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Introduction
The X

Don’t put the cans on top of the eggs.

Summary

Foodstuffs are falling into a paper bag from an ever-rotating conveyor belt of edible goods. Your job is to pack the bag without destroying anything. Certain items are fragile, and must be placed very carefully. The less empty space left, the better. Each bag will be more difficult to pack than the last!
Possible Titles

Grocery

Food

Paper Bag

Supermarket

Fodder

… Crush

… Panic

… Vengeance
… Terror
… Spasm

… Agitation

… Emergency

Game Mechanics
Playing Field

The playing field should be a 10x20 pit styled such as a paper bag for holding groceries. Over the pit there is a conveyor belt which carries food items over the pit, where they fall inside. There should be a space of 4 tiles between the bottom of the conveyor belt and the top of the bag, so that there is room between them to maneuver items.

Food Items

Items automatically move down one tile at a time, at an interval determined by the drop speed, until they hit an obstacle. When this happens, the item should stick in place, and the next item becomes available to the player.

An item should be controllable by the player via five keys.

Left: 
Moves the item one tile to the left, if not obstructed.

Right: Moves the item one tile to the right, if not obstructed.

Up: 
Rotates the item clockwise around its center point, unless obstructed.

Enter: 
Rotates the item counter-clockwise around its center point, unless obstructed.
Down: Drops the item immediately down to the nearest obstacle, or the bottom of the bag.
Each item has a shape, weight, and strength. The shape determines which tiles it occupies in the play area. The weight determines how heavy the item is. The strength determines how heavy an item can be stacked on top of it. If an item placed on another has a higher weight than the supporting item’s strength, the supporting item is crushed.
Check the following section, “Crushing Mechanics,” for more specific details about item crushing.

Crushing Mechanics

Since food is oddly shaped, it can land and be placed on top of multiple items. In this case, the game will consider only the strongest item that was landed upon. If it was strong enough, the falling item is placed successfully, and no food is squished.
However, if none of the items beneath the landing item are strong enough, they are each squished, and the item will continue falling through the newly opened space.

The other multi-food situation that can occur is when multiple food items land on another food item. In this case, as long as each item weighs less than the strength of the item they are all sitting on, it will remain there. However, as soon as an item that weighs too much lands there, it will destroy the supporting item, and all items on top of it will fall again, potentially crushing even more food.
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Observe this example. In fig. 1, item 1 is safe, due to item 4 saving it.
Conveyor Belt

The conveyor belt carries items before they are dropped into the pit. The conveyor belt starts off the right edge of the screen and ends at the top-center of the playing field. 

At regular intervals determined by the conveyor belt speed, new items are added to the conveyor belt from the right side of the screen. They should move along the conveyor belt until they reach the end, where they stack up awaiting use by the player. Stacked items occasionally jiggle, to represent how agitated they are.

Whenever an item is placed, the next one is immediately picked off of the conveyor belt and placed at the very top-center top of the playing field, even if that item was not already at the end of the conveyor belt.

When the conveyor belt is filled with stacked items, they will blink red, and if another item is added, they should all fall off into the pit simultaneously, which will cause many things to be crushed by accidental poor placement.

Scoring and Losing

During the game, the player is awarded points for various things they can do. Each item has a base point value based on its difficulty to place in the playing area. Actions performed with an item award that amount times a multiplier.

1 x
Placing an item

1 x
Finishing a bag with an item inside

½ x
Placing something on top of an item

-2 x
Crushing an item

When an item is crushed, the paper bag loses health according to the point value of that item. When the paper bag’s health is depleted, the player loses the game, and all of the items should fall out of a gigantic hole in the bottom of the bag.
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