

...........

...........

5

............

............

............

............

............

2

..............

..............

2

............

............

7

............

............

............

............

............

............

............

3

.............

.............

.............

65

..............

..............

..............

..............

..............

..............

..............

..............

..............

..............

24

............

............

............

............

............

............

............

............

............

............

https://githubnext.com/
https://lettermatic.com/


experiences, �nd th�t would not h�ve been possible without the dom�in expertise �nd skill of the Letterm�tic te�m,

�nd the time they invested to work with �itHub Next on fi�urin� out how typo�r�phy ou�ht to work for code.

For � full list of contributors, document�tion, �nd the fonts themselves, visit the Mon�sp�ce repo.
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