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Abilities:
“Two-Brains
“Teamwork

‘Double the Insults
‘Weird Science!
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Textures must;
Feature the same “Z line” slr\ac{ir\g as the characters.
Be hand drawn rather than Photo—mar\ipulated to match the style.
Be themed to the vehicle, character and racing team they correspor\d to, as well as general
halloween theming. This also influences colour.
Feature small details, such as the stitches and bricks in this example, to break up blocks of
colour.
Feature outlines for the model’s edges, making them pop out and look like the cartoon
characters of the game.



Boost Bar

Naming conventions & folderihg rules;
Textures should be IPG, but Moy be PNG if transparency is needed. Character spritesheets
must always be PNG, and models must be exPor’ced as FBX.
Diffuse maps will have _d extensions, normal maps use _h, and specular maps use _s.
Naming conventions are as followed; objecthame_version.ﬁletqpe, unless they are textures,
which use the extensions above after the version, though extensions are allowed if clarity is
needed, for example window_01_left.fbx and window_Ol_right.ﬂ)x.
Folderir\g structure is as follows on the image above. WICZ, then Art, then into a Folder
named after the types of aszets it will store, such as Cars, or Characters.
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