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What a wonderful day for racing, and what a beautiful day for flying!

Welcome to The World of Hyper!

“Nikki Nitrous a lionhearted 17 year old, thundering through life’s challenges chasing every impulse and leaping at every chance to compete in illegal street races, is wrenched from the comforts of her Uncle Lunk’s garage, encompassed by pistons and gears galore, to face off intergalactic threats representing Earth in the high stakes digital multiverse of intergalactic racing, where she must learn to go faster means to go slower.”

Today is another chance to win and winning at an intergalactic race is even sweeter! 

The heart pumping, high octane adventures of Hyper are an animated sci-fi television show that’s currently under development with the goal to produce a trailer. The story of which originally written and created by Al Kang, with me being brought on board to the project quite early on in the creation of the series. 
For the past year the project has been expanding and growing into what the initial idea had been proposed as, that being an animated tv series. Even still to this day the project grows with more gusto than it began out with, still retaining that emotional core of a young girl’s coming-of-age story engulfed by the ever present male dominated multiverse of racing. Hyper has become extremely important in its development to correctly portraying people especially with the ever-shifting understanding of what it means to be a modern feminist in the millennial generation. 
https://youtu.be/4NYst45fBMA
Project Management of Universal Proportions
A Review of research methodologies and methods:
While working on the project there were numerous methods involved in creating the work at current times. Including a range of software that had been used to complete and to continue working on the project, with the decision to composite everything inside of the Unreal Engine to greatly cut down rendering time to lend that time elsewhere in the project. 
There have been multiple meetings with project members making sure that the styles and the vision evolves with both members being aware of any and all changes. Other than on site meetings, Discord has been a central hub for communication especially for quick feedback and check-ins with e-mails being used as a timestamp for arranging meetings. Overall with set meetings being preferred over online communication to give full feedback on the style of the work being produced and making sure it stays within the intended scope.  
Interestingly both members working on Hyper have a history with racing, fast cars and a love for speed and the like, personally having grown up around a plethora of vintage racing cars and stories of motorcycle racing the project has a deep settled place of interest. This background into the source subject has greatly helped with carrying the project and to create a project from a place of sincerity. 
A Heroic Shift in Time
While working on Hyper it’s given the opportunity to be able to concentrate more specifically on character modelling as this is a major area that personally had been rewarding to work on. Considering the translation from 2D to 3D and the understanding that comes with 2D being able to carry across into the character’s 3D equivalents. Delving into a specialty subject greatly helps with trying to sell the intended visuals that the project set out to do. 
Considering the growing technologies in renders in recent years there had been a meeting at the beginning of the project to determine either or not the project should be mainly created inside of Maya or a game engine to greatly lower the render time that would be encountered later on in the project. 
Interestingly there seems to have been a shift in heroic characters in recent years with both films and animated series with female heroes being on the incline in popularity, especially with the releases of episodes 7,8 and 9 of the Star Wars films with Rey leading the adventure. Young adults and children of this millennia are growing up with this sort of character role that they’re favouring, which Hyper hopes to take advantage of with Nikki Nitrous being this “Rey” type of character, a sort of underdog, unexpected opponent feel with great potential to grow and learn in the world.  

[image: ]
(StarWars.com, 2019)
The intended idea behind this is to tap into what the target audience are growing up with, this being the rising of female underdog roles and to produce something that both fights some previous mindsets about being in a male dominated world and progresses the representation of both female and male characters, to give the audience something to be proud of and something that they can resonate and relate to. To give the audience characters that evoke emotions the same way a Marvel or Disney film may achieve. 
Hyper’s Multitude of Possibilities
A Review of creative/enterprise strategy:
As Hyper is an on-going project there are a multitude of possibilities to explore especially in a racing battle of interstellar proportions. The look dev that was taken into consideration was the Fortnite style, something between a Disney, Overwatch and semi-realistic style that works for the Fortnite game.
[image: ]
(Epic Games' Fortnite, 2018)
[image: ]
(Archive.zbrushcentral.com, 2017)
 Partly due to how well the visual style looks, but also because of the popularity amongst fans of the Fortnite game being in a similar target audience for the Hyper series. While Hyper won’t be an exact style match, the style is close enough for fans of the game to recognise and could bring in interest to the series. The visual style already has great potential for merchandise products considering Fortnite have a range of model figures available for purchase in most local shops. 
Below is a sample of a logo variant for the potential of being printed onto Perspex keychains: 
[image: ]
Character Inspiration
Continuing with the project, a large part of Hyper relies upon the interstellar racing competitors that Nikki is continually versing against on her journey of a lifetime. Competitors such as the alien species “Gira”. 
[image: ]

The concept of which begun from a giraffe to bringing inspiration from mountain goats and a character featured on Critical Role’s Dungeon’s and Dragon’s campaign “Caduceus Clay”. 
[image: ]
(Vignette.wikia.nocookie.net, 2019)
Building an Entirely New Life
The contrast between Nikki Nitrous and the alien competitors is mainly in the height difference, with Nikki being much smaller than the other characters that Hyper has to offer, partly to draw the audience’s eye to Nikki and partly due to making her feel like an underdog of the series’ races. 
[image: ]
When working on the Gira character, the character needed to show personality as to how he carries himself through the model let alone the animation. The shape language is largely responsible with conveying the character’s personality, through using softer shapes, especially with the design of the face and mouth being paid close attention to, pulling from the original references of Giraffes and Goats to find that perfect, friendly and gentle smile. 
[image: ][image: ]
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(The Alaska Zoo, 2019)
The character needed to be given a personality that goes deeper than a two dimensional and unrelatable character, while working on the model the structure of the head and body, the key to this was in the laid back demeaner in which he holds himself.
[image: ]
(African Wildlife Foundation, 2018)
A large challenge with the Gira species had been the anatomy, largely due to the shoulders and hips being structured in a way that isn’t often seen in nature as we know it. Using animal anatomy and human anatomy as a solid base for the understanding as to how this creature would move helped in creating a design that’s both interesting and abides the laws of anatomy. 
[image: ][image: ][image: ]
The hip for example had been thought of as entirely bone, although this wouldn’t have been possible, so to compensate with the design, by making the hips protrude out as intended but connecting the protrusions to the outer thigh by using a sturdy yet ergonomic material, cartilage. Interestingly while sculpting the Gira character having more creative freedom gave a boost of confidence in being able to create something that breaks a few design boundaries while retaining the biological understanding to the design.
[image: ]
The characters head is an interesting one in that it takes inspiration from three separate skulls, a giraffe, goat and human’s, so for the horn-like structures they needed to be believable amongst a sort of fusion of these skulls.
[image: ]
 There are a multitude of aspects to keep into consideration when designing something unearthly, from retaining a relatable quality to the character to creating something that’s not completely understood at the same time, finding that balance can be quite jarring if there hadn’t have been a starting point before tackling this character. Luckily that balance had been encountered quite early on while sculpting the Gira character, partly because at the time I had been working on Nikki Nitrous’ model pushing and pulling volumes to the facial structure that there needed to be more freedom in modelling, which jumping on to sculpting the Gira model gave that freedom to experiment and to understand anatomy in a different method than what that’s already understood was extremely freeing. During the beginning of which some inspiration had started to come from the Thorny Devil Lizard, largely due to the colour scheme fitting that of a giraffe.  
[image: ]
(Yong, 2016)
An interesting challenge when sculpting the Gira alien had been colour theory, as the character has a sort of tribal feel that inspired the yellows and slight sprinkling of reds, his racing suit is a complete contrast to this, mainly to have his character fit in more with the futuristic racing theme, although this is something that needs revisiting upon. 
[image: ][image: ]
The bright blue with the contrast of the neon green 48 racing number becomes rather striking against the alien’s actual natural colour scheme. This had been largely inspired from some of the colour schemes that are used in F1 and NASCAR racing, for example, Chase Elliott’s number 9 and 24 colour schemes are a similar blue with the stark contrast of a bright yellow. 


[image: ]
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(Chaseelliott.com, 2018)
The idea of referencing some already existing colour schemes or in this instance getting slightly adventurous with a neon green, brings some sort of connection between the alien racers and the audience to see something that they would find familiar. Instead of the alien’s feeling completely foreign to the series’ audience there needed to be small connections to identify with, this being the main amongst the alien racer, while counting the humanoid figure, the height slightly outweighs the overall shape, so the colour scheme helped with this connection.  
Considering the work that’s featured is only part of the project, another project member has been working on another species of alien racer that isn’t featured here. One challenge with this had been to have multiple alien races look different but feel as if they’re from the same universe rather than a separate project completely, communication had been key with keeping an eye on the stylistic approaches with both alien races. Currently there are two species of aliens that are in development. 

Nitrous Boosting Lead Characters
Contrasting the alien species, Nikki Nitrous’s design while currently under development, is a Hispanic young teenager with a promising future. Hyper hopes to correctly portray the cultural upbringing that Nikki may have had, and to give a nod towards the street races that are widely known amongst the Hispanic people. 

[image: ]

The model needed to feel differently from the other racers in the competitions she encounters, other than the obvious difference in species when contrasting her with the alien racers, she needed to feel separate to the other human characters that accompany her and that she encounters. Shape language is key with this difference in making Nikki much smaller than other characters, as previously stated to make her feel like this underdog who knows a thing or two about racing. The team liked the idea of her being surrounded by all these tall masculine figures in her life that she’d stand out amongst that similar height chart. In sort of a traveller verses the goliath sense of scale, proportions and shape language, while her visual design adorns the typical mechanic overalls that’s standard of the racing world, there needed to be something that she stylistically stood out for in a more subtle way. 
[image: ][image: ]

The overalls are currently in development with the base mesh being placed in standing. Although her navy-blue overalls will carry over to the colour of her dodge challenger, being a dark metallic blue, a confident yet royal and strong colour.
[image: ][image: ]
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Nikki’s influence especially visually comes from Michelle Rodriguez whose beloved acting has brought to life several action racing films. 
[image: ]
(Fitzpatrick, 2019)
While the current model that’s featured has a form fitting overall, the concept art has a very baggy feel to them, the visuals will undoubtedly change to the intended baggy feel, although to get to that stage the base needed to be laid out. This is something that’s currently being developed on, to build upon the intended design. 

[image: ]
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Overcoming Challenges
Considering a character with hair is a challenging situation especially considering the problems that can be encountered when creating hair, although in this case, the decision to produce hair cards has been greatly beneficial when considering that the project is being put together inside of the Unreal Engine. Instead of having to render hair simulation and taking more time than is needed, hair cards produce a similar outcome to hair simulation and give for a much lower render time. Thankfully this had already been planned, as the decision to use the Unreal Engine had been made early in the project, letting for any design choices including hair creation to revolve around the game engine.   
[image: ]
Prop Design: A Mechanic’s World
Regarding environments, prop modelling and layout is something that’s been ongoing throughout the project in between character sculpting, with the props for the Livingston High School being completed and being placed inside of the Unreal Engine levels helps especially with scaling so there aren’t any issues with character or environment issues. There were several props created for the Livingston high environment, those of which include lockers, books, boards, posters, and stickers for inside her locker. At current times the geometry is what’s been completed with the textures needing to be started in the next coming weeks. 
https://youtu.be/2K0C8agR2pA
[image: ][image: ]
One of the shots planned focuses on the inside of Nikki’s locker, so finding things she’d have and display in her locker that’s both what a high schooler and racer would both have and be able to fit inside of the locker. As previous stated, books, posters and stickers are quite prominent that are currently in place. 
[image: ]

Animation Tests: A Solution
There are a few animation tests of Nikki’s Dodge Challenger that have been created to visualize the movements of the racers and as a next step to the project that’ll be concentrated much more prominently soon. Surprisingly when firstly animating these tests, how a car moved seemed like something completely new, although this changed when treating the car as it’s own character with a personality, very much like whoever is driving the car at present time, their personality is projected through the cars’ movements, as in aggression, movement and timing, would the car jerk or drift, would the driver show control or panic. All of these were thought about when animating the tests to gain a better understanding of how to translate these movements.  
https://youtu.be/DDaI6Xs_xb0
The rigging for Nikki’s Dodge hadn’t been all that challenging, there were considerations taken into account of using a joint based system for the animation, although after analysing the limitations joint systems would have on the hard surface model, the decision was to rig via expressions, largely due to the rotation of the car wheels and tyres needing to feel natural and having them keep up with the actual speed that the car is animated at, expressions made this possible to have car animation that both works and made the most sense. 
[image: ]
Treating the car as its own character with a personality showed that to achieve that, the rig required a full range of motion, so controls for the chassis, wheels, and axel were created to produce this. 
https://youtu.be/85EGkgFpcIQ
Thankfully no problems occurred while rigging the vehicle mainly due to previously practicing how to rig while using expressions previously and learning from any past mistakes for it to work during this project. One personal goal of the Hyper project was to learn new methods to apply to the project before working on it, so if any problems did arise they could be figured out with plenty of time that wouldn’t impact of the project time, especially when that time is needed in other areas of work on the project. There’s been talks about using the expressions to drive both the wheels and the race track instead of animating the cars racing in a looped racing track. The plan is to have the race track as a spherical track that’s a sort of infinite loop of sorts, similar to the racetrack in the Virgin Media Advert for broadband speeds. 
[image: ]
(Google.com, 2019)
Link to Video: https://vimeo.com/210123659
(Vimeo, 2017)
The decision to having the track structured like this is mainly due to the science fiction genre, that and to have a change of environment to how usual race tracks are designed either as this flat area or a Nascar track. 
https://youtu.be/Ytw_Uq-UdpY
Although new work had gone into creating the Dodge Challenger’s rig, the character rig for Nikki had been created using Maya’s human IK skeleton creation. In previous projects the character rigs had been custom made for the animation, this project required attention in other areas instead of detracting from other areas that needed more in-depth attention over creating custom rigs. For example, Unreal Engine, and the expressions as stated. 
[image: ]
Future Trajectories on a Universal Scale
A Critical appraisal of the final proposition:
The work featured at current times for Hyper is only part of the whole project, considering that the project is ongoing with a larger vision ahead. While the character sculpts are being worked on for the trailer, the vision for Hyper is to gather interest and a following for it to evolve into an animated series. At current times there is mention and talks of taking the project to becoming an online comic considering the gathering that can be gained behind using such a platform. Especially considering the rapidly rising figures amongst readers of online comic apps such as Web Toon and Tapas Comics, which if Hyper can tap into would gain the following needed to boost interest into creating its animated series that’s being worked on. 
[image: ]
(www.webtoons.com, n.d.)
[image: ]
(Tapas.io, n.d.)
Work on the project is still on-going on character models and test animation and environment set up, once the project has been brought together more clearly the plan is to try to attract investors to fund the project on a studio-based setting. 
While there is much to do for the Hyper project, the work that’s currently been completed has given way to refining key areas that may not have been able to have been improved in previous projects. Regarding this, in previous projects the main area has been concept art, as with the beginning of this project as well, although the later development gave way to being able to explore 3D in much greater detail than previous. 
There has already been some interest from ITV and from some links from the industry from getting feedback for some improvement to genuine interest in the series. Luckily enough the current team members, myself and Al Kang who currently work on the project have combined experience that exceeds over twenty years of experience. All of which immensely help with understanding the scope of the project along with the target audience, especially considering a previous project both members have worked on included both the sci-fi Ben Ten reboot game alongside another animated series which caught a large amount of interest. The previous experience of working on projects of a similar genre and story challenges, especially with the inclusion of alien species being in both Ben Ten and Hyper, this gave way to a solid understanding for the project to evolve from. 
[image: ]
(IMDb, 2019)

Overall Experience
Overall, Hyper is continually showing to be a project that’s enjoyable and has pushed some personal boundaries especially with character modelling. Past projects haven’t allowed for the freedom and artist exploration that Hyper has offered while continuing to work on it. Especially when working on the Gira sculpt the concept of being able to play with how flesh hung off the alien’s skeleton and incorporating the fat deposits along with the flesh, for example the somewhat exotic body. 
Considering the project had started out as a design proposal of sorts into being given the chance to broaden my knowledge of understanding to create something it continues to resonate that intends to last forever, to continue to evolve into whatever the future may bring to this fruitful project. There seems to be something extremely gratifying about contributing to a project that surrounds a subject that has a personal passion behind to be able to continue with the subject matter and somehow not feel tired with the concept. The broad scope of an interstellar racing series has so much potential that it doesn’t really give way to boredom while working on it.  
Stay tuned for updates for the future of Hyper.
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Nikki's influence especially visually comes from Michelle Rodriguez whose loved acting has brought
tolife a number, of action racing films. While the current model that's featured has a form fitting
overall, the concept art has a very baggy feel to them, the visuals will undoubtedly change to the
intended baggy feel, although to get to that stage the base needed to be laid out. This is something
that's currently being developed on, to build upon the intended design.

‘The model needed to feel differently from the other racers in the competitions she encounters,
other than the obvious difference in species when contrasting her with the alien racers, she needed
to feel separate to the other human characters that accompany her and she encounters, shape
language is key with this difference in making Nikki much smaller than other characters, as
previously stated to make her feel like this underdog who knows a thing or two about racing. The
team liked the idea of her being surrounded by all these tall masculine figures in her life that she’d
stand out amongst that similar height chart. In sort of  traveller verses the goliath sense of scale,
proportions and shape language, while her visual design adorns the typical mechanic overalls that's
standard of the racing world, there needed to be something that she stylistically stood out for in a
more subtle way.

(Fitzpatrick, 2019)

Overcoming Challenges

Considering a character with hair is a challenging situation especially considering the problems that
can be encountered when creating hair, although in this case, the decision to produce hair cards has
been greatly beneficial when considering that the project is being put together inside of the Unreal
Engine. Instead of having to render hair simulation and taking more time than is needed, hair cards
produce a similar outcome to hair simulation and give for a much lower render time. Thankfully this
had already been planned as the decision to use the Unreal Engine had been made
project, letting for any design choices including hair creation to revolve around the game engine.

Prop Design: A Mechanic’s World

Regarding environments, prop modelling and layout is something that's been ongoing throughout
the project in between character sculpting, with the props for the Livingston High School being
completed and beine olaced inside of the Unreal Engine levels helos especiallv with scaling so there
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