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Spriting, blandly put, is the digitally rendering a two dimensional image for use in a video game, so essentially people are making video game graphics using an image editing program such as Photoshop. Spriting can also include the use of imagery that is taken from commercial video games, in order to put them into another media, or editing them to make another character or object. From a cultural stand point, spriting provides an artistic outlet that is easy to pick up, but difficult to master, and preserves a time period when games were simpler, and when depth of game play and story telling sold games, instead of how pretty you look while shooting something.
Spriting is also a simple media for those who want to give characters life within a video game, set up a story that revolves in a video game’s universe, make their own style and create their own universe, or for people who are just fans a particular gaming franchise because of the amazing animation the game has. All those apply to me; I started out as a 12 year old with a fandom for Sonic the Hedgehog, as one of my friends got in to playing the game and stories that reside in the game’s universe. Through my bestowed fascination, I stumbled upon spriting, and I loved it. I made my first character “Khrene,” a winged monkey whose name I use to this day, by changing the sprites from the character “Knuckles” from the Sonic the Hedgehog franchise, by changing his fur color to brown, and his face to resemble less of a snout and more of a nose and jaw. My friend and I would frequent a forum, called “The Asylum,” for people to weave and take part in plots with their own and other forum member’s characters, and spriting was a popular media to show one’s characters, even for the more art impaired. People who can’t use complicated software can still make sprites, even though I used Photoshop as my example for an image editing program, another program called Microsoft Paint (MS Paint) is favored by spriters. MS Paint is used for its modest and basic interface, to match the guilelessness of spriting.
Regardless of spriting’s simplicity, it is still a media for art. I made this media mine by, making new characters, and moving on to different styles from different video games. Around 14, my style of choice became the style of the sixth, seventh, and eight installments of the Fire Emblem series. I began visiting the “Fire Emblem Spritez” forum and started receiving constructive criticism from members whose work could easily be mistaken for commercial sprites. The people at the forum helped me learn proper proportioning and shading techniques that I used in my drawing and painting classes in school. Many things I picked up from art classes also influenced my sprites such as color theory, using simple shapes and line work as a base for complicated figures, and even various forms of shading, such as pointillism and hatching. Methods I learned from my teacher and my peers have given my work better the illusion of depth, and smoother shaping, worked up to point where I can make sprites from other sprites with ease, and I can make my own work from scratch with good uniformity.
Uniformity is what separates spriting from other art forms. Have you ever started drawing something, then come back later or the next day, try to pick up on your work and find that the newer part of the drawing just doesn’t quite match with the older part? It takes skill to keep uniformity in a single work none the less 100 drawings, which is crucial to making an animation. Also if you plan to use more than one character, all their proportions, shading, and angles must have consistency. Along with all of the above, all the images of a single character must use the exact same colors, and have multiple sprites per action to make the final animation smooth. Imagine if you were to go to the movie theatre and the people in the film were constantly changing shape, size and color, and jumping all around the screen; this would make an unnatural film, and also unnatural looking sprites. Part of this uniformity is a limited palette, it’s not a necessary part of spriting as a hobby, or for comics and cartoons, but it helps keep the sprite from being overloaded with colors and is essential if one’s work is to be put into a video game. How many colors and shades one can use is limited based of the graphical limitations of the video game console you want emulate the style of, or place your work within. Most sprites one will come across will be in 16 bit, or have 15 hues make up the sprite’s shape, and 1 color used for the background that will be invisible so the image won’t appear to be in a box or on a canvas.
Currently I am making the graphics for a computer game project with the same friend to got me into Sonic, and spriting. The game is based off of the universe created by my friend, with the attributions from the members of The Italic Forum, and I. This universe is a parody world that makes fun and stresses many of the absurdities of American and Capitalist Society and combines them with inside jokes and memes. Nine members of the forum, including my friend and I, have been chosen to be the playable characters, the rest of the small group of frequent visitors have are villains or secondary characters. A member called Fambure and I, with the input of the others, have designed the characters, and enemy concepts. I am to sprite all the characters and enemies, whilst he is to do the backgrounds and environments, and even though we don’t have any graphical restrictions on color, we choose to do our work in 16bit, just so we have that classic video game touch to the project.
Even though my game project contains a lot of satirical elements in it, a person’s or group’s project can literally be about anything, that’s the entire point of spriting and art in general. I’ve seen works that have messages and meanings, works that are nothing but raw action and fighting, and works that are romantic, people use sprites to materialize want they want through as simple means as copy and pasting. Despite being so simple, to start out, it’s so hard to achieve something masterful and so satisfying when you do. Achieving acclamation, watching your finished product in reverence, and growing and building enthralling characters and stories for your own and other’s pleasure, are all reason why people sprite.
Spriting is something that I can look at on an artistic, a technical, and an aesthetic matter. When I see someone’s prized work I think of how creative their idea is, what it stands for, how much effort was put into making it, and how it simply looks cool. Spriting and animation to me and many others is an art form, a creative outlet, a way to express fandom, and a grasp at nostalgia. Though people’s enthusiasm and dedication, they can make beautiful work from Microsoft Paint, a program commonly called useless and obsolete.

