Art Concepts and Direction

A list of needed art objects. 

Web Page Images

We need a few small images to insert into the Epic site to catch attention.

The images should be wide and short, 72 pixels tall and 480 pixels wide. This size can be spliced between text sections. Just the kind of thing people add to the bottom of there sigs.

The Mercenary Campaign theme is: Command, Faction Wars, Fleet battles. Here are a few image ideas, but feel free to add new ones:

View from cruiser command deck, looking out over length of ship.

Fleet in convoy (last scene of Freespace two intro movie).

Cap ships fighting. Beams flashing. 

Small ship exploding near cap ship.

Fight near station.

Station burning.

Asteroid battleground (ship silhouetted against, or half hidden).

Comm Message Face Image

We discussed adding more comm messages to enhance the contrasting feel of traffic and emptiness of space. I think we could really improve the feel of the game by adding more faces to the messages (I am not sure it is possible with the current code, we might need to add some).

To make this easier, I think we should do stills instead of video. The game Oni did a nice job using stills. At a minimum, we should try to get a few stills for each Major faction. It would really help make each empire feel unique. 

We should look into having a main character who is not Cal Johnson.

Ships and Stations

Basic Look

The basic idea is contrast. The Contrast of ships against dark backgrounds. The Contrast of wealth vs poverty. I am proposing we make new ships much lighter in color, much stronger against a black background.

The ships in Star Wars are very light. Even Star Destroyers are light gray. Contrast is a good reason. And if most ships are bright, then when you do hit a dark ship (like the spider things in B5), they stand out as truly evil. Dark ships also appear very small, and to get that long – large look in space, you need light colors.

When the US sailed into Japan and forced open trade concessions in the 1880’s they sailed in a white fleet. I am aiming for this look.

Ship Reskins

A general discussion of the look of each major faction. Followed by specific ships that need retexturing.

Sultate – White ships with bold blue Arabic lettering. They should scream wealth and elegance. These ships make you worry they spent more on paint than you can afford to spend on guns and ammo. (Primary colors: White, gold and blue)

Leung Empire – Shameless use of very bright colors (reds, oranges, yellows, contrasting blues and greens). Think ancient Chinese, not modern drab grays and dull reds. I will post some Chinese temple images for ideas about color schemes. (Primary colors: Red and Gold)

Corliss Conglomerate – A modern corporation sensitive about its image, Corliss keeps its ships well painted. Clean, sharp lines, that say professional service. Corliss ships look like they will get your cargo to its destination intact and on schedule. (Primary colors: Amber and gray).

Emerald – unlike most of the Dead Reaches, Emerald ships have paint, although they are ageing. Emerald is a terrestrial world, and its ships should remind you of earth. (Primary colors: Green and White.)

The Barrens and Dead Reaches – the rusty ships that populate EOC should work great for these two areas. We need some “extra rusty” textures. (Primary colors: Rust and Junk).

If you have a color theme you really want to do, ask and I expect we can find a faction that it will fit.

CMC – Another major faction with some of the only profitable mining operations. (Primary colors: Darker blue and gray)

Caliphate of Yezhid – (Primary colors: Purple).

Stellarmed – Hospital services thoughout the cluster. Jeep class transports with escorts. (Primary colors: Red cross on white background).

Old Patcom and Corvette {Needs Owner!}

 The old corvette and patcom are the mainstay of many fleets. I think we should get these in a state they are easy for photoshop people to retexture. (pulling out and formatting proper files. have someone get the first texture working as an example for others).

We need both models in three faction colors:

1. Emerald Green and White

2. Leung Empire Red and Gold

3. Barrens Rust and Junk

New Ship Models

Armed Cruiser/Freighters {Dark Fire}

The Barrens and Dead Reaches are home to all kinds of impoverished rebel and pirate factions. And the player will be spending most of his time fighting them. We need some armed freighters to act at light cruisers and destroyers for these factions. 

Create these models by attaching cargo pod avatars to all cargo locations on both the City and Oakland class freighters. This will give a large and solid hull to mount weapons on.

Create another model by attaching cargo pod avatars to all lower cargo locations on a Venice class freighter. This will give a quite large hull. It will make a good cruiser sized vessel for pirates.

Dualist Heavy Corvette {NathanKell}

Done in Leung Empire colors of Red and Gold. It is just the kind of ship a mass manufacture faction would dream up. Why build a whole new cruiser design when you can knock together two corvette hulls?

Bomber {NathanKell}

A fighter/interceptor sized vessel designed to take down capital ships. Unknown textures yet, pending further fleet styles information.

Super Danube{Dark Fire}

This very large vessel will for the center of the Sultans Fleet. Painted in white, blue and gold.

New Station Models

Junker Stations {Dark Fire}

After the War of Dissolution the survivors had to cobble together whatever they could to survive. We could use some stations (or station modules) that look like they were built in a junkyard. Made of cargo containers, freighter hulls, and converted gas haulers, they should have No Symmetry (no balance). Like a twisted tree limb, they should stretch ungainly. 

The original stations are modular, perhaps someone can figure out how to build a few new modules and work them in.

Put some lights on them, and we will figure out how to make them flicker like a deranged Christmas tree, or a station on failing power.

Pirate Hideout {Dark Fire}

A small base built around a 500 – 1000m asteroid. The kind of simple thing that the player, pirates, or rebels could build. It needs a docking port that will handle larger ships. A supply and loot gathering point. 

Station Interiors

As we rebuilt the player base, we should be able to find a way to show background images. These would be stills, 256 by 256 pixels. 

If you want this job, post a note, and we can have a chat about style.

Star System Backgrounds

We have 27 star systems in the Middle States, and they all need backgrounds. Some are very bright stars, and some are dusty new formed systems. 

I will post up a summery of each system taken from the geography document. We can discuss how each might look.

