HOW TO CREATE RESOURCES FOR "CHARAS"

Hello to all the "volunteers" that want to partecipate to the "Charas" project, this little tutorial will show you how to create resources for this awesome tool without being a professional spriter, explicating the behaviour of Charas for the graphic, and some tricks to realize what you have in mind. 

Remember that Charas is divided as this:

1. Body

2. Head (or face)

3. Dress

4. Hair

5. Accessories (All the things that aren’t in the first four categories, they can be swords, hats, glasses, etc…) 
How Alex repeat continuously: "C’mon, don’t make confusion with anatomy eh?" XD

We start talking about bodies.

BODY
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This is the base of Charas, and it will be the base also for the resources you’ll create..

To start you may want to create a different body, think about that, for now, you can only change his colour, also if Charas has got enough coloured bodies, but if your idea was to create a different body with different heigh and weight, so you must think that every resource (hair, dresses, ecc…) must be created only for that body so a similar idea MUST be approved by the Boss (Alex/Nazary) and if it is, the new section will be supported by an appropriate resources production. 

Up to now, I will use the 3 sections that we have got: 

1. Medium

2. Tall

3. Small

Soldiers are in another group which we aren’t going to talk about.

We make an example: to create a brown body for the Tall section we must  change picture 3 with the colors of the 2nd one.

I use Paint Shop Pro, so I’ll base on the functions of that program, who uses different programs must search the same functions in theirs.

Everytime you want to create something for Charas the best way is to create an "uncomplete charset", only a body, dress, head to work on it.

Back to the color changing, I do as this:

1. Open the image that I want to color

2. Next to it I open the image with the colors I want

3. Using the "dropper" function in the Instrument bar on the left of the screen, place the cursor over an area of the 2nd image that tell me RGB levels of that color.

4. In the first image select the area corrisponding to the one choosen in the 2nd picture.

5. From menu "Colors" choose "Edit Palette"

6. In the window that will appear double-click on the selected square and insert the values seen before.

At this point I’ve changed the first colour of my image, so I have to do it for every color, verifying in the second image the RGB values and copying them in the corrisponding area of the first image. At the end we must obtain this:
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I forgot telling you an important thing!

As it is a program made to create charsets for RPG Maker, (also for Game Maker, but this belongs to others...) all the resources MUST uses the dimensions for RPG Maker:

1. Always save a 256 colors graphic.

2. The file must be a PNG (Portable Network Graphics)

3. Every "frame" must be in an area of 24 x 32 pixel

4. The sprites disposition must be the same that you can see in Charas, the pictures above.

If you want to create resources from nothing, like new bodies, I suggets you to use a template (a picture with the spaces to contain a complete charset made by 8 chara) that you can download quite everywhere, I’ll show you how it looks like to search for it:
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 (colors can be different)

Remember that downloading a resource from Charas to modify it, you can find it at 16 colors, but you always convert it at 256!

Another thing is that in the resources for Charas the background is always WHITE! Speaking more technical the color must be 255, 255, 255. (Black is 0,0,0)

This color in Charas become trasparent, so you may think: “How can I do white resources, like a doctor dress?" The answer is very easy: you just need to use a color with RGB values slightly different like 253, 255, 255, you’ll see that this color is white but Charas will see it different and so not trasparent! Nice, ah?! This will also permits the possibility we are going to see.

Lets talk about faces:

HEAD (faces)
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There’s not so much to say here, just beware of un-wanted “beard” effects for non-right position of pixels and resource. But an interesting thing is the next one:
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If you look at picture 2, you’ll see that it’s smaller than picture 1 (if you couldn’t see the difference try opening them with you graphic program and put them one next to the other) and is also smaller than the face on the basic body. So, how to avoid displaying of  what’s under, when you put it on the neck?

Eh eh eh, here comes Alex’s geniality! Wanna create a smaller head? Tigher? Shorter? No problem, just put your head on the body and cover all the un-wanted pixels with a non-white and voilà! Le Jeux sont fait! Ehm, never went to a casinò? I’ll translate, "Game is done!" 

BUT ATTENTION! The masquerading must be done with a specific color hat has RGB values 255,255,254 , that Charas will trasform in trasparent after. So remeber:

1) To create white resources use all similar values excepting 255,255,255 and 255,255,254

2) To cover pixels of others resources (bodies…) use 255,255,254

This trick can also be used for dresses, for example I’m making a woman dress with tigh legs and with this trick I’m succeding, but beware on abusing it, remember that all the items, hair, ecc… must match. if for a pair of heads this doesn’t work, no matter, but the largest number of resources must be used perfectly with every body, head, ecc… if you want that Charas reamains useful!

Now is dresses time.

DRESSES
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The first thing to know is that you can NOT cut off dresses from a charset you have downloaded because the body shape can be different and so your dress will not work right on Charas’s bodies.

So the best way is the one under here:

1. Open the body of the section you want to create resources for

2. Draw over it the dress

3. Cancel with the absolute white (255,255,255) all the remaining body

I’ll show you a dress that I made for the Tall section:
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A little tip, when you draw a dress, set the image’s colors to 16 millions, so you can choose all the colors you want. When finished you can reduce them to 256.

For this dress the procedure was to draw it over the body and nothing else, but in other cases it’s useful to paste an head over the body, to see the final result. For example if you make a wizard’s mantle with a tall collar you should do as this.

IMPORTANT! Is necessary to cancel all the body-pixel (the skin) that aren’t part of the dress, in the picture above, the skin between the shirt and the glove. This is necessary because we have different bodies and if we want to use this dress on a red body we shouldn’t see pink or brownarms, right? 

So, the final picture must be like this:
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HAIR
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Here the procedure is the same as for dresses, the only difference is that, instead of drawing over a body, we must draw over an head!

In certain cases you should draw your hair over a body-with-head to be sure that them will not cause usage problems.

I’ll give to you a tip if you want, as I did, to adjuste some medium-section hair in tall-section hair. Usually you must try lots of superimposition but, in some cases, like the hairs of picture 2, there will be also spacing problems.

I wanted to have that hair also for the tall section beacause I thought they were one of the most beatiful of all, but in the tall bodies they went out of the space that can be used (24x32), so I had to modify them as following:
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Apart from the different position, you’ll see that I have pushed the upper part so it will be inside the space. This will looks like a difficult operation, but it need only patient, you must verify how many pixels of the picture go out and reduce it, also try lot of times until you have what did you want before. Remember that, to be a good graphics creator, you have to be patient, if you hurry you’ll never reach good results!

ITEMS
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Also here there isn’t much to say, just try, draw, match, ecc…

But there a thing that must be remembered and will help you: Charas uses a particular system for items, first of all there are 3 spaces to be used, you can use up to 3 items in the same time, but more important (and here comes the interesting thing) for every item you can set the position "over/under" for each line.

I’ll show you what I mean:
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In the 2nd picture we have checked the first line of the selected item in “over/under” and then clicked on the “Change” button, so the sword that we want to be on the front of the chara, will appear under it in the back view (as it should be), this without drawing the resource already covered, as the basic resource is the following:
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Useful, isn’t it? This can make your work easier, without have you to cover, drawing, ecc…

Trying to make a charset using the resources seen here, we obtain something like this:
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Ok, i think i said almost all you should need to create resources for Charas, after all i am not a master neither an expert of RPGmaker, but i can say that i am able to work with graphic, i have gotten passionate to this project and, more important, i have a lot of patience for this kind of things, and this is a very important things, as i said before.

It’a long time i am drawing my chara by myself, i began modifying existing resources: initially little, after more, till i was able to create them by zero, as almost all the ones i created for the PK-TimeLines Project (the team of which i am part of), and the satisfaction i feel when i try to make tham move is unique, but I do not deny that from when Charas  resources are grwing up every day, i am using that very often.

I have created charasets which must have very precise characteristics with Charas, changing only little things but saving a lot of workig time, and this is surely not that bad!

The only council  I can give you once again is again to try, to try and to try, this job will be able to help you in learning also how to design your charaset by yourself, and also it will surely help many newbies or many good programmers which aren’t good spriters (programmers are this way, you know? Before they don’t consider us at all because they work on "the soul" of a game, but after all they cannot make anything whitout us ;)

I really hope this tutorial will help you, and hope that soon all of you will be able to create new Charas resources, good job to all!

SMB (The uncle of the VGM forum)

