It's amazing what you can do with Mario Paint. In Yolume 39,
we showed you the basics of using the drawing tools, anima-
tion mode and music screen. In this special insert—for mem-
bers only—we're going to show you how the professionals
use design grids, much like the Stamps in Mario Paint, to make
characters and create animation.
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PICTURE THIS!

Even if you aren't an ace with pencil and art pad, you can create rich, artis-
tic scenes using the Stamps from Mario Paint. It can be as easy as painting
by numbers! And when you're finished making special Stamps, you can put
them together and create more complex works of art.

You don’t have to be Picasso to create a marvelous Mario Paint
scene—which is a good thing, seeing how Picasso is no longer
with us. The scene at the right was partly painted using the
Mario Paint drawing tools and colors from the palette, but most
of it was created with Stamps, some specially-made, others part
of the program. The cat, fire flowers, Yoshi, boat and spouting
whale are some of the pre-made Stamps used. The characters,
however, are made from combinations of Custom Stamps. Using
the special Stamps, you can create your own animated scenes.

| STAMPIE ¢ s ) MAKE A BACKDROP

You can save up to 15 Custom Stamps at » time. Here, we use three Stamps Now you'll want 1o set your own
together 10 make the full-sized characters. and we've saved faces with different scene. Decide where the acten s
expressions to use in the ansmation mode going to take place and create the

sething using Stamps, your own
drawings. or 3 combsnation of the
two. Here we've created a
background and & foreground. and
we'll set the path of the animated
sequence to run between them
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Choose your favorite video game characters and make your own action scene in What's an action scene without sound? After you create the setting and
Mano Painf's Animation Mode choreograph the moves, enter the
After you've saved Stamps that Music Mode and add the final
show a couple of facial expres- touch. Each of the icons in the row
sions and that have arms and legs above the stafl screen makes a

in different pesitions. you can different sound. Use them to either
enter the Animation Mode and make sound effects to go with
select the number of frames you your characters’ moves of 1o make
want to use for your ocuon Pu! exciting background music that

the figures together uzm? adds 10 the mood. You can then
torso and leg stamps in nmo unl save ali three elements and replay
then choose shightly differemt them together

stamps for the frames that follow
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| MORE ABOUT SPECIAL ST. A

I'he possibilities for using Stamps are limited
by only your imagination. Send a friend a
videotaped birthday greeting, complete with
music, that's decorated with bright balloons
Surprise vour friends by sending them video-
taped party invitations. Don’t just send run-
of<the-mill holiday cards—send videotaped
messages that really capture the hohiday spirit
ustng Mario Paint instead
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This 15 just a small sample of W from maRIO 3
Stamps made with Mano
Pamnt Look for more ideas on

the back cover of thus bookdet
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& snappier rendition of that tired old tune. The possibilities are endiess.
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MAKE YOUR OWN MARIO

With Mario Paint, you can make your own Mario adventure. You design the
background, create the enemies, even score the music, just like real game
design teams do. You call the shots. If you want Mario's hair to be green,
green it is.

Does this scene look familiar? You can
recreate settings from the original Super
Mario Bros. using Mario Paint Stamps
Change them, and rearrange them to
make new and unusual backgrounds
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The more Stamps and frames you use. the more anin u'ev:

o d
e X > What will he do? You can make Mano jump onto blecks. it the effects you can create. Make your background and 3
ey X v . om & o o AL - : ) f anumation Stamps over the background ones so yvou
’ [ "V"‘H  Mnek Booeracsy 4 PRy el ’ new ani N P oV cko ones so vy
b < o 4 4 IV S Bloc f march over and kick the Koops. Make smple can use all 15
%3*}1- 1:._..".".’-‘:. complex - you're the director of this animated scene et

(" MOVE TO THE MUSIC TR 0
Everyone knows the theme to Super Mario Bros. Go ahead and score the traditional song in the Music I @0 —O' Q
Mode. or jazz it up and have Marnio tapping his toe 10 2 new version of the tune
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To create a Mario this size, we pasted together two Stamps. Create
the illusion of walking by changing the bottom Stamp in every
other Frame. Paste Mario together in the first frame, then use the
hand to copy it to the others so it will be in the exact position in each,
After copying, erase Mario's bottom half and restamp with different
legs.
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BACKGROUND STAMPS
MORE MARIO STAMPS TR

If you want to make it really look like

Mario's world, add some of the other items

frequently found in his games, such as
Mushrooms, Fire Flowers, Coins, Hearts

and Shells. Of course, if you want to intro-

duce him to a new world, you should try

inventing some items of your own —
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LINK UP WITH LINK

Here we'll show you how to bring another video favorite, Link, to life in a
scene from Zelda. One of Nintendo's first big heroes, Link continues to gain
fans in his latest adventure, ‘Zelda: A Link to the Past.

DUNGEON DISCO ERY

[he scene at the left could have come
right from one of the dungeons in the
original NES Zelda game. In this anmimat-
¢d sequence, Link marches in from the
left and draws his sword to slash at the
. F bobbing Bat. Now vou can make vour
! own Link and put him in whatever set-
L Lung you choose. Create new monsters for
‘ him to light and devise your own scena-
ro for the famous fighter. Here, the
’ background is made up of simple Stamps,
\ and the Hearts and Rupees are easy o
’ recreale, oo

s Il Link against the dungeon monsters He walks 1o holding
Lp s shield foe protection, then he diops the shield and wields
the Magic Swoed 10 attack the Bat

SLASHING BATS
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SPECIAL

ANIMATION STAMPS

JFRAMEST——

Use the chart below to see which Stamps we used in the nine frames W‘

of animation we made for this scene. Check the screen shots at the
right to see where to place each Stamp

(RRARE T 1 ' 2 [ e s | ] 7 hxs '9

o0
o0
o0
L

= ¥
® . 4 _ * W o " G & W
@ @ <] G .~
e lf -l ][ T |
® s

T

s
o le az 41 - R

- EEERE 111 + 41
- o B .

BACKGROUND STAMPS

['he Stamps used for the background are surprisingly simple to make. but when pieced together,
they make an interesting backdrop for Link's animated scene. Recreate the scene just the way
we did. or make up your own scene putting the doors and obstacles wherever you want them. If
vou prefer a more complex background, make up your own set of Stamps with more colors and

shapes
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SAMUS ON THE RUN

We asked the development team that designed the real Metroid game to
make a Samus that runs using Mario Paint. They said that it was a piece of
cake—they used a similar system to create the original character, Now you
can make the real thing using your own Super NES.

GO, SAMUS, GO

It takes three Stamps o create some ol
the positions that make Samus look like a
runner. Together, the various Stamps
show her hooling it through familiar ter-
ritory in a Metroid corridor. Four frames
of anmmation are enough o create the
etlect. See the sequence below for place
ment ol the Stamps

C IFRAMESL ]
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From a standing start, Samus sppears 1o be running away from the clased
door as a monster hovers overhead You'll find that thes sequence looks

remarkably hike the runmng Samus in your NES Metrosd Game Pak b }

(" METROID MUSIC )

Adding the Metroid music makes the sequence more complete. Use the familiar music scored below or _ ‘ & Eo—-—o@
create & new theme or sound effects for your own Samus scene
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BACKGROUND STAMPS

'he dark corridors in Metroid are lined with
blocks made from Stamps like those below,
I'he stamps at the right are pieced together to
create the door. Use them to make cornidor
conhigurations ol vour own
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The shght change in the
monster's see wall make ot
look hie ifs pulsatng when
the Stamps are swiched in
every other frame

Although if's not shown on
the facing page. you can
make Samus start from a
standstll o you want to
use additional amsmabion
frames
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You can use Mario Paint Stamps for more than just creating characters from
video games. You can also lay lots of Stamps side-by-side to build scenes
that take up the entire screen. The castle below was made by using 13
different Stamps.

R — 8
3 Lol o}

e memy f'-‘lt
.’

_——————3 o S Tou TR T ol ! This grand castle was built with only the
=

Stamps on the facing page. The Stamps
used to make the arches and the founda-
tion were flipped using the Rotate/Flip
icon so one Stamp could print in both
directions. Background Stamps. such as

q,
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"""""""""" ~ = P . 183 the doorway and the recessed courtyard,
> are placed first, then the foreground is
oot e g Stamped over them to create a feeling of

P A - depth, For example, the windows were
I = IR Stamped over bricks, then the flags were

. T ey ey > - N e T "M — a .
FREX S X N Stamped over both bricks and windows

- = . . > - :
Ay R '“' Finally, the soldiers were added in the

Animation Mode.

In the amimation sequence, a troop of soldiers attacks the castle. In your
own remake, yeu could add different animation — perhaps you would prefer
‘ ey to have a fine carnage pull up to the front door

(" CREATE A CLASSIC

What kind of music is in keeping with a castie? Use the Music Mode to duplicate this compesition or,
better yet. create your own classic.
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SOLDIER STAMPS

In the four-frame animated sequence, the same troop 1s
copied to all frames. The Animation Path 1s used to move
them towards the castle from the lower right
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Although the posstions of the indivdual soldiers don't change two
differsnt soldeer Stamps are used for diversity

BACKGROUND STAMPS

Take a close look at these Stamps and try to find where  used as mirror images in the opposite direction, thus eli-
each was used in constructing the castle. Subtle shading  minating the need for additional Stamps. Just imagine
on some adds dimension to the finished structure. Several  what kinds of buildings you can construct.

of the Stamps served double duty: they were flipped and

- -
; 3 » ooas mames. —
- -i.m o= -. ‘ s = } -4 Hﬂ?—*
L g g g~ - o ™
-4 -
= s T
-
4 4
44
3
nee
—_———— 1 11
......
B L 4 ol
— T ~ = - 2 > @n
— e T e '

A close-up shet reveals the placement of the iayered window and
flag Stamps. If's not as complicated as it looks

SNANAES ERaEEEs
TR
o am
SEEE EEEEEEE Eaw
R -
s o
SENEEAE EEaEEAN
T S
= -

JANUARY 1993 11



OLD MACDONALD’S

Picture the possibilities. Animate a favorite story. Paint a scene for a song
and put it together with your own version of the melody. Here, we've imag-
ined an animated scene to go with a long-loved children's song—and Old
MacDonald never had cows like these!

A FUNNY FARM

When the farmer's away, the animals
play. Old MacDonald had all kinds of
critters on his farm, but he probably
didn’t have dancing cows—until now. We
pictured a lovely lineup of divine bovine
dancers adding a little life to the barn-
vard, and the animal sound icons in the
Music Mode were the perfect touch for
our version of the tune. First we illustrat-
ed the background, then we added the
animation and set the dancers' path,
What do animals do when the farmer
isn't looking?

This linewp of lovelies hoofs 1t up from the right and continues
A Mw m HERE through the main corral while the lookout on the lower eft

watches out for approsching humans

(" NEW MACDONALD [m, e m;]]\
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here and an Oink. Oink there ~ just the tooch for the tried and true classic tune.
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These dancers aren’t quite in sync, You'll
notice that their positions change in every
frame, but they aren't always in step. Check - . & 64 . a
the chart to see which cow quarters were ne ) §32 D%
used in the nmine different frames | " c ]
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PARASOL PILOT

Fans of Super NES Pilotwings will recognize the background below,
sketched using Mario Paint. The pilot in the game may have had a jetpack,
but ours is powered by a parasol instead. Take aim on the target or make
him land wherever you want him to.

PAINT A PILOT

The Pilotwings-like background is paint-
ed with crayons and paintbrush, and
Mario is put in position with pre-made
Stamps. The circle of orbs is made with a
Custom Stamp we created to look like the
ones from the game. Now we can make
our own pilot fly into the scene with his
pop-up parasol, one mode of flight not
dreamed up by the game's developers.

mcu Where will the breeze carry owr umbrella man? We could set the
ansmation track 10 carry him through the circle of orbs towards

m MNW the striped target below=or let the wind carry ham off

(" MUSIC IN THE AIR
Now put your aerial acrobatics to music. Try our tune on your own Manio Paint Pak.
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ROUND & ROUND HE GOES [zzzzzzz:::::

Our pilot spins as he drifts down, and his parasol

opens and closes as he bobs up and down. Be- B +1+ A
cause it took many Stamps to make a character T ! ! )
this big, we replaced Stamps with new ones after : ” (‘

we used them. This increased the number of TR . oS SRS P
Stamps we could use to over 15 : o -

1]

To create the full-length, face-on
wiew of the floating man. 1
takes nine of the 15 Stamps
The arm position wall remasn the
same in all frames, but the legs.
head and umbreila change from
frame to frame
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— =4 MAKING THE MAN MOVE

We used six frames 1o create the effect of the
man spinning in a circle. In the first frame, his
back i1s to us. In the second, he starts to turn to
the right, and by the third we sce the lull-face
vicw

-.~
T

After looking closely at the
Pdotwings game. we were able
1o reproduce the orbs that you
must pass through to reach the
target. We used the single
Stamp at the nght 1o make the
cirele in the background

MORE STAMPS FOR MOVEMENT

11 1 : : Tt ' : BE

= bt - : - The twe Stamps on the left are
T : 1 the side and back views of the
man’s heimet. the two on the
: - ' 4+ : : right are two more positions for
TTT : the parasol We flipped the the
" +1 Stamp on the far nght to make
the fully opened parasol

To 2dd some more movement, we
used three Stamps 10 make the
man's legs bow. To create complex
images of this size, you'll have to
replace some of the Stamps with
new ones after you've used them
- and you might have to flip some
111 Iaaan and use them several bimes
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