Open Assets List
Overworld

Ground/Terrain

Flat coloured square (ground)

Wavy ground (beach, rocky), two tiles

Sand, ice, four tiles

Grass (uncut, then cut), two stiles; four tiles.

Basic lake water: four frames per tile

Whirlpool (four frames)

Waterfalls

Two styles


1. three tiles tall, 16 frames; 48 tiles


2. four tiles tall, 16 frames; 64 tiles

Bushes, each normal and alt styles (16px).

Large, Large cracked/dry

Small

Small stump (cut)


Two shades each.

Normal pine

Normal palm

Normal spiky

Normal Lightbulb

Normal fern

Normal round

Normal hedge

Key bush

bosskey bush

Flowering bush (large)

Flowering Bush (small)

2x2 Trees (32px)


Normal, two shades


Dead, two shades


Spotted (apples)


Spiky


Pine


Palm


Oak


Light bulb

Rocks



16px each:



Standing stone



Round rock



Obloid rock



Hewn rock


16px each:



Standing stone



Round rock



Obloid rock



Hewn rock

Statue


See enemies, 26px and 32px
Cactus, two styles

Graves. two styles, plus pushed each


16px and 32px

Ladder

Dock

2x2 dock, 4x4 dock

Bridge

Posts


Normal state, half-pounded state, fully pounded state, 16px each


Anchor point (standing pole with hooks)


Fenceline
Dungeon

t/b/a

Spikes
Floor spike:


Four single frame styles, 16px


Three multiframe styles



Four frame



Five frame (first and last identical)



Eight frame

Standing spiked ball, three frames.

Mirrors and prisms:


Angled, 45 degrees, bar


Horizontal or vertical, bar


Crystal prism, normal


Crystal Prism angled/turned


4-way cross (X), two styles

Shields


Small


Large (three styles)


Large, mirror (two styles)
Swords, each with 16px size, and 32px size (16x32, 32x16, 32x32)


Five core styles, each with the following frames


Diagonal/angled, 30 degrees


Upright


Right/left


Diagonal, angled, 45 degrees


Motion arc


Blip, five frames.

Knives


Three sizes, tiny, small, medium, four frames of stab only. 

Ring

Normal, seven frames of animation



Likewise, we need armour  (chain, leather/tunic, plate) with seven 


frames


Skull


Eye


heart


Magic jar


Diamond


Sparkle/opal


Dagger symbol

Clock


No 1. 8 frames


No 2. 64 frames ?!

Eye statue


four styles, eight frames, each:


Looks:



Up



Up-right



Right



Right-down



Down



Down-left



left



left-up

Life/heart pieces


Empty


Quarter full


half full


three quarter full


full



There are 12 styles in Classic

Small heart: five styles in Classic

Magic container (upgrades)


two styles, Six frames:


Empty



Quarter full



half full



three quarter full



Full, two frames of animation. 

Small magic drop items


eight styles in Classic

Boomerang

1. eight frames of animation, six styles, 16px


2. four frames, 16px


3. six frames, 16px


4 frames, 32px

Rupy


Spinning


8 frames, two styles of the last frame



4 frames


Static, one frame

Candle

two frames of animation, three styles (candle, smaller candle, lantern)

Potion


13 frames

Wand: 


One frame, straight


One frame, 45-degrees (slash)

Cane:


One frame, straight


One frame, 45-degrees (slash)

Feather


Six frames

Hookshot/grappler (two items, one style each)

Full item, head, chainlink 1, chainlink 2, handle

Gauntler, 16 px
Hammer


10 frames, plus two frames of smack/pound rippes.

Player

Enemy

