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Overview

(1) Top Menu Bar, where you can find the typical “File” menu. Under “File” you can create a new 
empty project, save the current one or load a saved project.

(2) This is the Main Pane, where you will spend most time configuring your models and lighting.

(3) In this Viewport you can navigate around the model, see what it looks like from any side and also 
change its position, rotation and scale using a transformation gizmo.

(4) This is the Animation Player, where you see preview of every frame of the currently selected 
animation, configure animation framerate and select which animation frames you would like to export.



Main Pane

Model Tab
(1) Here you can switch between Model and 
Attachments tabs. Under Model you can find 
configuration of the main model. Attachments are 
secondary models, available only when the main 
one is imported.

(2) Here you can select path to the main model and 
import it using the “Import” button.

(3) These inputs control the main model’s position, 
rotation and scale.

(4) Using these two buttons you can flip the main 
model’s texture coordinates horizontally and 
vertically if required.

(5) Here you can find and switch between all 
animations that the main model has.

(6) Here you can find all materials that the main 
model has. When you put mouse cursor over a 
material, parts of the model that use the material 
will be highlighted with a purple border (in the 
Viewport). When you click on a material sphere, 
you can select a texture that the material uses. A 
loaded texture can be removed using the little cross 
button. Additionally you can also change the 
material color after clicking the color box below the 
material sphere.

(7) Here you can enable/disable and configure the 
color of the ambient light.

(8) Here you can configure directional lights. The 
“Enabled” checkbox enables/disabled all added 
directional lights. Using the “Add” button you can 
add more directional lights. Maximum is 8. Each 

directional light has its own direction and color and can be enabled/disabled using the eye icon button. 
You can use the trash can icon button to delete a directional light.



Attachments Tab
(1) Here you can switch between Model and 
Attachments tabs.

(2) Here you can use the “Add Attachment” button to 
add a new attachment to the main model. Below there
is a list of all added attachments. When you click an 
attachment in the list, it becomes select it and you can
configure its settings.

(3) Using this input you can load an attachment 
model. The rest of the attachment’s settings is not 
visible until its model is loaded.

(4) Using this input you can change the name of the 
attachment.

(5) If the main model is animated, you can select this 
dropdown to attach the attachment to a specific bone 
of the main model and its position and rotation 
becomes relative to the bone.

(6) Here you can configure the attachment’s position, 
rotation and scale.

(7)  Using these two buttons you can flip the 
attachment’s texture coordinates horizontally and 
vertically if required.

(8) Here you can find all the materials that the attachment has and you can configure the same way as 
you would for the main model.

(9) Using this button you can delete the selected attachment.



Viewport

(1) Here you can select from predefined camera views. If change change the camera angle, this 
automatically changes to option “Custom”.

(2) A floating toolbar with handy buttons, though some of those are not yet functional! Following is a 
list of buttons when going from the left to the right:

1. Does not do anything yet.

2. Zoom farther from the model.

3. Reset zoom.

4. Zoom closer to the model.

5. Reset zoom and camera position.

6. Does not do anything yet.

(3) Opens Export Options pane.

(4) A collapsible Render Preview, where you can see what the model is going to look like when 
exported into sprites. You can use the arrow buttons to change the camera used when exporting the 
model. The cogwheel icon button also opens the Export Options pane.



Controls
• Buttons WASD move the camera forward, backwards, to the left and to the right respectively.

• Button E moves the camera up and Q button moves the camera down.

• Mouse wheel controls the camera zoom.

• Holding the mouse wheel and dragging also changes the camera position.

• Holding the right mouse button and dragging changes the camera direction.

• Left clicking a model or an attachment selects it and reveals a transformation gizmo, using 
which you can move, rotate and scale models.

• Left clicking a gizmo starts transforming the selected model. While still holding the left mouse 
button, you can also press Escape to undo and cancel the transformation.

• Holding Alt while dragging the gizmo temporarily disabled snapping to grid and angle 
snapping.

• Tab changes between move, rotate and scale modes of the transformation gizmo.

Here is what the individual transformation gizmos look like:

Move ScaleRotate



Animation Player

(1) This input controls the animation frame rate of all animations. The higher the number is, the more 
frames are created. Changing this value also resets which frames are selected for export.

(2) Using this button you can play/pause the currently selected animation.

(3) Using this input you can jump to a specific frame of the currently selected animation.

(4) Here you can see a preview of all frames of the selected animation. Clicking a preview jumps to the
animation frame. Each frame also has a checkbox, using which you can select/deselect the frame from 
export. By default all frames are selected. The current animation frame is highlighted with a little 
rectangle below the frame preview.



Export Options
(1) Closes the Export Options.

(2) This is a sampling viewport, where you can see 
what your model is going to look like when 
exported into sprites.

(3) Here you can configure the size of the exported 
sprites.

(4) Here you can select which camera is used when
exporting the model.

(5) Using these inputs you can additionally move, 
rotate and scale the model within the sampling 
viewport, so it fits in entirely at all times.

(6) This configures how many rotations of the 
model you would like to export. For example for a 
platformer you can use the “Right” camera and 2 
rotations and for an isometric game with 8 
directions of movement you can use the 
“Isometric” camera and 8 rotations.

(7) “Export Attached” shows/hides attachments in 
exported sprites. When “Attached Only” is 
enabled, the main model is hidden in the exported 
sprites, but it still occludes the attachments as if it 
was in there.

(8) Here you can select where you would like to 
export the created sprites. If the model is animated, 

then a separate spritesheet is created for each of its animation and the animation name is appended to 
the file name. The angle of rotation is also appended to the file name as “_<angle>”.



Exporting from Blender
Before exporting from Blender, make sure that you have applied all transforms to you model, which 
should look like this (location and rotation is all 0s and scale is all 1s):

If this is not the case, you can do so by selecting “Object > Apply > All Transforms”

from the top menu inside of your 3D Viewport.



File formats that are currently enabled for loading in SpriteTool are FBX, OBJ, glTF 2.0 and 
COLLADA. The first two are the most widely used in game development today. File format you 
choose should not affect what the model is going to look like after importing it into SpriteTool, except 
for its default orientation in space. This is caused by the fact that different file formats use different 
coordinate systems. This can be easily fixed by rotating and scaling the model in SpriteTool, or you can
find out which settings work the best for given file format. For FBX I’ve had the most success with -X 
axis as forward and -Z axis as up:



Current limitations
Because of the shaders currently used for rendering models and the vertex format specified in them, all 
models loaded need to have texture coordinates (i.e. be UV unwrapped) and have normal vectors. If 
you do not wish to use textures, you could for example simply use the “Smart UV projection” option in
Blender just to ensure the texture coordinates are there.
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