


INTRODUCTION

Grafix The Easy Way started life as a software package for the Atari ST and Amiga
computers back in the 1990s. It was released under the company name of Silly
Software which consisted of myself and Tony Gooding (Tonesoft). All the graphics in
this guide have been drawn by Tony Gooding. For this reason, I am distributing this
guide for free and I ask that you do not try to sell it but feel free to distribute it anyway
you wish as long as it is for free.

This guide shows you how to create 2D pixel graphics in the cartoon style of Silly
Software which include heads, hands and feet, bodies, animals, landscape and so much
more. It is presented as a series of images with instructions on each image which is
also part of Tony’s work. I claim only authorship of this guide and wish to express that
I have not designed any of the tutorials.

Tutorial include the following
Basic Heads

Odd Shaped Heads

Facial Features

Perspective

Hands and Feet

Animation

Dithering

Landscape

Use of Colour

Animals

I hope you benefit from this guide and wish you well in your attempts

Deano Sharples



THE BASIC HEAD

THE BASIC HUMAN HEAD
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OUJE TECHHIQUE
LIVIDES THE
HEAD IHTO THO
SECTIOHS.

EUT & CIRCLE BY ITSELF IS
WISUALLY EBORIHNG,
HEYHILL SHOW ¥TOU 4 EBETTEE

SKULL AND JAW CONSTRUCTIOM
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THIHEK OF THE SEULL 45 4
THREEE-DIMEHSIOHNAL GLOEE.

THE WERTICAL LIHE

DEFINES THE MIDDLE OF THE FACE.,

THE HORIZOHTAL GUIDELIHNE IS THE

EYE LINE.THE EYES GO ABO¥E IT,THE HOSE
BEELOWN IT,AWD THE E4LRS ON EITHEE END.

SKULL AND JAW CONSTRUCTION
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FROFLILE FROMT FROFILE

THE JAW ROTATES WITH THE SKULL S0

THAT THE CHARACTEER EEMAINS THE ZSAME

HO MATTEE HHAT POSITIOH THE HEAD

IS IN.KEEFPING THE HEAD CONSISTENT
EHAELES YOU TO DEAN THE SAME CHARACTEER
OYER AHD OVER &AGATH WITHOUT LOSIHG

ITS IDEHTITY.

SKULL AND JAW CONSTRUCTION

FROMT YIEW {MALE}

ALWUATS BEGIM EYT DREAWNING AN OOTLINE.
START WITH THE BASTC SKULL AHMD JAW THEH
ADD THE EARS,HECK A4HD FOREHEAD SLOPE,
HOW THE HOSE,MOUTH, AHD HATR, ADRJUST THE
CHEEKS TO SUIT THE EHPEESSION THEHW
FINISH WITH THE EYES AND EYEEROWE.
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SKULL AND JAW CONSTRUCTION

SI0DE WIEW {MALE}

USE THE SAME STEFRS IHN EUILDIHG
THE PEOFILE.

THE PROFILE IS EASIEE TO DE&H BECATESE
IT HAS FEWEE FEATURES THAN
FRONT ¥IEW.
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SKULL AND JAW CONSTRUCTION

FROMT WIEW {FEMALEY

4 WOMAW'S HEAD HAS BASICALLY THE
SAME STRUCTURE AS A MAN'S, BUT THE
FEMALE JAW IS5 HAERREOWEERE AHND THE CHIH
IS LESS PROHMOUHCED.

SKULL AND JAW CONSTRUCTION

SIDE WIEW {FEMALE}
TOUT CaAH CHAMGE THE SHAPE OF THE FACE

BY EXAGGERATING PARTE OF THE FEATURES,
TEY STRETCHIWMG THE HOSE AHD LIPS,
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ODD SHAPED HEADS

ODD SHAPED HERDS

CIRCLES. . .HALF CIECLES...DIAMOMDE. ..

PEARE. . . OVALS. . .SQUARES. . . TRIAHGLES. ..

ARE JUST 4 FEW SHAPES FROM TTHICH
TOUT CaH DESIGH CHARACTEES.
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ODD SHAPED HERDS

SLOFPPY CIRCLES...CAHN EE USED
TO CEEATE CHAEACTERS WITH EIG CHEEEKS
AHD SMILING FACES.
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ODD SHAPED HEADS

FEARS. . ARE THE MOST COMMON SHAFPE
USED» FOR HEADS.
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SEE WHAT HAPPEHS WHEH YOO TUEH THE
PEAR UPSIDE DOMH.

ODD SHAPED HEADS

O¥ALS ARE IDEAL SHAFPES FOE LOHG
T4HLL CHARACTEERS.
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ODD SHAPED HERDS

DIAMOMDS, . . ARE PARTICULARELY USEFULL
FOR FEMALE HEADS,

BEECAUSE THE CHIHN IS TAPEEELD AND THE
CHEEKEONES ARE MOEE PROMOUMCELD.
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ODD SHAPED HERDS

HALF CIECLES. .
FOE FPEOFILES.

EEMEMEEE THAT HALF CIRCLES TUEHN IHTO
FULL CIRCLEEZ HHEH THE CHARACTER
FACES FOEMNARD.
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ODD SHAPED HEADS

ARE EEST USED

DEAWNING 4 PEAR SHAPE AT DIFFERENT
AMGLES WILL GIVE YOU MORE
VARIETY OF CHARACTERE.
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ODD SHAPED HEADS

HOT ALL HEADSE HEED TO HAVYE ROUHD EDGES.

SQUAERE HEADS ARE JUST A4S EFFECTIVE.

REEMEMEEE, THE JAW IS PART OF THE HEAD.
THE MOUTH IS OHMLY 4 FEATURE.
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FACIAL FEATURES




THE BODY
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HANDS AND FEET




USE OF COLOUR

COLDUR

{ FRODUCING COLOURS)

THE CHEOMATIC CIECLE IS MADE UP OF
THELVE COLOURE FEOM THE TEIANGLE
OF PEIMARY AND SECOHDART

COLOTES.,

COMEINATIOHS OF THESE
COLOUTES WILL PRODUCE
ALL THE OTHEE COLOUTRS.
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COLOUR

{ MEANIMG OF COLOUR Y

HEERE WE WILL EXPLATH HOW CERTATH
COLOTES POERTREAY CERTAIN MEANIHGS.

MEUTRAL COLOURS

COLD CoLoUR=

HOT COLOURS

COLDUR

{ COLOUR TOME ¥

SOME COLOURSE WILL CHAMGE TOWNE AHD SIZE
AGATHET COLOUTERELD BACKGROUHLDE,
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COLDUR

{COLOURING IND

COLOUERING CAH BE FINISHED IN THREE

EASIC STEFPS.
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COLDUR @

{ SHADI MG )
TOUR SHADIHG DEFEHLDS OH

WHEREE THE LIGHT IS COHMING
FEOIM .,

COLDUR

{ SHADIHG }

A EBRIGHTEERE LIGHT
HILL CAUSE YOUR
SHADES TO EE
ERIGHTEER TOO.

COLOUR

{ANTI— ALIASIMNG )

LETE SMOOTH OUT THOSE
JAGGED LINEZS!
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COLOUR

{ANTI— ALIASIMNG )

THE DIFFEEEHCE EETWEEH THESE THO
HEADE IS OQUITE HOTICAELE.
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PERSPECTIVE




DITHERING

DITHERING

{LOADS OF COLOURY

HEERE ARE JUST &4 FRACTIOH OF COLOTERS
YOO CAW CREATE BY LDITHERIHNG.

DITHERIMG

{ HEED MORE SHADES)

HOW TO TUREH FOUE SHADES
OF ELUE IHTO EIGHT
SHADES.

H E C

DITHERING

{ MEED MORE SHADES)

HOTICE THE
DIFFERENCE EETWEEHN
THE CEILIHG AHD
THE FLOOR.
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DITHERING

{ EXFERIMEMTAL )

HEERE ARE SIX MORE SHADES,
CREATED WITH OHLY THWO
COLOTRS.




LANDSCAPE

LANDSCAPE

LANDSCAPE |
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LANDSCAPE

LANDSCAPE




DESIGNING TEXT

DESIGNING TEXT

{LETTER GROUFS )
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DESIGNING TEXT

{ HEADS, HAMDS AND FEET )

abcdefghij
ABCDEFGHTIJ

abedefghij
ABCDEFGHIJ

abcdefghi
RECDEFGHI J

DESIGNING TEXT

{USING A GRID )
UEIHNG 4 GRID IS THE MOST
EFFECTIVE HWAY FOR

LDESIGHING TEXT.

l HBBTIJEF
ABCBEF — ABCDEF

DESIGNING TEXT

{UMIT FROFORTIOMNS )
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_|||||||||||||||||||||||| BT CHANGIHNG THE HUMEEER

#H OF SOUARES USED YOI
H Cal ALTEE THE TEXT
H DEAMATICALLY .
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DESIGNING TEXT

{ GRID TO FIMISH )

HHAT IF TOUO HAHT SHALLEER,MOEE
DETAILED LETTEES AND CANT MAKE
4 GRID SMALL EHOUGH 7

AGCMDHE s

DESIGNING TEXT

{ GRID TO FIMISH )

OWMCE THE TEXET IS COMPLETE, ERASE TOUR
GRIDI AWND» COLOUER THE TEET ACCORDINGLTY.
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ANIMALS

ANIMALS

AHIMAL HEADS HAVE THE SAME THO BASIC
ELEMEHTS AS THE HUMAHN HEAD,

ANIMALS

{ FROMT WIEW DOG )

HEEE ARE S0OME BASIC EUILDING ELOCKS
FOE THE FEREOHNT WIEW OF &4 DOG,
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ANIMALS

{ FROFILE DOG )

AHD HEREE ARE THE ELOCKS FOR THE
PROFILE.

X Yl

ANIMALS

{ THE DOG )

MAKIHNG THE AHIMALS LOOK MORE HUMAH
NILL ALSO MAKE THEM MUCH MORE
YERSATILE.

ANIMALS

{ THE DOG )

THESE AERE THE EUILDING ELOCKS FOE
4 HUMAWN LIKE DOG.
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ANIMALS

{ FRONT WIEW CAT)

HEEE ARE THE BUILDIHG BLOCKS FOR
THE CATS HEAD COHSTRUCTION.

HOTE: THE JAW HAS EEEH REPLACED HITH
4 HEW FACTIAL SECTIOH...THE CHEEKS.

Ol & ¥

ANIMALS

{FROFILE CAT}

IF TOU WAHT TO ACHIEVE LDIFFEREHT
FELINE CHARALCTERS, JUST WARY THE
SHAPE OF YOUE BUILDIHG ELOCKS.

eReREL

ANIMALS

{THE CAT)

UHNLIKE THE DOG,CATS CAM KEEF THIER
CATLIKE HINHND LEGS.

BUT ¥OU CAN STILL MAKE THEM STAHNHD,
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ANIMATION

ANIMATION

{INEETHEEMIMG )

AM IHMEETWEEH IS A DRAWING THICH IS
EEACTLY BETHEEH TWO KEY DEANUIHGES.

FORE EXAMPLE. ..
4 BALL EOLLIHG FEOM 4 TO C.

&)

ANINATION

{INEETHEEMIMG )

IF YOU WAHT MOEE INEETHEEHS FORE
A SHMOOTHEERE AHIMATIOHN,
THEY WOULD AFFPEAE LIKE THIS.

EEY
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IMEETHEEM=

4 kEY

ANINATION

{ TURNIMG THE HEAD }

THIS IS 4 STRAIGHT IMEETHEEW AHMD IS
THE HWEOHG WAY TO DO IT.

A4 STEAIGHT IHEETWEEHN HWILL CAUSE THE
FEATUOEREES OF THE FACE TO SLIDE ACROSS
THE HEAD AHD MAKE THE ACTIOH LOOK
MECHAHICAL,

ANINATION

{TURMIMG THE HEAD ¥

AMNIMATE

1
ADDITIONAL IHBETWEEHZS
FOLLOW THE SAME ARC !
RESULTING IH & MORE ;
HATUEAL MOWEMEWHT. |

1

ANINATION

{ HALKS)
THE FPOSITION IN THE MIDDLE OF THE THO

KEYS IS KHOWHH A5 THE PASSING POSITION.

HOTE: THE EBODY IS E&4AISED HIGHERE IN THE
PASEING POSITION THAH IHM THE KEY
POSITIOHNS.,

FRA=ZIMG FOZSIT IOM

B

ANINATION

{INEETHEEMIMG )

THE INEETHEEH OF 4 TO C IZ (E)

BUT THIS ANIMATIOH WOULD
EE ¥EEY JEEKT.

ANINATION

{ TdRHMIMG THE HI:HI_')

MOST THINGS THAT MOVE IH LIFE,
MOVES IN ARCE WITH THE EXCEPTIOH OF
MACHIHEETY .

LOOK AT THESE THO KEYT DRANINGS
AMD THINK ABOUT HOW THE INEETHEENS
TOTLD REACT.

ANINATION

{ TURNIMG THE HEAD }

TO MAKE THE ACTION APPEAERE MORE
REALISTIC, THE INEBETHEEHME MUST EE
PLACED ON AH ARC,

ANINATION

{ HALKS)

THE MATIN ACTIOH IN A& WALK STEMS FEOM
THE LEGS AND LOWEERE EODY.

IF TOUO BREAK DOWH THE ACTION IHTO
SECTIONS,IT WILL MAKE THE ANIMATION
MUCH EASTER TO DESIGH.

1
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ANINATION

CHALKS)

THIS IS A STAHDAERED WALK STEFP.

TO COMPLETE THE WALEK, JUST COPY THE
SAME DEAWIHGE AWND EXCHAHMGE THE SHADIHNG
O THE LEGS.




AMIMATE

ANIMATION

CHALKS)

4 COMPLETE HALK WILL LOOK
LTEE THIE.

HOTICE HOW THE COHTACT
FOOT ALWAYS COMHECTS OH
THE SaAME SFPOT,HHILE EVEEYTHING ELSE
MOVES FORWNARD.

AMINATION

€ FRONT WALKY

HWITH & FREOHNT HALK YOU TSE THE SAME
PEINCIPLES 45 HWITH THE PEOFILE HALK.
EUT ¥OU MUST THIHNK 4 EIT MORE HHEH
APPLYING THEM.

FOE IHNSTANCE,ALHATS KEEF FERSPECTIVE
IN MIHD.

MAMISHIWNG FOIMT

@ 3 &
Ay

ANINATION

{ FROMT HALK)

HOW ADD THE IHEETWEEHNS
AN COMPLETE THE STEP.

FOE THE OTHEE STEF USE THE
SANME CUT,FLIF AHD FPASTE -
TECHHIQUE FEOM THE FPROFILE.

2 3 4 @

ANIMATION

{ADDIMNG ARMS)

HEEE ARE THE KEY AND PASSING POSITIOHS
FOR THE ARM MOWEMENT.

A LA

ANIMATION

{ADDIMNG ARMSY

BASICALLY YOU USE THE SAME PRINCIPLES
45 THE LEGS WHEH IWHEETHEEHING THE ARMS.

AALA

ANINATION

{ADDIMNG ARMSY

AMIMATE

THE MOST IMPORTAWNT THIHG
TO EEMEMEEE HHEH ANIMATIHG
A STAHDARD WALK IS THAT IF
THE EIGHT LEG IS FORWARLD,
THEH THE LEFT AEM WILL EE
FOEHARD TO COUHNTER-BALAHCE
IT.

ANIMATION

{ RUMMNIMG ¥

THE EBEODY LEAN IS NMUCH MORE
FREONOUHCED WITH A4 ERUH.
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ANIMATION

{ RUMMIMG ¥

FASSING
O e IMEETHEEN

#RK

ANIMATION

{ RUMMIMG ¥

KEY KEY

E] FRASSIMG FOSITION !!
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ANIMATION

{ RUMMIMG ¥
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[] FASSIHG

FOSITION
IMEETHEEM
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ANIMATION

{ RUMMIMG 3

OHE EUH STEF WILL THEH LOOK LIKE THIS.

ANIMATION

{FOUR LEGS)

THE SIMPLIST HWAY TO AMNIMATE FOUOR LEGS
IS TO USE THE SAME PRINCIPLES 45 THE
TWO LEGGED WALK, BUT L0 IT THICE

OHCE ¥OU HAWE COMPLETED THWO SETS OF
LEGES, ADD THE EBODY AMD THE HEAD.

ANINATION

{FOUR LEGS) FASSIMG FOSITION

NMHEH THE FROHT LEFT LEG
IS FOEWARLD, THE EACK LEFT

LEG IS EBACK.
ii:!’i‘ii:,l‘t:

AHD WICE YWEERSA.
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ANIMATION

{FOUR LEGS)} AMIMATE

BEY DOUELING THE
HUMEEE OF LEGE.
TOT DOUTEBLE THE
LIFFICULTY OF THE
AHIMATION,

BUT TOU ALSO DOTELE
AHIMATION,

THE EFFECT OF THE

THE LEG IN FEOHT.

ANINATION

{EVEN MORE LEGS)

IF THEEE ARE MOEE THAH FOUOR LEGS THE
STEP HWILL LOOK LIKE &4 HAVE,

ALL OF THE LEGSE ARE AHIMATED OHE
FEAME BEHIHND EACH OTHER.

HOTICE HOW THE LEG EBEHIHND ALWAYS MEETS




FINAL WORD

Although the days of pixel art are long gone, I believe there is still good reason to use
them in your own games. Mainly for that nostalgia feeling. Maybe you just wanted to
see how these types of graphics were designed. Either way I am sure you will get
something out of this guide. As a bonus I am going to show you some images related
to the software release of Grafix the Easy Way...

GREFL)!

EASTIC HEAD SHAFED HEADS FRACTIAL FEATLIRES

HAKNDOS /MO FEET THE EODY AMTHMALS COLOUR
FERSFECTIVE DESTIGHTIMNG TEXT DITHERTIHNG

eyt _anrreion | awneron o

LANDSCARE MISCEL

TH

Best Wishes...Deano Sharples



