
News le t te r  #7
14.03 .2014

I N THIS SEVENTH WEEK, WE STARTED DEVELOPING THE 
CONCEPT ART AND CHARACTER DESIGN. IN ADDITION, 
TEAM FUSEBOX STARTED TO MODEL SOME 3D ASSETS, IN 
ORDER TO BUILD A LOW FIDELITY PROTOTYPE FOR HALVES 
PRESENTATION.   

Concep t  Ar t
Team FuseBox stipulated the concept art of the project. We want to develop a 
low polygon environment mixed with high polygon characters. 
In “Catching Critters”, Max travels to a paralel world; team Fusebox thought it 
would be interesting to make a virtual world that differs a bit from the real 
world. As a result, we designed a virtual environment that has “different" plants 
and animals, but that are still recognizable as plants and animals of planet 
Earth.

P rogramming
Team fusebox started to program the core structure of the mini game and basic 
interaction with Leap motion.  In addition, the level  design is being developed 
so that the team has a clear picture of how the game should look at the end. At 
this point, the user is able to throw objects using the hands, using a slingshot 
mechanic. 
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Concept  Art

Charac te r  Des ign
This week, Team FuseBox drew some of the characters for the mini games, in 
order to model them in 3D;  we drew an electric sheep, a wolf (masquerading 
as a sheep) and the mascot of the museum - Max.
The team started to model some 3D assets, so that we can implement them in 
Unity and to build a low fidelity prototype of the first mini game.        

Nex t  Week
Next week, Team FuseBox is going to continue to model the 3D assets. 
Furthermore, we will also continue to perfecting the game´s prototype.
In preparation of halves, the team will storyboard the whole experience and 
consider the faculty feedback.
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