AniMite documentation.

The AniMite is a tool to create Spriter Fontsfor the Maximite computer from
Geoff Grahang.http://geoffg.net/maximite.html)

The Maximite Fonts files are composed with a Header who giveldight,Width,
Hrst character and_ast charactefrom the new fonts to load.

The rest of the file is composed of a suit ofrgjrthatrepresentseachcharacter
or sprites.

Asl try to dothesewith handi haveseenthat it was not really the best solution.
It's whyl created the Animite softwarevho help you for creating new fonts or
Animated sprite.

This document will explain how to use the software.

The main Animite Screen:
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Before youstart, click to one of the flag that you can use the software in ymeferred
language.


http://geoffg.net/maximite.html

The Left panel:

On the left panel we can Load a fonts or Sprites file , Save the Fonts or Sprites we have
created or clear all to start a new set of Fonts or Sprite.

You can Import &/indows fonts and convert it directly too.

They are some parasters to set before you start with editing.

If youd o nmpbrt windows fonts it is not needed to change the first and last character
underthe ‘Import Font button.

Just change the Sprite widtheight,first and last sprite.

The'Accept Settigs button will then start toblink, click it to accept the new parameters.
If you want to import a Windows font you have first to set the First Esticharacter to
import.

The first and lastharacters areghe ASCII code from the characters.

When this is set you can press theport Font button and cloose the character set to
import.

The program wilautomaticallyscan the full character set to determine the maximum
height and width to use.

You just have to presaccept Settingfor get the new Width and Height in the editor.



TheMiddle Pcture:

The middle picture is the place where you are going to edit your sprites or fonts.
If it’s too small otoo big, use the Zoom cursdpo get the ridt size.

You can resize the full windows too.

For set a pixel in thgrid, press the left moaebutton, for reset thepixel, press

the right mouse button.

To change the actual editexprite,just use the Actual Spritécursor under the screen.



TheRight Panel

In this panel you will be able to copy, move, flip, mirror, rotate and animate your sprite.
In the mini screen you will see your sprite without zoom like it appear in your
Maximite program.
| will now explain thdéunctionalityfrom each button.
‘Copy to Next : Copy the actual edited Sprite to the next one.
It's usefulfor animated sprite who just a little part from the
sprite is modified that yod o rhave to redraw all the picture
with hand each time.
‘Copy to Prev : Same a&opy toN e xitjust,copy the actual sprite to the
previous one.
‘Move Up Right, Downl. e f t
This will move all pixels from your sprite in the desired direction,
you have to takeare,all pixelsoutside the grid wilbe lost.

‘Flip Horizontdl : Here we invert the sprit@orizontally

‘Flip Vertical : This invertghe sprite vertically.

‘Mirror Up Down  : We take the halbéip from the sprite and mirror it to the half
down.

‘Mirror Left Right, ‘Mirror Down Up, ‘Mirror RightL e fThosework same as
‘Mirror UpD o w just in other direction.

‘Rotate Left : Rotate the sprite 90 degrees to Left.

‘Rotate Right . Rotate the sprite 90 degrees to Right.



Animate your Sprites

When you havdinishedyour set of sprites you can show the animation.

Befae we start the animation we have to set the First and Last sprite we use
in the animation.

Just enter théAnimation Startsprite number andAnimation Endsprite number to
set the range.

Then you can move th&peedscroll to set the animation speed.

The number showed is the wait tinfeetween?2 sprites in milliseconds.

You can now uséne 4different animation buttons.

‘Play Normadl : Play from start to end then stop.

‘Play Reverse : Play from end to start ahstop.

‘Play Loop : Play from start to end then restart from first sprite.
‘Play PingPorig : Play from start to end then from end to startéontinues

Just pressPlay Stopto stop the animation.

| hope you will enjoy this little tool.

DarthMite.



