Sprite Editor v1.4 Readme

by David Fawcett

How to use:

This can be used to either edit/change the size of character images, if you use a bitblt system it also allows you to create a mask quickly and easily. The following is an explanation of the terms used in prompts for information followed by an example to create a bitblt character.

Sprite: This consists of one 'set' of animations, it is a horizontal bar that is dedicated to one direction or action. 
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Animation (Animation Column): This is a vertical group that holds one frame of an animation for every sprite (horizontal row).
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To help you better understand things the following is a step-by-step instruction on how to create   a BitBlt character (a character needing a mask for transparency).

Step One
Load the image into the Sprite Editor by going to File>Load Picture (Ctrl+L), so long as the image is symetrical per sprite everything should be ok.



Step Two
Make the image NPC-Compatible (Operations>Make NPC-Compatible (F2)), this will stretch or shrink it to the size that you set in the Options frame and it will also scan the entire image for any pure black (or close to pure black RGP(0,0,0)) values and replace them with shades that will not mess up your mask. It will ask you for how many sprites, in my case (the picture for the previous step) I have 4 sprites and 3 animations. So I enter those values.



Step Three
Now, this may not be the case for you but I need those sprites in a different order :p So I go to Operations>Re-Arrange Sprites (F3).
It will prompt you for the new order seperated by commas (Make sure you seperate by commas!), it can be a little tricky. The sprites are your horizontal rows so if you want the 3rd row to be first simply enter the first number of the new order as 3 and be sure you remember your comma after it! I will enter 3,1,4,2 as my new order, and this is what I get.... you should compare it with the original if it still confuses you!



Step Three
Now we get to the part where those of you who simply key out colors don't even need to worry about. This is where we change a pizel color throughout the ENTIRE image, that means if I say I want green changed to red then ALL green in the image changes to red and so on. In the BitBlt case we want the background changed to a pure black, and since we have an NPC-Compatible image there will be no pure black anywhere until we choose a color to replace with it :) Simply click Operations>Change A Color (F4). The message lets you know it is ready, after that simply click anywhere on your image and it will popup a color chooser which will allow you to choose which new color you want in place of the one you selected. I will choose pure black (RGB(0,0,0)) and here is how it looks now.



Step Five
Now is where we create a mask, which will allow you to create transparency on your games etc... if you don't use DX or ASM or whatever. Goto Operations>Make Negative (F1) and it will ask you how many animation columns you have, I have 3 animation columns in this character so thats what I type in. After it creates the negatives here is how my image looks.



Now all that is left is to save the image and then it is ready for my Dark Realms game :)

If you have any comments and/or questions you can email me (David Fawcett) at:

sf_tdl@hotmail.com

You may distribute this program or bundle it with one of your projects so long as you DO NOT change anything about it, you must also include this readme with any bundle you have the Sprite Editor program in.

Enjoy!

