Legoguy presents: 

The VW Turbo New Beetle 1.8L 

For Midtown Madness 2 (12/25/02)
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The history and future of this project

The VW Turbo New Beetle project started sometime in the summer of 2001, over a year ago. Since then the project has gone from the default new beetle with a different set of colors to a highly detailed new model and a set of 11 true-to-life colors, with the interruption of an entire loss of the model and a restart of it in the December of 2001. While Angel Studios did an (arguably) fair job at the default Beetle in Midtown Madness, Now know as Midtown Madness 1, they left out some prime features and details of the true Beetle. I have the rare privilege of a New Beetle Turbo sitting in my garage, ready anytime for digital pictures or measuring and eyeballing. Using this excellent reference, I spent over a year trying to make the model for this car as close to the real thing as possible. While not all features of the new beetle have been completed in this Stage 1 release, Stage 2 will include all features overlooked or in progress (see To-Do list for Stage 2). Even at the current state, this car is unmistakably a New Beetle. 

Over 9,000 polygons make up the 3D model, and for this reason I have put the Midtown Madness 2 game engine to a reasonably great use. While slower computers may not run the best with this car, usually turning down options can help (see Requirements). Game controls have been tested on all types of devices and found to have great control on all of them (see FAQ). Sounds are slightly retuned sounds from the default Beetle, and Stage 2 will introduce new and official sounds from the Turbo. The dashboard is also the default, as Stage 2 will (hopefully) introduce a 3D Dash. Handling is great, as can be expected (see Specifications for more info).
Certain measures have been taken to ensure the un-hackability of this car, thanks go to Bonfire (see Credits).
Most likely after Stage 2 is released additional color packs will be introduced, including some racing paintjobs and a “Herbie the Love Bug” paintjob as the center of attention.
Stage 1 Features

Stage 1 does not mean any sort of “alpha” or “beta” stage of any kind. It means done but not to the intended maximum features. Please do not let this confuse you.

Now that that has been said, I’ll go on to the features.

Full 3D model:

Polygons: around 9600 for the body, 11,000 for body, wheels, and breakables (excluding lower levels of detail)
Full 3D wheels – 668 polygons each

5 breakables – Side Mirrors (2), Moonroof, Rear spoiler, and Antenna

Amazingly Accurate Reflections – Hours have been spent on the normals (reflections) of the car to make it have the most realistic look

11 colors:
Reflex Yellow

Vortex Blue

Vapor Blue

Cyber Green

Blue Lagoon

Marlin Blue

Red

Black

White

Silver

Grey

Detailed textures:

No bigger than 256x256 (for some older graphics cards)

Damage Textures (modified greatly from default)
Includes a custom Reflection Map – Comes with a custom map to enhance the reflections of the model and improve the looks of other cars as well

All lights:
Beam lights – Lights that appear on the ground as well as balls of light from the headlights

Tail lights – Specially textured to have the “cat-eye” look most noticeable at night

Headlights – Uses balls of light and night textures on the body for the right effect

Fog lights – While they do not use balls of light, they are textured with night textures for an illuminated look at night
Parking and Turn Signals – Also textured with night textures at night to recreate night lighting
All lights have damage textures – Hit a wall and zoom in close to that corner and your headlight appears broken

Tuning:

Accurately Fun – Establishes the right balance between fun and realism.
Specifications

Engine: 1.8L Turbo

Horsepower: 150 

Wheelbase: 98.9

Weight: About 2,850 lbs 

Top Speed: approx. 140 mph

Website: www.vw.com
Credits

The most amount of credit goes to Bonfire who put up with my few mistakes that delayed locking, which he completed flawlessly. 

Next comes the entice MM2C forum, The good old BTW Forum, and all the people from them that helped point out flaws and made suggestions.


Special thanks to the Beta Testers:



Dylan



BimmerMan32



DustbrotherJ7J

Also great thanks go to Xacto who let me use his Driver in my car.

Also to my good friend Cindy who put up with a lot of talk about things she didn’t understand (
Links
www.zmodeler.com
www.mm2c.com
forum.mm2c.com
www.pkzip.com
Legoguy’s Email: legoguy@idwt.net, legoguy@legographics.idwt.net
To-Do list for Stage 2
This list may be inaccurate


Mirror on inside of window


3D Headlights


More detailed interior texturing


Super-fine tuned tuning


New, Authentic sounds


Repositioned brake disks at the right height


New Dash

LEGAL TERMS & CONDITIONS OF USE
First of all, THIS CAR IS NOT TO APPEAR ON Central Gaming (CG) OR ANY OF IT’S RELATED SITES. CENTRAL GAMING’S FAILURE TO FOLLOW THESE RESTRICTIONS WILL RESULT IN THE CAR BEING REMOVED AND POSSIBLE LEGAL ACTION.

Legoguy makes no warranty of any kind. Use of this vehicle other than in Midtown Madness 2 without Legoguy’s permission is illegal as well as attempting to use the 3D model or textures. Legoguy is not responsible for any damage to computers or related media due to use of the car. Legoguy is not (yet) affiliated with Volkswagen. All content in this file must remain intact, in the zip file with car_turbobug.ar, when distributed. Any one person found distributing the AR file without this read me may have legal action taken against them. This car may not be distributed on any website without permission from Legoguy.






