Quick & ugly guide to Action Half-Life sprites, vgui, and review pictures in the typical action old-school look. Things you need:

-Photoshop, I used 7.0 at home to test this, but it should also work with most other versions (5.0 and above?)

-A tool to create Half-Life sprites, I use the sprite explorer 2.0, so I suggest you use that, too. Find it here.

-A rendering tool to render your weapons/player/whatever models, I think Deep Exploration quite handy, get it here.

-And last but not least, the Photoshop templates and Photoshop action which creates that awesome look without having mad Photoshop skills :D. Thanks go to the one and only Luebbi who created this templates and actions. Get this file off here.

I will only explain the weapon sprites here, but the others are pretty much self-explanatory once you know what to do.

Enough talk let’s proceed to the good stuff. Open up your rendering program and load the model you want to create a sprite for. 
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Should look a bit like this now.  It’s important to select a background colour which allows us to work easily with it. So goto Tools -> Options -> Scene background and pick a nice eye burning color I go with 0 255 0 (in rgb that is). If your model has a lot of green in it, you better go with 0 0 255. Imagine it just like a blue or green screen as seen in the movies :D. Find a nice position for your model and hit the render button.
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Should look like that now, save to files (do not screen-print it due to the quality loss you will receive if you do so). Open up Photoshop and delete the background of your render. Once done, open up the template (i.e. weapon sprite or player gui). Place your render into the correct layer (it’s all labelled so nothing should go wrong). You may want to apply some filters to sharpen up the whole thing or some other Photoshop magic to make it look good. When you’re finished and happy with the result it’s time to bring in the handy Action Luebbi wrote. Bring up your Action window and find the right one for your purpose (in this tutorial, it is the weapon sprite). 
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Fill all needed layers (replace the weapon render layer with your render, but make sure to keep the layers name), put in your weapon name and then execute the Action and click ok to all upcoming windows (that all sets the shadows and glows and whatnot). It is essential that you have selected the weapon render layer otherwise the action will not work.
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See the difference? :D O.k. Index your colours so we can get it into the Sprite explorer. Save as .bmp. Now this is the selected sprite in-game, but we will also need an unselected so once saved hit the unselected Action in the window and save it again as .bmp (well use a different filename :)).  Fire up your Sprite Explorer and load each .bmp separately and follow the instructions, save as .spr and we are done. 

A footnote: Those templates are only the 640 resolution, it is not that hard to create sprites for 320.  Just scale your saved .bmps to the following resolution.

Single Pistol: 56x40

Akimbo or Unique: 88x40

It does not scale proportionally so do not wonder if there is a bit spare space, fill it up with black so the engine will not draw it in-game. I am not sure if anyone still needs the 320 resolution on sprites, I just wanted to mention it. If you have questions, or if it does not work I am usually in #HOF on GameSurge if you want to drop by.

-Mel

