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Introduction

Turbo Tantrum is a game that is being developed by NeedForSleep Team. It is a racing game whose characteristic element is the presence of one of the players using a VR device to make the race more difficult and exciting to the other players. As a team, we thought that a racing game with something different is always frenetic and fun game to play, so after some ideas we came up with implementing VR technology to make the races more interesting. We were attracted to this idea because it seemed original since we could not find any title that had used this idea before. The final idea ended up being a racing game with cartoony style, set in the room of Todd, a kid of the eighties who likes cars and other toys. The game could be played by four players, of which three of them would drive different toy vehicles, on a track with school materials and other toys while competing with each other. However, it does not end there, since the fourth player would take the role of Todd and should try to annoy the other players using different power ups like a dart gun, glitter or a volcano of Mentos and cola among other things.
My role in this project for the first term was to design one of the three playable cars, design some other assets of the environment such as the fire station and the can of soda and finally make the concepts of these designs (except those of the truck , that were done by summer in order to have a more consistent and homogeneous artistic style), as well as the final concepts of the room in which the level will be played.



















Research Evaluation
In this project I have used both exploratory research and dynamic research. Research Explorative since I did research on car design for which I saw several perspectives tutorials applying two escape points drawings besides some documentaries about the car design industry, which helped me to learn about certain decisions that are taken at the time to give certain shapes and colours to cars. However, for this reason in the first sketches the cars had shapes and proportions too realistic for the style we were aiming for. As I mentioned, in the first sketches the cars still had slightly exaggerated shapes and proportions that were still quite realistic, that is why I made more research on modified cars, from which to get more references for a more cartoony style. Pass of using hoot wheels as a main reference to use cars of the 70 with extremely modified pieces and kid cartoons where the cars usually have always very exaggerated features.

Technical Research 
The only technical research used were the tutorials and documentaries on where they talked about the design of cars, perspectives and how sketches of cars are usually made when designing them. They also mentioned they shapes they have and how they affect the personality of the car and the colors, normally used to draw attention, convey a sensation or imitate some element of the animal nature or an animal. It should also be noted that these documentaries talked about how many insects inspired many car designs nowadays, which applies to my design making it look like a dragon in a certain way.

Contextual Research
The inspirations for this project have been quite similar among the team. Visually, toys such as hot wheels, eighties cartoons such as G. I Joe, Thundercats or Wacky Races have been used. For the environment we have used different illustrations of rooms from the 80s, periodicals of decoration of the time and Toy Story that has had a special weight in the design of the room and the style. In addition, he has also done research on the Vaporwave, both visually and musically, since personally while performing the concepts and sketches he put me vaporwave style songs. These have been the main inspirations but during the project they have used many elements from the 80s, both music and movies and drawings. Some examples would be The New Kids on the Block, Ghost Busters, Cowboy Bebop, Toy Soldiers, Drive, Hotline Miami, Cars, etc. 




Game Research

For the final aesthetics and style of the project several games were used as reference. All the games used have the common factor of using a cartoony style or away from realism. Those games were mainly Borderlands, LEGO Games and The Legend of Zelda. The LEGO Games and the Zelda Games were used for the kid’s style they have, the LEGO games especially because they are toys so everything in it were toys references, while Borderlands was more a reference for the style that we would have on the details of the concepts, however they were not added since we thought that It did not fit with the final style we had in mind. On the other hand, the games that I personally play and of which I drank more artistically were three: ToyBox Turbo, Toy Soldiers and Splitsecond. On the one hand ToyBox Turbo is a similar approach to our project idea as it deals with toy cars competing in races which are carried out in different parts of the house, also has a very cartoony and childlike style. On the other hand, Splitsecond is very similar to the sensation of adrenaline that we want to achieve, since in that game many things happen on screen, the player has to be constantly attentive to their environment so that nothing falls on them or exploits something close to them that can take it off the track. Finally, Toy Soldiers is a third person shooter, which takes it a lot away from our racing game idea, but it has a point in common with our project and it's Toy Soldiers about toy soldiers fighting in a full environment of toys and sweets, which helps us a lot in the perspective that will be seen from the cars and gives us ideas about the assets that we can implement.


Research Conclusion
In overall, the research that has been done has been very useful in all aspects and thanks to it has been possible to achieve a consistent artistic style. In addition, the research in this project has been abundant, since every time a new idea arose or a change, research was done on that before going on to make some concept sketch. However, as a team I think we have concentrated too much on how the game will look and not so much on how it will feel, which is even more important. As a team we should have focused our art more on trying to convey how the game feels, the adrenaline that and action we want to achieve, but on the contrary all our art makes reference to how the game is going to see once finished. In order to transmit how the player is going to feel, we should have done more active research in videogames, which means, have played more videogames that had similarities with our project since all the team members played only between 2 and 3 different games with a similar approach. 




Technique Evaluation
Our method of production as a team was very similar among all the members, since we all follow a general plan and some members also chose to follow a more detailed personal plan to bring a better tracking of the tasks. Regarding the software, I personally did not choose to learn any new. I just stick with Photoshop since starting with a new software would have been counterproductive because it would have taken me a lot more time to finish simple tasks which I was already able to complete in a known software.

Identification and Suitability of Production Methods
As I mentioned above, the main tool used for this first term has been Photoshop, a tool I already knew and which I considered the best to get my tasks done. In general, all the tools and processes of planning after the project were known by all the members of the group. We all decided to stay with what we already knew how to do and how we already knew how to take advantage of all the possible time really participating in the project and learning to use new tools or ways of planning.


Development of Techniques and Skills
This term was focused on postproduction mainly and a few production tasks. All the artistic team agreed that this first semester would concentrate on designing and modelling the playable cars, designing the majority of the assets that appear in game and modelling a few assets with their respective textures in order to make a diorama. Personally, at the beginning of the project I focused mainly on doing research and learning some procedures on how to design cars. For this, as I mentioned before, I saw a variety of tutorials on perspective (which was my main problem when doing car sketches) and some documentaries. I would say that on one hand, I played-safe and didn’t take any risk trying to learn how to use any new software but on the other, I can say that during the project I learned new things and reinforced with new knowledge other things that I already knew about, such as the use of theory of colour.






Overall Quality of Work Produced

I am satisfied with the work I have acquired but I think that it would have always been possible to achieve more. Also, after having feedback from our lecturers I realized the mistakes made and there are certain things that I would like to have changed, such as concentrating too much on how the game would look and not so much on the experience. We also concentrate a lot on the post production stage when drawing is not our strong point, maybe we should have dispensed with so many concepts and go directly to the models and assets with sketches and more basic concepts.

Technique Conclusion
In general, I think that despite having some failures and despite that we could improve a lot, we have managed to finish the tasks on time and in the best way that we have believed. What is clear is that during this term I have learned a lot of things related to the design of cars and how the creative aspect of car design works, in which elements are drawn and how they choose colours. Also, thanks to this project I have dipped a bit more into the pop culture of the time which could be useful for future projects related to the same topic. Finally, for the next term the team will go through the production phase completely, which means that we will start modelling, texturing and implementing things to the engine. Personally, I will mainly take charge of the high poly models and then go on to help with the assets of the environment and make textures.

Development Evaluation
My role during this term was to design some concepts of the environment, the can of soda and the fire station, design one of the cars that will be playable, specifically the truck and finally design the room where the player will play the level. For this, the same process was always followed: first I carried out research on the element which I was supposed to design, then I made a mood boar with visual elements that I found while doing research, once I researched the element and got reference I started to make sketches about it and finally when I got a design with which I was satisfied, I proceeded to draw it in digital and applying colours and detail.
However, some drawbacks occurred during the design process. To begin with, it took us a bit more than planned to get a final style for the game since each member of the team did the sketches in their own style, I personally found it a little difficult to apply the characteristics that we had decided as a team that all designs they were going to have, but after having some meetings with the rest of the team and feedback from the lecturer, I got closer to the style we had in mind. Due to this delay to get a final style I was a bit rushed to design another of the cars that had been assigned to me (I had an extra design to do since one of the components of the teams does not feel comfortable using software drawing software or drawing at all) but to solve this the whole team decided that a vehicle of the design phase would be eliminated since it was not extraordinarily necessary since the number of maximum players in a race was only 3.

Creativity
For this section I will say that I did not have any previous knowledge related to car design, I have never drawn them for fun, so this design process was an act of pushing myself to learn something new. Another example is the fact of having chosen the design of the room since I am not familiar with the design of environments and I found it to be quite complicated in some aspects, which made me take more time than I would have liked.

Relevance of the brief
I think that this project is positively close to what was required in the brief. However, I think it has deviated a bit with respect to convey the general idea of ​​the game. On the other hand, a balance has been taken when making decisions, since they were always taken based on what was asked in the brief and what we thought would be better for the design of the game, in this way we expected to complete the tasks that were required while we designed the game we wanted to design.


Contribution within group
In general, the team communicated well and badly at the same time. I think there was very good communication in my group within the team, I mean in the artistic group of the project, since we always shared all our ideas, sketches, concepts, we had two weekly meetings and we had different ways of communicating. However, the communication between the two groups within the team was not as good as it could have been. It's true that we had meetings and we talked to each other in class, we shared ideas and work, but it lacked much more communication and can be reflected in the final presentation.






Time Management and Develop Conclusion
In my opinion, I believe that I manage the time I had in an appropriate way. Personally I do not believe that drawing is my strong point and I know I am very slow doing it, so I tried to adapt the best I could the tasks assigned to me in order to fulfill them on time and despite the fact that with the design of the room it took me more time than I was expecting I had time enough to get everything I had proposed done. Although this is not solely due to me, the whole team contributed in a general planning in which we prioritized certain tasks and certain designs that we considered were the necessary ones for the project in case we couldn’t get them all. At all times we tried to keep realistic goals, which is why at the beginning of the term rectified in certain priorities of the tasks and we got rid of an extra vehicle design and some unnecessary assets. Thanks to this we had time to make a diorama in 3D at the end of the project and some more designs.

Analysis 
I think that personally and in general the team has been attentive to the planning at all times. All ideas and work have been shared at all times so that if any changes needed to be made it was located fairly early in the project. Many of the mistakes encountered were related to the final style of the game but were solved in the meetings with the help of all the artists of the group which was very helpful.
Personally, I think that at this stage of the project (first term) I learned a lot about everything related to the use of Photoshop since I had to do research related to environment design in this software. In addition, the fact that one of my tasks was to design a vehicle has allowed me to practice new perspectives and also forced me to practice sketches on cars.
Finally, I think that the groups within the team have managed well when it comes to organizing tasks and distributing roles. However, as I mentioned above, there was a lack of communication between the two groups and that is quite serious since both groups are working on the same game. A good solution for this problem could be the fact of making a general team plan in which both groups are found instead of two separate ones so that the groups see a constant process of all the components of the team. Adding more general meetings is also a factor to be considered because in the meetings is where ideas and work made over the days are exchanged.In overall, the first stage of the project went as we planned, we managed to meet most of the goals we set and although there have been some mistakes, we have been able to spot them for a better future performance.




 
