Artist Instructions


Since the game takes place on a rotten sandwich, the art form of the game will be disgusting and awesome at the same time.  There will be some creatures that will look cartoonic, while others will come close to realism.  All textures will have the color depth of 24.  All textures MUST be of size 2^n, width can be different from height.  For example: 64 x 128 -> 2^6 x 2^7.  Textures will also be saved in JPEG format.  Models in the game must have a low-poly count since the game can have more than a hundred be displayed on screen.  These poly-counts will vary.  An estimate minimum will be 10 and a maximum of 200.


The terrain in the game will have photo realistic images of the rotten surface of the bread.  Ideal way to do this would be to leave a sandwich outside and wait for a week.  Scan the picture to the computer and do some refurnishing.  All terrain width and height must be at size 128x128.  Textures needed for terrain: regular doughy bread, fungus infected bread and dark spots on bread.

The menus and buttons in the game will all have a rotten look.  The buttons are done with sprite and must have these animation requirements: mouse over, clicked animations and normal state animation.  These can have any amount of frames, so long as they have these states.  Typical Format:

framesize x=128 y=64 -> size of each frame

aniDelay=120

 -> millisecond delay per frame




numFrames=4

 -> maximum number of frame

numStates=3

 -> number of states, always 3 for btn

State first=0 last=0
 -> state’s frame loop begin~end

State first=1 last=1

State first=2 last=3

Models in the game will be in MD2 format.  These can be made by MilkShape 3D.  Each creature in the game will require at the least, these states: attacking, dying, running, eating, at-rest and taking a crap (not used in slimes).  If there is time, possibility of adding other states that can be considered, such as: acting in a clever and repulsive ways when left alone too long or told to attack a unit of significantly different power than themselves.  The Fungi Creatures should have realistic skin with cartoonic face and peripherals (such as the Fungus Lord’s pipe).  The Slime will have cartoonic shape and face, as well as having a gooey disgusting look.  The Parasites will have anger be expressed and dark textures.  All model texture skins must be at most 256x256 in JPEG.  Frames in model will be arranged in this order: [standing frames][Attack frames][death frames][run frames][eat frames][at-rest frames][victory frames (if time applicable)][other frames if there is time(described above)][taking a crap frames(not needed for slime)].







