                       Pixel Art

If you are reading this it means that you must be interested in drawing

16 X 16 sprites for Qbasic. Pixel art was designed for drawing these types of 

sprites pixel by pixel. But then afterwards grew with more tools to use. 


It is really hard to make windows software that produces a file readable by DOS, which is what Basic runs on. All Basic’s Executables’ are 

DOS based. So the file, “.bti”, Which is what Pixel art produces, is text based. This way Basic can load this types of files with the sub-function written for it. It is a lot easier to make these sprites in windows. 


Well now we will get on with the tutorial on drawing characters in 

16 X 16 mode.. Pixel art has the Red – Orange – Yellow & blue guide lines on the top and the side to help draw 16 X 16 sprites.
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The top line helps to guide the face of the character and also the arms.

The side line helps guide the size of the head and the rest of the body.

   Drawing  the head/face.
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The red on the side line shows the height of the head. This is 8 pixels long. On the top line the orange shows the size of the face from left to right.

This being 8 pixels in length. The yellow line in the middle shows the size of the chin (4 pixels long). The eyes are 2 pixels long. All this can be altered after wards to take away the symmetry off your characters and will also make each character look different.


If you looked closely the chin rests on the row of pixels on the side blue line. Then, there are two pixels one on each side of the chin. Then on the side of those are 4 pixel long lines up-and-down. Remember the position of all those pixels. Because when you draw your own it will help as a guide.

Drawing the body

                             [image: image3.png]ey




Look carefully at the arms. They are kept between the orange line on the side. Ignore the blue on the side. The shoulders begin on the side of the face mostly 2 pixels in length, depending on the characters. Some characters might have bigger shoulders than others but for now we will use this.


Then the arms go down. From the shoulders to the hands are 5 pixels down. When doing animation in 16X16 the shift in pixels or the removal/adding of them make a huge difference. But that gets covered later.

Within the arms is the body/chest. The body stays within the top orange line, ignoring the yellow that is.

Drawing the legs
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The legs are very simple to draw. Sure it might look retarted.

But the adding of color is crucial to this. It adds the illusion of something not there. Well the legs are kept with in the yellow side line, 3 pixels long.

There are a lot of different styles of drawing legs, which add the animation.

But like I said we will keep him in this form for now.

Adding the hair
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The hair is an essential part of the character. You can really go wild with the hair since no hair is ever symmetrical. Do you see how it is all coming together now? All that is left now is to add color.

Adding the color
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Do you see how the color adds more of an interesting look to it?

Well the bottom I colored brown for the feet. The skin is peach. The shirt I kept white. The eyes I changed to a blue-ish color. And the hair I made blonde. But the coloring does not have to end here. We will now add a shine spot on our character. This will be in the direction of where the light will be coming in.

 Adding shade part1
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See how the lighting makes a difference?  It gives it more of an interesting look to it. Now we will add a shade of darkness to it.

Adding dark shades
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When you add darkness to it you are giving your character more of an illusion. You should try to experiment with the coloring and see what you get as you go along.

