
The Tunnel  

 

 

The final tunnel was designed in Torque Constructor in sections which were then placed together to 

form one long continuous tunnel in the Torque Game Editor. The DIF models exported from the 

Constructor contained Torque lighting information as well as links to the textures. 

 

  



The Ship 
 

          

We decided to use a blender model of the Star Wars A-wing for the player ship. The Torque specific 

collision meshes and information were added to the model in addition to a complete retexture of the 

model in order to more accurately depict the A-wing. All textures were created in Adobe Photoshop.  

  



Spiderbot  

 

 

It was decided to use the Blender created Spiderbot model for the enemy. Again, The Torque specific 

collision meshes and information were added to the model in addition to a complete retexture of the 

model done using Adobe Photoshop.  

  



Objects and Powerups  
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The object and powerup models were simple boxes created in Blender. Again, all textures were created 

in Adobe Photoshop. 

  



Sound 

 

The main menu music and in game music were created using Garageband. The loading screen music and 

game sound effects are open source media obtained from the internet. 


