


Playable Character

Moves needed:
Moves needed: Idle Moves needed:

Walk Damage Attack Idle Damage (Phase tra!nsition)
Attack Idle Attack Movement (walk, jump]

Damage
Jump J Stronger Attack

Death
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How Big Should a Platformer Character Sprite Be?

& Odolwa - © Dec 31,2017

Dec 31, 2017 i

I'm currently trying my hand at some sprite art and | wanted to settle on a particular style along the lines of Mega Man X or Shovel Knight. To practice this | went to The Spriter's Resource site and
acquired a sprite sheet for X and Plague Knight (PK). After | carried the sprites across into the sprite editor of GM | found that the sprites for both characters came out at about 32x32.

e
i When | put PK into the room (with a view size of 640x480) | found the character to be quite small compared to how he appears in the actual game. Specifically, he is twice as big there.

Odolwa Playing around with the numbers a bit | found that a view size of 800x512 and doubling the size of the sprite in the sprite editor yielded the closest match to the dimensions | observed in the game.
Knowledge Forager However, when | tried setting the size of the sprite with ‘image_xscale = 2" and ‘image_yscale = 2', PK ended up locking slightly blurry compared to the scale increase | achieved in the sprite editor.

At this point I'm wondering if it's common practice to try and draw character sprites as small as possible (i.e. 32x32) and then later scale them up in-game as a way of saving memory in the sprite
resource tree? Can the sprites be compressed to a 32x32 scale when exporting, because if increases to detailed sprites with ‘image_x/yscale’ results in blurry pixels and problems with collision checks, |
don't see how | can use them at anything other than 64x64 (i.e. | initially draw them at the 32x32 range and then scale up in the sprite editor).

Can anyone else explain this? Do you guys keep your character sprites at the 32x32 range or 64x64, particularly in relation to platformers?

Dec 31,2017 W2 #2

Decide on the resolution of your game, then decide on the relative proportions of the sprites/objects. IE: The player is 1/8 of screen height, etc.

hogwater
Forum Adept

) TheNoobHunter and Odolwa

2e what the ideal sprite
s to be 32x32 or 64x64 but
o fit the game's proportions [7].

Bigger sprites can sometimes cause screen camp: -

I=l |«
|| . .
- R "Unfortunately the bigger sprites... use up more screen
R A Y, = space, leading to a cramped feel compared to the previous

HEERER R R RS [6] Mega Man X NES titles." [8]
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Fall Proof of Concept
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Snowy Boulder
death

Crash's death
animation angel

Crash's bee
death (part 2)

Crash's bee
death

Crash's crushed Crash's explosive
by boulder death seed death

Crash's death
animation angel
carrying Polar

Polar with the
remains of
Crash's burnt
body

Frozen Crash
with Polar

Jetpack burn

Crash's death
animation angel
playing
didgeridoo
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Infro Animation
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Purple variant

O
(o
=
o
b
O

-
[
O

0
>~

-
w

3

lﬂﬂﬂlll
e ENE
Al LHEE
Ewﬂﬂlll_ﬁﬁﬁ‘ﬂﬂﬂ
IEEEREE _fiﬁﬁﬂﬁﬁ

NS

—————












- Recreate boss animations (COMPLETE)

- Research any other data for the dissertation (COMPLETE)




develop ga

Created multiple scenes of the sprites
* Multiple animations not seen in

characters showing off their :
the final scene

animations

%




IXK; FUTURE CONSIDERATIONS

O

®* Make a simpler playable character for easier animations
®* Make a HUD design (health bar, coin counter)

®* Make a boss splash screen

* Add more "effects" during contact

®* Experiment more with shading
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