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Chapter 1 introduction 
This report is focusing on the world of car games and mainly the licencing behind some of the biggest car brands in the game. I wanted to research and figure out why some major car brands don't appear in certain major game titles. This is a question i have been curious about for a long while. I have many extended questions with this too. Why don't they appear? Is it personal image? Disagreeing with certain beliefs and themes within the games? Most of these have an answer and most if not all of these are correct. I've researched 3 different cases. Tried to find research and evidence of why this is and obtain an understanding of different approaches to this topic and understand every point of view from the car companies putting themselves on the line to the disappointed fans they all seem to collectively play a big role in all of this. This question stemmed from my original question of creating realistic car crashes in games and researching why car crashes aren't realistic and what we could do to make them more realistic. I also researched how this would affect people with phobias and if this would change the player base and how many people play the game. A lot of modern racing simulators have a feature where you can toggle crash damage on or off. This is quite helpful for things like phobias. This is a topic I will get onto later in the report. I wanted to figure out and rule out any possible reason that companies would be wary about the brand image in these situations. Some companies don't like the image of their cars being crashed put out there whereas others aren't on board with their cars being associated with games that feature illegal street racing as it could put a bad image on them. Majority of major car manufacturers make cars for all occasions they make super cars city cars family cars, so they have a big audience to satisfy and keep there image up. For example, if the average person who buys a family car sees an advert of a supercar from the same brand partaking in a street race, they may be put off using the brand in future as they do not agree with promoting illegal activities. Some just simply comes down to benefit and if it will benefit them or not. Most of the time advertising a car in a game that mostly children are going to be playing doesnt really benefit the company in many ways at all. This is usually because the demographic of teens around the age of 13-17 can't afford to buy these cars and are not the main demographic at all. Therefore, a lot of car brands would not benefit from this. I wanted to also see whether some of these rumours were simply just rumours or if some of them are truths that are hidden as rumours to protect brand image. My main goal for the practical part of this research is to create concept art that legally bypasses systems such as slightly changing cars and changing small sections of a car to be able to use it in a game without any legal issues a big example of this is explained later on in the report but GTA is one of the main games that changes small things to cars to be able to use them in game. Then there is other things that become more intercut such as platforms such as beam. Ng which has a wide platform for mod use. People then create cars that have very distinct similarities to real world cars. Platforms like this must make it extremely clear that they have no affiliation with the mod base that comes with these comes or any third-party mods to not get into legal trouble with higher up brands. Another game that's an example of this is assetto corsa [1]. Theres many different games mainly racing simulators like assetto and crash simulators like beam ng[2] that hold the biggest controversy within this question. Overall, I wanted to figure out who makes these decisions, what factors go into these decisions and how do brands choose what games the crash go into. I wondered if theirs check boxes or a criterion they must meet and if there's different criteria for different car brands. Maybe the car brands that have a more sporty approach will be okay with the illegal street racing aesthetic but not so okay with the marketing side of things but then a brand that is more of a comfort approach maybe this isn't the greatest opportunity to partake in as it may scare there customer base away and make them choose a different brand for a family car when they choose their next family commuter. 

Chapter 2: Literature review
This next chapter is going to look at the main information that is related to this study
2:1 explanation of car licencing and how it affects games.
Games having to find and obtain licencing for car related games takes a long while. This involves a long process of reaching out to companies waiting for a response and then waiting for approval etc. This can be time consuming there for causing developers to find work arounds where they can have real world cars in their games but not make it a big issue. A way to solve this problem would be implementing an easier way to obtain licences for game developers so they don't must wait so long before they can bring their titles out. Car brands holding back on licences and signing exclusivity agreements is what causes people to almost go against copy right law which isnt ideal in any situation. I wanted to see if there's ever been a work around that has made both parties satisfied and happy with what they have achieved as the outcome. Sometimes this could also affect the player base of the game too as some poeple may not play because their favourite car isn't in the game and they don't want to play a game that isn't fully licenced. Some people may also see it as unfair playing a game with certain cars that aren't meant to be in the game. A lot of people feel it's wrong playing a game that hosts a car or a collective of cars from a certain brand that isn't licenced to be in the game as they're supporting a company that has shown they don't respect or support other companies. This is a very grey are and there would be a number of different reasons that people may no longer want to associate or participate in a game that the developers do not have moral to stop and maybe leave the brand out if they haven't given licence to be in the game.  



2:2 background history of car licencing in games
The history dates way back and i did some research on early arcade car racing games to see when where and how licencing came into play on those. I thought it'd be interesting to date back to before cars were barely on consoles. One arcade game I looked into was out run and I found an article [3] that talks about the history of out run and it does in fact confirm that even though out run had a car that was an exact copy of a Ferrari Testarossa they absolutely did not have a licence from Ferrari for this or to use this car. The designer of the game you Suzuki was a big fan of Ferrari and modelled this car after the infamous car it even included the official Ferrari logo which is a big issue considering the game nor the designer had any Ferrari go ahead or licencing at all. When out run 2 was released in 2003 this is when official licencing was introduced and it no longer became an issue to put these types of cars in game as now, they had permission off Ferrari to do so. This car them became iconic to the franchise after this and I'm sure Ferrari and out run both benefitted from this greatly. Out run finally got their rights to use Ferraris in the game and Ferrari got to be the well known iconic cover car of not only out run but out run 2 and managed to run the whole franchise. That is a lot of marketing and advertising in good light as out run was an extremely popular game at the time of its release. There was talk about out run possibly losing its licence for Ferrari cars as the licence is about to expire but overall, I think that this is a myth as i can't find many credible sources. As ferarri cars are such a big focal point of out run it doesn't seem likely that they would end the licence and remove the most iconic cars simply just because the licencing terms are ending it doesn't seem credible. 





 










Chapter 3: case studies 
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Case studies 

Case study 1: Toyota not allowing production cars in games that depict illegal street racing (500 words)
This was a case that was brought up a couple of years ago presumably to protect the image of the iconic Toyota supra. I can’t find many reliable sources online apart from one article that mentions how this was a hoax. It’s an article published on the website the drive which has reports about cars. A tweet was posted which implied the cars were absent from the game because of illegal street racing that was later deleted. In the past few years Toyotas main production cars have not shown up in any street racing/ racing games outside of gran turismo 4. It came from a tweet posted by a twitter user [4] “where is Toyota in the new need for speed game?” That’s a real missed opportunity "and Toyota responded “not there. You can find our cars in GT sport, which doesn’t promote illegal street racing” this then sparked a lot of controversy. Toyota then posted a few tweets talking about how this is more of a case to do with the licensing deal with Sony. This shows that the reason for brands withdrawing licences or not giving them in the first place isn’t always to do with bad reputation. Sometimes this may be about licensing agreements and agreements with certain companies that they're locked onto until the agreement ends which usually is a number of years where their cars aren't allowed to be used outside of the franchise and company that they have agreed to licence on. A lot of people challenged this and were upset that their favourite cars from Toyota weren't featured in their favourite racing games. Another article that mentions this case is a GT planet. This article also talks about the case with Toyota and credits the fact that Toyota didn’t give licences because of the illegal street racing and it was because of their licensing agreement with Sony. These two credible sources show photos and evidence of most of this case unfolding and all the replies from Toyota UK as this is where the original came from. Need for speed heat at the time was meant to heavily focus on law and this is why Toyota had an issue with it. It’s main villain being a police-based villains. It was understood by the public and fans of Toyota as to why they wouldn’t want their production cars to be absent from these games to save the reputation of not only the cars but their brand Aswell. It’s also good to not that it’s not only these big titles that Toyota appears in their cars have also been appearing in big arcade titles up until this point with licensing. 



Case study 2:  gran turismo RUF (Porsche tuning company) to gain rights to Porsche (500 words) 
In gran turismo they found a work around where they were legally able to have Porsches in the game by using RUF tuning titles instead. The RUF website [5] talks a lot about what they are and what they do, they create tuned Porsches from a bare chassis in this case they can get away with not being directly named a Porsche. RUF models come in most Porsches, so they were able to put almost any Porsche in the game. There weren’t any car games that were able to use Porsche during this time as Porsche had signed a contact with EA of exclusivity, so the Porsche brand names and models were only allowed to be used in EA titles. RUF focuses directly on performance which is perfect for gran turismo and probably worked out better than the Porsche brand name being present. RUF are a manufacturer in Germany that builds their own vehicles completely one example being the yellow bird [] RUF use the Porsche chassis, and this is how they got away with using the loophole to put the car in game. It’s a distinct manufacture status to RUF in the German governments terms is considered a separate and independent manufacturer. This is because RUF vehicles are not just standard simple mods they are a whole new engineered vehicle just borrowing the chassis from Porsche. These cars start as complete naked bodies ready to be made into whatever RUF would like it to be. Following the expiration of the Porsche deal with EA modern games now feature Porsches most gran turismo games now such as gran turismo 7 have Porsches. Gran turismo no longer must use RUF and can now legally use Porsche vehicles. Along with many other racing games. The difference between gran turismo and other racing games is other racing games didn’t attempt to use RUF to be able to legally put Porsche into their games they just simply left it out an article from GT planet “what’s the difference between Porsche and RUF” explains how and why they’re acknowledged as different companies there’s also an article by Ralph Lauren [6] that explains how RUF is different to Porsche and all the similarities and differences. This is a good source for information as these are articles written by car enthusiasts and usually people who specialise in these specific areas. [image: ]
Case study 3: Ferrari refusing modifications to their cars 
Ferarri has usually been okay with their car being used in racing games, but they have been wary about modifications, this also relates to real life situations as Ferrari has a tendency to sue buyers of their cars if they make certain modifications that Ferrari doesn't agree with. This is usually an agreement in their terms that buyers miss although due to multiple cases of this happening it has now become more well known.
[image: ] 









The above image is an example of one of the Ferraris in real life that Ferrari sued. I researched an article that contained this case [7].  it talks about the Ferrari pictured above the Deadmau5 Purrari. It talks about how this was a legal dispute between Joel Zimmerman and Ferrari, he had a customised wrap fitted to his Ferrari that featured Nyan cat and this sparked a lot of controversy. This case became a very well-known case with fans all over the world giving their input. Some saying they think it's completely acceptable as this is disrespectful to Ferraris image and their long reputation that they have worked hard to get. Some saying that Ferrari shouldn't get involved as this owner purchased the car so they should be able to make whatever modifications they'd want to the car and be able to make it their own. A lot of fans were saying with the price mark of Ferraris and how much the owner would have paid for this car its only right they get to have whatever modifications they would like and be able to treat it as their own car. Ferarri takes their personal image very seriously. Heading back to video games this is why you don't always find Ferrari in games. A lot of comes have a strong street racing base which usually includes modifications whether that's small cosmetic changed or big engine and suspension changes sometimes even going as far as drive train changes. For example, in forza which is a game where you can usually heavily modify cars you can only modify Ferraris with strict limitations. The Ferrari's in the game can only be modified with Ferrari factory colours no aftermarket colours or livery's are allowed on these cars. Cosmetic aero parts such as body kits and spoilers are completely not supported. No front splitters etc. Decals are allowed in the game but not decals that compete with Ferrari or certain car brands due to their copy right rules.  engine swaps mechanic modifications and suspension modifications are all supported completely and you can have as much fun as you want with this aspect of the car. There was also a couple need for speed games where Ferraris were not present, but this was probably less to do with the fact of modifications and more to do with the fact that Ferrari and EA couldn't come to an agreement or Ferrari wanting too much money featured in the game. 
[image: ]







Chapter 4: methodology 
4:1 how I plan to create the practical 
For my practical I am planning on using Pro create. I like to use this application as its an application I am extremely familiar with and have been using for a long time so its the most time efficient program for me to use. I am also hoping to possibly use some more traditional art mediums but this comes with project planning and seeing if I can fit it into my schedule. I am going to create it by using a range of different techniques such as blending colour theory and I also want to make the work a bit more stylised.  these are all themes I am going to try to implement into my final practical. My main objectives are to have 3 finalised pieces of artwork. I want there to be completed detailed pieces of concept art that are at the standard that they could be used for game. I may create more pieces but this just all remains on wether  my pieces fall nicely into time line or whether obstacles arise. Considering most of this project is 2D art based it doesnt seem like too many problems could make way other than possibly losing the work but i will prevent this by making sure I back my work up at all times in at least 3 different places. The colours I'm trying to use on these cars are not the standard colours either. Using standard factory paint colours from cars could mean I run into a problem further down the line such as not being able to get a hold of that colour digitally as I will be creating these pieces on my iPad. These are all points I have had to consider in past and have mature experience now of most of the things that could go wrong and what I will possibly do to fix these issues. When these pieces are all completed I want them to go together as a collection and seem like they work together and go hand in hand not just sit next to each other. I would really like these pieces to connect and go hand in hand and create an experience for the viewer that most people artist or not can though roughly enjoy.

4:2 Gantt Charts project planning 
Below pictured is my Gantt chart that i used to plan this project. I tried my best to use this wisely but did run into some small issues towards the end of my project the main one being not factoring in time i needed to use for other projects and day to day commitments. See below 
[image: ]And also pictured below this again is the table i also used to organise this project. These are both present in my final viva
[image: ]

4 : 3 planned objectives
My biggest objective is finishing the sketches and line art for the three finished pieces as once the line art is completed the shading should come as a breeze. I would then like to get the written work somewhat completed for that section and I'm hoping to get the practical side completed by the end of March. These are rough deadlines and if this aren't completed by these dates I will rearrange and make it fit around the new schedule. I'd like for them to be fully completed with colour and shading and detail. I'd also like to gather evidence and research before this time to so I can put everything I learnt from the research into my pieces and hopefully it will help them look more professional and help me achieve what I'm trying to achieve easier. So far, I have completed one practical piece which is a good start to my planning and that is shown below this section. I am going to try and figure out my workflow and see if I can find a plan that works best for me and helps me figure out what the best arrangement is to be able to get all these tasks completed on time. I am planning to set aside 30 hours per drawing to insure they're completed to the best standard and the best quality. 30 hours is more than enough time to produce a high quality high detailed piece of concept art. So, all together I will have 3 pieces of good quality concept art. I have also decided its going to be 3 different cars with different abnormalities almost like GTA style or at least an extremely similar concept. Once this is completed i can then go onto the evaluations and conclusions of the designs. I am going to try my best to stick to the Gantt chart and create 3 finalised pieces but if this isn't possible I would rather create 2 finalised pieces than 3 almost finalised pieces. So far things are going to plan but it is looking more likely that I am going to finish 2 finalised pieces. If this does happen this is okay as this is a learning curve about planning and I can keep these features in mind for next time. Using the evidence I have gathered about different colours different car sand different car games I am going to be able to use this knowledge to create the pieces I wanted and hopefully these pieces will have the effect I wanted them to have. I want them to be 2 finalised concept drawings of cars that have things slightly altered. The main pieces i am working on right now are slightly different in their own ways. The first pieces are an rx-7 which I have created more stylised to accompany the fact that this cannot be recognised as an rx-7 and the seconds has followed the same car brand, but two different cars mixed. This art pictures a mix between a Mazda 3 MPS and a Generation 3 Mazda MX-5. I think these paired together create a cool looking car.








Chapter 5: Analysis project development
5.1 the software i have used for this project
The software i have used for this project includes but isn't limited to:
Pros create. I explained a little about pro create in the last chapter, but this tool is just an easy tool to use for me. It has plenty of short cuts and features and makes working especially with art a considerate amount easier I always use this software for any art-based projects as it's what I'm used to and what I'm more comfortable using. For a project as big as this although sometimes its nice and interesting to use new software I think in the time limit that I have and how big of a project this is going to be it isn't looking likely that I am going to be able to learn new software and implement it efficiently in this time frame. Another software I have used in this project is photoshop. Adobe photoshop comes in handy for editing already finalised drawings. It's great for editing them and making them look more professional or even editing watermarks or signatures onto the final pieces. All these editing software's combined together i managed to create a finalised product. Below I will show examples of pro create. I like to use pro create for my concept art pieces as I feel it is easy to navigate everything is in familiar places. The icons are simple to follow and as I have used it for many different concept pieces now I already have all my brushes preset. There are different tools and techniques you can learn and different short cuts which makes things a little quicker and easier to handle. Because of this I am significantly quicker on pro create creating artwork than any other application, so this is why I choose this for my projects. 
Below is an image demonstrating this 
[image: ]













5:2 project progress
I created a risk assessment and factored in the risks that could possibly happen in this project. Factoring in the risks for a big project like this is extremely important especially so time can be used and managed efficiently. I considered every possible issue that I could run into and ways to prevent them. One of these issues being work not being saved. When working digitally chances of losing work is a lot higher as some times this can be out of your control. Things could happen such as systems not being updated. The system not saving your work for one reason or another. Theres a few different ways to tackle this but the main one is saving the work in 3 places. Saving it in 3 places such as a share drive a device a USB or a hard drive will ensure that it is still saved somewhere even if it fails to save in one place. It's very unlikely that all 3 of these places will fail. It doesn't completely get rid of the risk, but it does severely reduce the risk of you losing the work obviously there is still a small chance that all 3 of these places will work and you do have to start over. Another risk that I factored into the risk assessment is other assignments getting in the way of the completion of this one, this is a risk that did end up becoming a problem, but I managed to find a work around in the end. I didn't factor in that other deadlines will be due around the same time. This then ended up overlapping a lot with other essays and other hand ins and I was trying to balance all of their hand ins at once which meant the workload got a lot higher than it originally meant to be. I managed to figure this out in the end by figuring out what work I needed to prioritise and completing that first and writing out planners etc. 


Chapter 6: Evaluation 
A lot went well in the practicals. For example, the style i was trying to achieve i did end up managing to stick with this style. With the rx7 and the Mazda I did manage to achieve the stylised cartoon version i was going for. The colours also worked out well and this worked in my favour. I wanted bright eye catching colours as of course this was a tokyo city street theme. I think the colours fit in with the neon street racing theme that i was trying to go for, i liked that in the end i decided to use a black background as i think it really brought a focus to the cars and didnt take away from the main point of the concept art. I also like that the Mazda ended up being the perfect half and half mix of the two car is wanted I think this worked out surprisingly well. My focus for this concept art was GTA and I think I captured that theme quite well. It's unfortunate I couldn't complete the full 3 pieces, but I believe the two I did complete were to a hight standard. I got my point across about how car licencing works and how company's get around it. A lot of things have been learned from this experience, things such as time management for example. I now know how to manage my time efficiently and have found new techniques to make managing my time easier for me in future. I will apply the new time management techniques I used to my future work so that I will be able to manage things better. This way I will ensure that work is always completed on time and there isn't added stress at the end of any work. I have also learned new drawing techniques from this too and new ways to apply my skills. I have found new short cuts in pro create and how to draw quicker more accurate and more precise. I've also learned how to use clipping masks appropriately and use layers appropriately and efficiently to create an effortless seamless easy piece of concept art. I've also learned better techniques to share and export photos and ways to design PowerPoint presentations more efficient and more professional. These are all useful skills i can and will use in my future work and will be handy to remember when starting a professional role in a professional setting or carrying on with my degree.



















Chapter 7: summery/conclusion 
So, a little brief of what was covered. I wanted to figure out why car licensing in video games what hit and miss, why sometimes some of my favourite cars were left out of these games, I figured out that there was a variety of different reasons of why this could bed. Some issues may persist because of company's not wanting their cars associated with illegal street racing for example the case I covered with Toyota which still remains a mystery of whether what was in the tweet was true or not but I guess we will never get to the bottom of this. Also, the case we covered with Ferrari where they have strict licencing conditions where they don't allow their cars to be modified in game or real life and ended up Sueing one of there fans because of these policies that they have in place. That then sparked controversy about whether this was fair or not fair at all. Then we spoke about licensing in a general sense and how sometimes cars may not appear in games because of pricing to the fact that companies might just be asking way too much money to use their cars in games and there could also be cases of the companies having licencing deals and agreements in other places which causes them to not be able to appear in other brands games. I then led on to cover my concept art and how this relates to my research and that is the end of my report.
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