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Abstrakt 

Denna uppsats syftar till att utforska hur begreppet recontextualisering kan användas i 

samband med design koncept av krigsfordon skapade för antingen spel eller film 

produktioner. Dessa krigsfordon placeras i olika miljöer och anpassas för tjänst i dessa miljöer 

med hjälp av grafiska koncept. Dessa grafiska koncept skapas med hjälp av begreppet 

rekontextualisering. 

Uppsatsen undersöker hur vida man kan gå tillväga för att skapa dessa grafiska koncept och 

vilken betydelse det har för skapandet av ett spel eller en film. 

Med denna uppsats undersöks även industriell design som Feng Zhu (2012) förklarar det i 

kombination med illustration och skillnaden däremellan samt hur bägge är relevanta för denna 

uppsatsen samt dess produktion eller liknande produktioner. 

Sammanfattningsvis skapas dessa konceptuella prototyper och därefter analyseras samt 

dokumenteras resultaten och slutsatserna i en diskussion. 

Nyckelord: Recontextualisering, prototyp, koncept, idustriell design, illustration, vehicle, 

design. 

Abstract 
This thesis intends to explore how the concept of recontextualisation can be used in 

conjunction with design based concepts of war vehicles created for either game or movie 

productions. These vehicles of war are placed in different environments and adapted for 

services in these environments via graphic concepts. These graphic concepts are in turn 

created using the concept of recontextualization. 

This essay examines how far one can go about creating these graphic concepts and what 

relevance it has on the creation of a game or a movie. 

With this essay the difference between industrial design as Feng Zhu (2012) addresses it and 

illustration is also examined, and how both are relevant to this thesis and its production or 

similar productions. 
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In summary, the conceptual prototypes were created and thereafter the results and conclusions 

were analyzed and documented in a discussion. 

Keywords: Recontexualizing, prototype, concept, industrial design, illustration, vehicle, 

design. 
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1. Introduction 

This thesis looks into the concept of recontextualization in regards to three vehicles in service 

during the Vietnam War, and their design changes as they are placed into three alternate 

contexts. 

The thesis is split up into two parts, a research part and a production part. 

The research part aims to gather as much knowledge and information regarding vehicle 

design, and the process of recontextualization as possible. This part also delves into the 

difference between industrial designers and illustrators for the game and movie industries. 

This is relevant because the concepts that are created during the production part of this thesis 

are created in an industrial design oriented fashion. 

The production part of this thesis aims to create several prototype concepts. Concepts that 

take their shapes, forms and functions from their respective contexts/environments. 

The production also entails three different contexts for each of the three different vehicles, to 

be visually adapted to, with conceptual prototypes through the process of recontextualization 

These new designs and new prototypes are all based on information gathered in the research 

phase, and all changes to the vehicles form and/or function derives thereof. Staying true to the 

concept of recontextualization neither of the concepts can be changed to much from its 

original reference. 

2. Problem description  

2.1 Background 

As the writer James, A. Russel (2007) addresses in his book Innovation, transformation and 

War, adaptation and innovation is common on the frontlines, changing a vehicle of war from 

one context to another through the use of recontextualization is something you can see in 
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many wars, past and present. If a vehicle faces a brand new set of obstacles it needs to adapt 

to those obstacles. 

In the subject of redesigning three vehicles of the Vietnam War for service in three new 

environments, recontextualization is important. According to Linell (1998), 

recontextualization basically means, the transfer and/or transformation of something from one 

context to another. 

Therefore it is vital that there remains a clear sense of recognition in each of the three vehicles 

after their conceptual recreation, and throughout their entire process of transformation. 

Otherwise instead of adapting three vehicles for other context one would simply be creating 

three new vehicles for three contexts. 

2.2 Question 

In order to better understand the concept of recontextualization and its relation to vehicles of 

war I have compiled a question to curb this broad challenge. 

In what way can a vehicle of war be recontextualized for games and or movies and keep its 

characteristics?  

2.3 Aim 

The aim of this thesis is to investigate whether or not the vehicles in service during the 

Vietnam War were given certain adaptations to cope with the harsh terrain and climate of the 

Vietnam jungle, and if different contexts demand different adaptations. Contexts such as a 

cold area, a warm, dry area and a moist, damp area. All this through concept art in which 

creation, explores the design of these vehicles in the interest of the game and or movie 

industry. 

 

2.4 Previous research 

2.4.1 Introduction 

This section of text is an introduction to the subject and helps the reader understand the rest 

of the thesis. 
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Design can be of crucial importance, especially when someone’s life hangs in the balance. For 

a vehicle to function and perform at its peak it not only needs to be the product of great 

engineering, it also needs to be adapted and designed for its intended environment. Mikhail 

Kalashnikovs AK-47 for instance, simplicity and reliability at its core just as he designed and 

intended it to be. 

This thesis will be based on the subject of vehicle design with a select few vehicles 

handpicked from the Vietnam War. These vehicles will then be redesign for service in 

radically different but equally demanding environments. The chosen vehicles are the 

following: The BA-64 Armored Car
1
, the M35 / G742 (Deuce and a Half)

2
 and the M50 

Ontos
3
. In the interest of industrial design and concept art for the game and or movie industry, 

the environments for which these three vehicles will be redesigning are the following: One 

extremely cold, one extremely warm and one slightly more tempered such as a swamp. 

One of the things this thesis will be trying to bring to light is that the three selected 

environments are all drastically different from each other, however they are all equally harsh 

and demanding, each in their own way. This in turn is why they were chosen, for such 

drudgery breeds adaptation, adaptation in the form of design and conceptual art. 

These three vehicles were chosen with a few things in mind. At first the choices were merely 

based on esthetics. All visual aspects are of obvious importance for any production in which 

you work as a concept artist, though not enough to justify ones choices. Apart from the first 

glance infatuations the choices were also based on the type of vehicle, one car like vehicle, 

the BA-64, one truck like vehicle, the M35 and finally one tank like vehicle though not a 

straight up tank something a bit more unique, the M50 Ontos. 

The choice of war vehicles were also restricted to ground based ones no airborne vehicles like 

choppers or aircraft of any kind. Seeing as airborne vehicles don’t face the same need for 

adaptation as the ground based ones do from war to war. Based on the work of art and design 

veterans in the field such as Feng Zhu (Zhu, F. 2011) this industry and subject field benefits 

                                                           
1
 The BA-64 was a reconnaissance and liaison vehicle mostly used during the Second World War. 

2
 The M35 truck was/is a logistics truck transporting goods and people mostly during the Second World War. 

3
 The M50 Ontos was a tank anti-tank vehicle used during the Vietnam War. 
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more from ground based vehicle knowledge. Just look at the games out there today and you’ll 

see that the ground based vehicles dominate the industry, at least over the airborne ones. 

2.4.2 Vehicle Design the Basics 

This section will be focused on design and vehicle design, setting the stage for the upcoming 

chapters/sections. 

What is design? What defines it? According to Archer, B. (1973) & Jones, J.C. (1970) the 

nature of design can be equally compared to the nature of technology both equally complex in 

their own way. Design is skill and knowledge concerned with people’s ability to shape their 

own environment to suit their own material and spiritual needs. Design can also be 

summarized as Charles River Media describes it in their book “Visual design fundamentals: A 

digital approach (3
rd

 edition)” (2009) with seven elements, shapes, lines, negative space, 

volume, value, color and texture. 

Design can also be described as: “A plan for arranging elements in such a way as to best 

accomplish a particular purpose”. Eames, C. (1969). 

Vehicle design takes all these elements and aspects into consideration, as they stand firmly 

rooted as the basis of design. However if you want to dig deeper into the specifics of vehicle 

design itself you can split the subject field into three main aspects: exterior design, interior 

design and color and trim design. Graphic design is also an aspect of vehicle design. 

The exterior design is determined by a set of drawings and helps to develop the overall 

proportions, surface and shape of the vehicle. Interior design is just what it sounds like, the 

design regarding the vehicles interior. Just like exterior design it is a lot about shapes and 

surfaces, however interior design is also about placement of things like seats panels, pillar 

trims, headliners et cetera. The interior design is also determined through a process of 

drawings and concepts, the interior design unlike the exterior emphasizes on ergonomics and 

comfort. The individual who works on color and trim is responsible for all the color regarding 

both the exterior and the interior. Also the research, design and materials used on a vehicle.  

The materials commonly used on commercial vehicles are: paints, plastics, fabric designs, 

leather, grains, carpet, woodtrim, headliner etc. 
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Lastly graphic design is determined by a team or an individual who specializes in items 

related to the vehicle such as: dials, switches, kick or tread stripes, liveries, decals, badges and 

so on. (Hillier 1996). 

2.4.3 Vehicles of War 

This section will focus on the history behind each of the three selected vehicles of war that 

this thesis is based on. 

According to Boldyrev, E. (2003) the BA-64 or “Bobik” is an armored car of Soviet design 

and came into service in the 1940s through the brilliance of a man named Vitaliy Grachev. 

The initial BA-64 was essentially based on the GAZ-64 jeep, and was used heavily during the 

Second World War. However even after the war, it could still be found in service all around 

the world. Some of the areas the vehicle was transferred to were North Korea, China, East 

Germany and Yugoslavia. 

It was also found in North Vietnam and can still to this day be found in active service in the 

Korean People’s Army Ground Force. The “Bobik” even had bullet proof glass (also known 

as triplex) for the driver seat as well as for the turret's embrasures. 

The M35 / G742 (Deuce and a Half) or just M35 logistics truck for short is often considered 

the workhorse of the US army and has seen decades of service doing what it does best, 

moving people and material from one location to another. This vehicle is not directly a 

vehicle of war in the sense that it lacks armament, though its value to the war effort was still 

quite considerable simply because of how much it was actually used.  

The M35 series found itself in active service for the US military well into the late 1990s. And 

some are even still in use today, however modernized and adapted to new contexts and tasks, 

a great example of the process of recontextualization. 

 

According to Potts, JR. (2011), after the Second World War the “deuce” trucks were still 

available in the thousands because of wartime productions. Therefore when the American 

forces began to station themselves within the Republic of Vietnam in 1965, the M35 was 

http://en.wikipedia.org/wiki/North_Korea
http://en.wikipedia.org/wiki/China
http://en.wikipedia.org/wiki/Yugoslavia
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available for service once more. It also went on to become the logistics truck of choice for the 

US Army, which is no small feat. 

The M50 Ontos or “the thing” as it was also known, was an American light armor tracked 

anti-tank vehicle of quite the unique and alien design. And the fact that it had six M40 106 

mm recoilless rifles attached as its main armament only made it seem more out of the 

ordinary for a tank anti-tank vehicle.  

Originally conceived for fast and effective tank destruction, it was frequently used as a fire 

support unit against infantry by US Marines in the Vietnam War. Its firepower and mobility 

gave it excellent reports by the soldiers who used it, and was proven in numerous battles and 

operations. The Ontos was removed from service in 1969. 

This vehicle is a testament to recontextualization, created for one service, one purpose and 

adapted, changed, redesigned for another. Essentially remaining the same vehicle throughout 

the entire process.  

2.4.4 Environmental Adaptations 

This chapter looks into the adaptations behind the three vehicles, how they were adapted for 

their intended tasks and environments. 

These three vehicles are all adapted and designed for their intended tasks and environments. 

For example an overall lighter frame for service in areas with soft moist ground but also for 

tasks like airborne drops. This is something that was heavily used in the Vietnam War.  

“A first was recorded for the Ontos when the platoon moved 25 miles south of 

Quang Ngai City to Duc Pho, the site of Operation De Soto. The machines were 

carried in slings underneath one of the Marine Corps” largest helicopters, the 

CH-53 “Sea Stallion.” Stephens, T.D. (2006). 

Many vehicles of war even base their construction and design on a preexisting commercial 

vehicle, to get the basics for free, for example the BA-64 being based on the GAZ-jeep, gave 

it some advantages in difficult terrain. This in turn leads to the following questions: How were 

these three vehicles (the BA-64, the M35 and the M50 Ontos) designed for optimal 

performance in their intended environments? And, how can they go through the process of 
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recontextualization in which they are redesigned for optimal performance in another 

context/environment? 

The BA-64 armored car was a vehicle with light armament, which was seen a major drawback 

to most, however with its inherited speed and maneuverability from the jeep it was a very 

successful reconnaissance and liaison vehicle. The vehicle also had four-wheel drive, the first 

armored car of the Soviet Union to have four-wheel drive to be precise. This gave it an extra 

advantage in difficult terrain such as that of the Vietnam jungle, it could climb thirty degree 

slopes and even get up eighteen degree slippery hill-sides. The BA-64 could even move on 

sand with ease. Its survivability was even further increased with its bullet-proof tires and 

glass.  

Even from the start it was well adapted for both moist slippery jungle terrain as well as a 

completely different terrain such as a dry sand filled desert-like area. 

An interesting fact is that the BA-64 was most successful in street fights, where its ability to 

fire on the upper floors of building was crucial. Even the design of its turret was so that it had 

an easier time shooting up then down. (Any and all observations such as these are however 

strictly for research purposes only and does not aim to make light of horrible events in history 

such as the Vietnam War.) 

According to Potts, JR. (2011), the M35 / G742 (Deuce and a Half) sat at 2.4 meters wide, 7 

meters long and 2.8 meters high, with the crew cab aft, cargo bed at the rear and the engine in 

the front. Its dimensions made it so that it could be relatively easily transported by medium to 

large aircraft or amphibious landing craft. This gave the vehicle great accessibility, however 

not on its own. The vehicle was equipped with a total of ten wheels two at the front and eight 

at the back, each rearward axels sporting four wheels a piece. The sheer amount of tires alone 

gave it good traction in difficult terrain and conditions.  

According to Stephens, T.D. (2006), the M50 Ontos was a fairly light weight vehicle and 

weighed in between 10 and 20 metric tons. With its relatively light weight, low ground 

pressure and good mobility the Ontos could go were other heavier vehicles couldn’t such as 

jungle areas were other tracked vehicles would get bogged down.  
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Anecdotal accounts given by Marines even describe the enemy evacuating occupied buildings 

when the Onto’s arrived on the scene. Giving “the thing” a high fear factor in the eyes of the 

opposition. Which in itself is sometimes enough to take a victory, or even change the course 

of a war. In any case isnt it better if the "enemy" surrenders through fear instead of dying 

needlessly in combat? 

2.4.5 From Concept to Design 

This chapter touches on the conceptual prototyping of the select vehicles and their contexts.  

Paraphrasing Zhu, F. (2012), the branch known as concept art is just a part of a larger pipeline 

in the industry, in this case either the movie industry or the game industry. The general 

subject field however is industrial design. Industrial designers along with illustrators are both 

vital parts of either a game making company or a movie making company. The difference 

between the two is defined by their work and what they do, the illustrators actual art is the end 

product, whilst for the industrial designers working with a game or a movie the art is merely 

there to aid the guy working further down the pipeline for instance 3d modelers or set 

designers.  

Whatever the difference is according to Poelman, W. & Keyson, D. (2008). In either field, 

practitioners think visually and tend to constantly visualize their thoughts, just as for 

architects and designers in their respective fields.  

Concerning vehicle adaptations Lüdeke, A. Andra världskrigets vapen (2010)( World war 

two's weapons), contains specific vehicle details such as how vehicles of war were created, 

what was stripped from them and what was added to them. Equal design adaptations can be 

given to any other similar vehicle. 

For instance, in his book there are vehicles that served in a desert-like environment, and 

therefore had their shapes and functions changed, yet the vehicles themselves essentially 

remained the same. They were given a lighter frame, for insulation was less of a concern, the 

seats were hollowed out more, almost like a bowl, just so that that the driver and/or potential 

passengers would not get thrown out of the vehicle if faced with difficult terrain. A high 

ground clearance and big tires also helped. These are all adaptations that vehicles such as the 
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BA-64 and M35 could take into effect if faced with the same kind of terrain, not to mention 

the more obvious color, texture and camouflage adaptations. 

Andra världskrigets vapen (2010) also addresses the problem of rivers and lakes, and how 

soldiers were tired of having to take detours around them, or even, not being able to cross 

them at all. Which in turn then led to the creation of amphibious vehicles. Vehicles that could 

traverse both land and water. According to chapter: VW Typ 166 “Schimmwagen” page 42 

these vehicles often had some kind of bathtub shape, four-wheel drive and a waterproof body, 

they also had to be fairly light and simple. Vehicles such as these were often classified as 

reconnaissance vehicles. 

Vehicles in icy and/or snowy conditions also demanded adaptations and design alterations. 

Such as stubbed tires or tracks, insulated frames for the crew. According to Jonathan, M. 

(2013). Areas of extreme cold such as rural Russia can also be areas that in summer times are 

flooded with water, quickly deteriorating roads and mudding up the overall terrain. So not 

only do you need to be prepared for the harsh cold but also the wet summers. Something that 

the Germans didn’t take into account during “Operation Barbarossa” and suffered grievously 

because of it.  For each of these three vehicles there’s also the obvious color scheme change 

to better camouflage them to their surroundings. Patterns also play a big part in camouflage, 

in forested areas for instance there would be a distinct leaf pattern or similar to leaf pattern, 

over the majority of the vehicle. 

The following written prototypes will serve as a guideline for the graphic prototypes that will 

be created later in the production element of the thesis. Mostly based on information gather 

from the book: “Andra världskrigets vapen” (2010) By: Lüdeke Alexander. And the vehicles 

within. 

Prototype 1. BA-64 Armored Car.  

Context/environment – Swamp, jungle, wet, moist, damp, dark. Much of the vehicle can 

change as long as it is recognizable as the BA-64 afterwards. It could be given tracks at its 

rear instead of wheels. Tracks in general would give it more pulling power, though as a 

reconnaissance vehicle it would fare worse. It could be given a amphibious form and shape 

giving it an advantage facing rivers and lakes, though a disadvantage in speed and strength. 
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The texture and color of the vehicle could be sampled from the environment, giving it a better 

camouflage (though this applies to all environments). 

Context/environment – Desert, sand, warm, dry, bright, barren. Tracks would not be ideal in 

this circumstance. Wheels and speed would be more desirable seeing as this kind of terrain 

offers more open areas and firmer more accessible ground. Except for sand dunes, then tracks 

would be a better design choice. High speeds on uneven terrain, means turbulence for the 

driver and passengers so bucket or bowl like seats would be preferable. For a reconnaissance 

vehicle on open ground a lighter frame would also be better, same goes if insulation isn’t an 

issue. The BA-64 would be stripped of some of its armor for speed as it would not need 

neither its armor nor armament seeing as it would not be an effective fighting vehicle in this 

environment anyways. Its overall color scheme and texture would also change according to 

the surrounding. 

Context/environment – Winter, snow, cold, frost, ice, wet, wind. For icy condition this 

vehicle could be given studded tires giving it a better grip, and for snowy conditions it could 

be given tracks. Tracks would also help with steep inclines. If faced with extreme cold such as 

the far northern parts of Russia this vehicle would require good insulation, for both the 

vehicle itself and for the crew. Anti freezing agents would also be required for many of the 

vehicles liquids. Being light on its feet and an overall light vehicle would not matter as much 

in conditions such as these. Keeping the general frame of the car, would as for any 

environment however change the color and texture according to the surroundings, for this area 

or an area like this it would be a gray-ich white camouflage. 

Prototype 2. M35/G742 (Deuce and a Half).  

Context/environment – Swamp, jungle, wet, moist, damp. The M35 could be given roughly 

the same adaptations for this environment as the BA-64 was given. Such as either fully 

tracked or just given tracks for the rear of the vehicle making it a half tracked vehicle, which 

would give it more pulling power, but less maneuverability and speed, this could however 

have been a disadvantage in swamps or if faced with rivers and/or lakes. In that case it could 

also be given an amphibious bathtub bottom helping it cope with that specific obstacle. 

However a vehicle of this size could have a much harder time adapting to such tasks, seeing 
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as it would weigh too much to be an effective amphibious vehicle, especially as a logistics 

vehicle having a heavy and perhaps important and sensitive payload. 

 

Context/environment – Desert, sand, warm, dry, bright, barren. To avoid getting bogged 

down in sand this vehicle could be given tracks for the rear keeping its front most wheels as 

they were, it would lose some speed however this is not a necessary trait seeing as the M35 is 

a logistics vehicle not a liaison or reconnaissance vehicle. The texture of the vehicle could be 

altered to reflect less sunlight and avoid detection by enemy forces. As well as the overall 

color. The overall weight of the truck could be decreased seeing as open areas would not 

require such a large and powerful engine as areas with steep inclines and wet terrain. All glass 

could also be tainted as to hold back sunlight, helping the driver see better and further. 

Context/environment – Winter, snow, cold, frost, ice, wet, wind. Seeing as this is partially a 

troop carrying vehicle it would focus on insulation in conditions such as these. And 

camouflage similar to the BA-64’s, to remain unseen to the opposition and keep potential 

passengers warm. Either studded tires or tracks would also be a desirable adaptation, giving it 

traction and reliability. The back part of the vehicle being the part housing the 

crew/passengers or the equipment, could be reinforced, sealed off and insulated further, 

seeing as it was originally completely open at the back. 

Prototype 3. M50 Ontos.  

Context/environment – Swamp, jungle, wet, moist, damp. The Ontos already being adapted 

and designed for jungle conditions has less to be changed for this specific environment. Being 

a fully tracked tank it already has good traction and pulling power. For swamp like conditions 

however it could also be given an amphibious design however even if it was fairly light 

weight, it would still be too heavy for effective service as an amphibious vehicle. 

Context/environment – Desert, sand, warm, dry, bright, barren. If faced with open areas this 

vehicle would require a stronger armament with longer range, simply because the line of sight 

would be that much greater/longer. The vehicle would also require increased cooling in areas 

such as these around and above the 40 degree Celsius mark. Originally designed for jungle 

areas its armament was created fairly short simply because it was more maneuverable in the 
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dense brush and thick jungle. However if it was given a new context and terrain such as a 

more open area it could also be given longer barrels for its armament, giving it a longer reach 

and more precise, stronger attack. It would also be given the texture and color adaptations, 

that are almost obligatory for each different environment. 

Context/environment – Winter, snow, cold, frost, ice, wet, wind. The Ontos was originally 

conceived as a relatively light vehicle, for aerial drops in jungle areas and good 

maneuverability up and down slippery inclines. In a colder environment however it could 

scrap that for a more powerful engine with more torque. Seeing as aerial drops are not so 

prevalent and slippery inclines are fewer. Longer and more powerful armament with a greater 

reach would also be preferable, however without changing its iconic six barrel design in any 

way. Color and texture to match the environment, for a good camouflage is a constant must. 

Each of these vehicles can be changed in many ways without losing their characteristics. That 

which makes them recognizable as that specific vehicle. In the end when it comes to 

maintaining the vehicles characteristics things like color and texture make little difference, as 

long as the vehicle keeps it general silhouette and shape, its form and function. 

 

3. Approach 

This chapter entails the methodology behind the creative-producing part of the thesis. 

 

3.1 Prototyping 

The design method known as prototyping could be described in a few different ways. 

According to the free dictionary as: “An original, full-scale, and usually working model of a 

new product or new version of an existing product”. Or: “An original type, form, or instance 

serving as a basis or standard for later stages”. 

In this case prototypes of the appointed vehicles were created in both written and conceptual 

form. First in written form in which essential details were put to paper such as key design 

changes that the vehicles would later change through and with. Then during the actual 

production these written prototypes were realized as industrial design graphic concepts for 

games or movies. 
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The creative-producing part of the thesis started with these three images.

   

Figure 01 Reference material for the BA-64 Armored Car and the environmental contexts. 

Figure 02 Reference material for the M35 Logistics Truck and the environmental contexts. 

Figure 03 Reference material for the M50 Ontos and the environmental contexts. 

With the written prototypes already in hand from the first part of the thesis detailing an array 

of possible conceptual and graphic designs, much of it based upon the book: “Andra 

världskrigets vapen” by: Lüdeke, A. (2010). The next step was to gather more reference 

material to serve as visual guidelines for the upcoming concepts. 

 

The three images above are just that, images of the vehicles in question from different angles 

in different positions and in different color schemes, combined with one image of each 

context/environment.  

The environmental images are probably the ones that help the most, seeing as they provide the 

color scheme and potential patterns for the vehicles camouflage and also their overall color. 

They also influence how the vehicles form and/or function is altered later in the concepts. 

These specific photos of fairly harsh and demanding landscapes were chosen to each represent 

their own environment which in its own way represents the vehicles there in. 

For instance the winter context represents the cold, a barren wasteland with deep snow and 

extremely demanding terrain. This in turn is what the vehicles that are in service in this area 
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would be adapted for. For example grooved or studded tires for better traction, a larger more 

powerful engine and armament, and a different coat of color and change of camouflage. 

The actual concepts/graphic prototypes were initially supposed to be created from various 

different angles and in different positions, however they all ended up in the straight from the 

side position/angle. This was due to the fact that only the idea of the new design for each 

vehicle needed to show in the end product, and the side view provided the best answer for 

that. Each of the vehicles key characteristics such as its silhouette, which is something that 

during this production was only carefully and slightly changed, if at all, were also more 

visibly prominent from the side view.  

Changing major things such as any of the vehicles silhouette would directly clash with the 

question of this thesis, and the core of the concept of recontextualisation itself. 

The first vehicle concepts were created with the help of blueprints from the actual vehicles of 

war themselves. 

 

Figure 04 Blueprints of each of the three vehicles in question. 
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Figure 05 Value concepts. 

These early concepts were merely meant to be the basis of the recontextualized prototypes, 

providing value and basic shapes, as well as the approximate proportions and size of the 

vehicles in relation to each other and/or people. 

Here are the first and earliest color versions of the vehicles, they were given color by simply 

sampling the color from photos of each respective vehicle and applying it in Photoshop. 

 

Figure 06 Value and color concepts. 
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By using these early prototypes as the base for the upcoming concepts also limits the 

difference between them all in the end, as it remains an important factor that they are all 

recognizable as an alteration of their respective originals. 

As an industrial designer in the art department of a game or movie studio being able to create 

concepts quickly is important, so using photo references color sampling from photos and even 

grabbing textures from photos is allowed and even urged. You can even create your concepts 

directly on photos as long as the photo is altered enough so that it no longer is the image it 

once was, avoiding plagiarism. The only reason this production didn’t work in such a fashion 

is personal preference only. 

The camouflage images that were used were images found on the web, simple patterns with 

simple colors. The images were applied over the early vehicle concepts in Photoshop, after 

the coloring process. They were applied with the layer option called overlay which makes the 

camouflage layer slightly transparent and therefore coats the vehicle quite well. 

 

Figure 07 Camouflage patterns for the vehicle concepts. Winter context, swamp context and 

the desert context. 

The first finished set of prototypes, were that of the BA-64 and the swamp context. These will 

be presented along with other finished prototypes in the result section. 

For some of the vehicles time allowed for three prototypes but for most of them only two 

were created for their respective contexts. 
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3.2 Methods and Techniques 

The methods and techniques that were key to the creation of the prototypes, and why I chose 

the hard and software that I did. 

3.2.1 Tools 
During this creative producing or simply put the production phase of the thesis, the 

program/software that was of the most use was Photoshop with the added hardware of a 

Wacom tablet.  

  

Figure 08 Adobe Photoshop. Figure 09 Wacom Tablet. 

Photoshop is an image editing tool in which a person can alter or create images either from 

scratch or with a reference photo. As a photographer one can edit and retouch ones images to 

enhance the end product. Or as an artist you can create brand new pieces of art from a blank 

canvas almost just like traditional painting and/or sketching.  

The main reason that I used this tool during the production is due to one factor, speed. 

Traditional art whether it be on canvas or paper is simply too time consuming to be an 

effective solution/option for an industrial designer working with games or movies. This is 

something else that Feng Zhu talks about in his videos, how he himself went from analog to 

digital simply because of the speed that it offers. 

At the early stages of the thesis there were plans of using more software such as Maya a three-

dimensional animation/modeling software and SketchUp a three-dimensional communication 

software for design and engineering professionals. However this never actually happened. The 

chapter 3.1 Prototyping explains why. 
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Figure 10 Sketchup. 

Figure 11 Maya 3D. 

The plan was to use either Maya or SketchUp to create a three-dimensional mockup mesh of 

each of the vehicles, to easily and quickly be able to create concepts from elaborate angles 

and positions that would have otherwise been difficult and time consuming to create. 

These three-dimensional mockups would have also provided value such as all the gray scales, 

blacks and whites. 

The wacom tablet that was used was an intuos 5 and without it these concepts would simply 

not be possible. A wacom tablet is basically a pen that works digitally on a tablet plugged into 

your computer, and with it you can paint as if it was traditional painting. 

3.2.2 Conceptual Method 

One of the most important things when working with a game or a movie as an industrial 

designer as opposed to an illustrator is speed. To have your own personal style and artistic 

originality is less important, your work could look almost exactly like your coworkers which 

it often does for industrial designers, as long as the design itself comes through. The basic 

shapes and forms.  

Illustrators on the other hand are the ones who gets paid for their personal style and often also 

for their name. The difference between industrial designers and illustrators is something that 

Feng Zhu touches on in a few of his videos. Zhu, F. (2012). 

This production and the work that has been done during it, has been towards an industrial 

designers standpoint. To create quick yet compelling concepts that efficiently conveys the 

idea and design of the intended product. 
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The product in this case is the idea of the new design for each vehicle, the product is still the 

same in the way that it is still the same vehicle from the original context, however its design 

has changed. Small things and large things, shapes, forms and functions as long as the new 

design reads well and the original product is still recognizable in the new design. 

3.2.3 Work Method 

This production was fairly iterative in some ways, creating a base concept for each vehicle 

without context and then placing them into a specific context whilst conceptual iterations or 

alterations were created. 

All the recontextualized vehicle concepts that the end product now represents, come from the 

same three original base concepts. 

Once the foundations were there, these concepts were iterated upon three times for each 

vehicle and for each of the three environments/contexts throughout the production. 

Working in this way aided in not altering the core structure of any of the vehicles, and thereby 

staying true to the concept of recontexualization and the question of the thesis itself. As all 

concepts originated from three fundamental ones, also continuously working with the 

concepts from the side helped maintain each of the vehicles silhouette. 

 

4. Results and Discussions 

This chapter aims to explain the results I managed to achieve throughout the time span of this 

thesis and its production with the problem description as my base and starting point. 

4.1 Results 

 

This subchapter will present the end results of the thesis and its production, and then also the 

pertinence between the results and the problem description. 

The following is the end result of each vehicle in its context. This section will start with 

shortly presenting the results and end products of the production and then go into how these 

results relate to the problem description. 
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The BA-64 Swamp Context 

 

Figure 12 the recontextualized end result of the BA-64 Armored Car for the swamp context. 

These three prototypes of the BA-64 in the Swamp context were the first ones to be 

completed and one of only 2 vehicles to actually get the initially intended 3 

iterations/alterations. The last and final vehicle the M50 Ontos in the desert context is the 

other one.  

All the other vehicles only received 2 prototype concepts made from the already camouflaged 

originals. The images here in the results section only shows 3 for each because the base 

concepts were included so that they would all have 3 and look better and more complete as a 

whole. 

These prototypes each stay true to the concept recontextualization in such a way that their 

silhouettes and key characteristics remain the same as that of their original. The one to the 

right more so then the others but they were all still given fairly small form and function 

alterations. The vehicle still remains a reconnaissance and liaisons vehicle just like its 

original. 
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The M35 Truck Swamp Context 

 

Figure 13 the recontextualized end result of the M35 for the swamp context. 

The M35 truck for the swamp context was given some fairly major changes just like the BA-

64 to cope with the appointed environment. However the silhouette of each concept is still 

basically the same. It’s important to compromise seeing as changes have to be made, the hard 

part is just keeping these changes small but not insignificant. 

M50 Ontos Swamp Context 

 

Figure 14 the recontextualized end result of the M50 Ontos for the swamp context. 

These are the final concepts for the swamp context and are of the M50 Ontos. These are quite 

close to the original in that not a lot of their shape was altered. The one furthest to the right 

however has a more altered shape and was perhaps even changed to much from its original. 

The vehicle in general is still an infantry support and anti tank vehicle, like its original. 
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BA-64 Winter Context 

 

Figure 15 the recontextualized end result of the BA-64 Armored Car for the winter context. 

These prototypes are only very slightly altered in shape and form from their original however 

in color, texture and value they are fairly significantly altered. Seeing as they are meant for 

the winter context their tires are the ones that have been the most altered. Speed is key for all 

the BA-64 alterations since it is a reconnaissance and liaison vehicle at its core. Therefore 

maintaining its aspects of speed, maneuverability and accessibility is important. For example 

adding a plow at the head of this vehicle would clash with not altering the core of the vehicle 

and directly impede its originally intended tasks and services. 

M35 Truck Winter Context 

 

Figure 16 the recontextualized end result of the M35 for the winter context. 
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The M35 truck is a logistics and transport truck, a workhorse at its core, and these prototypes 

highlight that. These prototypes have a fairly altered silhouette from that of its original, which 

is intentional and hard to avoid when making slightly larger changes to form and function. 

However all the changes that were made and that contributed to the end result were still made 

to highlight the original vehicles core services and characteristics. 

M50 Ontos Winter Context 

 

Figure 17 the recontextualized end result of the M50 Ontos for the winter context. 

Taken from the dense jungle in Vietnam these tanks needed to be fairly light weight and have 

a shorter set of armaments, these are all things that can be changed completely for the winter 

context. Larger more powerful engine, tracks with better traction and a weapon with a longer 

barrel and longer reach. With a more powerful engine this vehicle can also be used for 

clearing roads and paving the way for other lighter less powerful vehicles. 

BA-64 Desert Context

Figure 18 the recontextualized end result of the BA-64 Armored Car for the desert context. 
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These are the first prototypes for the final context the desert context and they are of the BA-

64. The prototype to the left is the only one of these 3 that was changed a bit too much, it’s 

still recognizable as the BA-64 but it’s no longer a vehicle meant for speed and 

maneuverability, due to the tracks.  

M35 Truck Desert Context 

 

Figure 19 the recontextualized end result of the M35 for the desert context. 

 

The truck in the middle is an un-modified version of the original, only given color and 

camouflage to match its intended environment, it only serves as a filler as it is for many of the 

other prototypes. The vehicle to the right is again a concept in which a few too many changes 

were made, changing its silhouette quite a bit. Just as it is for the others this is a compromise 

that one has to make seeing as some changes to shapes, forms and functions inadvertently 

does alter the silhouette. Changes such as these could be avoided though as long as they 

contribute to the core service and purpose of the original vehicle they are acceptable. 

 

 

 

 

M50 Ontos Desert Context 
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Figure 20 the recontextualized end result of the M50 Ontos for the desert context. 

With this final vehicle and/or these final prototypes I once again went back to creating three 

concepts as was originally the plan, seeing as these were going to be the final concepts they 

were also altered in quite a major way. Giving the Ontos a completely new type of tracks gave 

the vehicle a very different silhouette and to some extent changed the vehicles core 

characteristics a bit. However it still serves its original purpose as an anti tank and/or infantry 

support vehicle despite the up or downgrades that the new designs present. 

 

4.1.1 End Product 

 

Here are 2 images of the end result, apart from that which has already been shown. These 2 

images are meant to show the finished concepts alongside the early stages concepts for 

comparison. The second image however is merely an assortment of all the final concepts for 

possible presentation and publishing. 
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Figure 21 an assortment of vehicles from the early stages of the production to the later stages. 
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Figure 22 an assortment of vehicles from the end result. 
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4.2 Discussions 

 

4.2.1 Purpose  

The meaning of my findings, starting with the question (Part 2.2) of this thesis: In what way 

can a vehicle of war be recontextualized for games and or movies and keep its 

characteristics?  

The meaning of this thesis research and production based findings are that of an industrial 

designer (industrial design for games or movies as Feng Zhu (2012) explains it) and are also 

meant for artists in the same field and/or similar fields. Hopefully anyone and everyone can 

benefit from and of it however if someone is to relate to the findings it would be someone in a 

similar subject field. 

The importance of my findings is authenticity in vehicles of war, in either game or movie 

productions. As an industrial designer working with a game or a movie and designing a 

vehicle, it is important that the vehicle looks useable and functional. This does however not 

mean that it has to actually exist or even look like it exists, just that it could exist. 

The concept of recontextualization helps in that regard, as it keeps the new concepts or 

designs from becoming unrealistic by keeping some of the original, the recognizable. 

This discussion will be split up into three different subchapters to partially aid me in 

documenting everything I want to include in the discussion but also to help the reader when 

referring to a specific section of the discussion. 

4.2.1 Major findings 

 

The major findings that I managed to discern through my production and research were the 

following. The results of this thesis suggests that when it comes to the creation of vehicle 

concepts in either a game or movie production, a few things need to be considered. Whether it 

is for a new take on an old design or a completely new vehicle entirely. Basing your designs 

on preexisting ones with the process of recontextualization helps in making the vehicle look 

belivable. 
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A good way of doing this is not to alter the core shapes of whatever preexisting vehicle you 

choose to base your design on. Keep the vehicles characteristics and its silhouette. This will 

then reed well for either the gamers or the audience that interact with your designs, it will help 

them believe that this specific vehicle could exist.  

 

If one was to create a set of completely alien looking vehicles this process could still be used, 

and even though the end product might look far different from whatever vehicle you’d start 

with it would still reed better. As an industrial designer working with games and/or movies 

these things are important. An illustrator might be a person who only focuses on making a 

design look good whilst an industrial designer has to think about things such as believability, 

realism and if the design could even work. For vehicle design these things could be, is the 

shape aerodynamic? Is the hull of the vehicle airtight? How would the wheels turn and how 

would that in turn affect the rest of the vehicle. 

The vehicle itself could be completely alien looking, and not resemble anything of this earth 

as long as we understand how it functions to some degree and believe that it could be real. 

4.2.2 Importance 

 

Why is this important or interesting? For anyone working with game or movie graphics this 

thesis probably have the most relevance, however I hope that anyone and everyone will find a 

use for it, in whatever way they can. For instance the process of recontextualization is 

something that is used in a lot more than just vehicle design for games and or movies. It is 

also used for creature design whether humanoid or not, this is something that could be hard to 

notice at times, but take for instance legs, arms, limbs all in all, heads brains hearts lungs most 

creatures in games or movies are designed using the same base elements that shape the 

creatures of this world the creatures we are used to. If for instance you want to create an alien 

horror style creature then perhaps add a few arms or legs, or teeth. Or if you want to make 

something disgusting and putrid like a zombie then take the natural process of decomposition, 

disease, and rot and apply that, things that we humans are naturally afraid of, and for good 

reason. 
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Whatever kind of creature it is, it’s highly lightly that its design is based on some kind of 

creature that already exists on this planet, or a combination of a few perhaps. This in turn is a 

good thing because just as for vehicles, believability is key. 

 

What struck me the most about my findings? First and foremost is the possible potential of the 

work method and process of recontextualization, and how it can not only be used in one 

specific circumstance but many different ones. The specific circumstance that I am referring 

to is that of vehicles of war for games and or movies as concept art and design alterations. 

However the mindset and work method can be used for any designers out there either digital 

or analog. For instance a digital creature designer can use this process to sample colors, 

textures, proportions, shapes, interesting behavior etc, and base their creature concepts upon 

these. For inspiration looking to what already exists helps in many ways, as mentioned before 

basing ones design (whatever kind of design it is) on preexisting ones such as creatures, 

plants, vehicles, structures etc, helps in providing the new design with a sense of 

believability.  

However this process also aids in the actual creation of the concepts as having reference 

material of any kind speeds up the creation process, take this thesis and its production for 

instance. When the vehicle prototypes for this production were created they heavily sampled 

colors and textures from their preexisting originals, and whatever new designs that were 

created got their shapes, forms and functions from those original ones. Often much of it from 

whatever tasks the original vehicle performed and what kind of vehicle it was, whether it was 

a logistics, combat or reconnaissance vehicle. 

Another thing that I found interesting about these findings was how much use I can personally 

have of this or anyone like me. As an industrial designer in the game or movie industry 

creating quick yet compelling concepts is a major part of what I do and with this mindset or 

way of working I can speed up my work and instill believability in my own concepts whether 

it is for games, movies or something else. 
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It’s also quite interesting to think of all the possible uses of the production of this thesis, as the 

vehicles that have been prototyped can be used for either inspirational designs for a three-

dimensional movie or a game of any kind. A game or movie in which vehicles from the 

Vietnam War are needed though not in their original shape or form, recognizable as vehicles 

from that context but with a twist. 

Were the findings as expected? Initially the plan was to create several prototype designs 

from alternate angels, and it was expected to happen and to be a necessary part of the 

production. As alternate angles would provide a much more elaborate and interesting end 

product. However this never happened. The end result was obviously skewed due to this, 

which initially was not expected. 

The alternate angles granted would have given a more visually interesting end result however 

it was never implemented because of the need for speed that industrial design demands. And 

those alternate angles did not contribute any vital information to the vehicle designs either 

way.  

So what if vehicle prototypes from alternate angles had been created? It would have 

required the use of software such as either Maya or SketchUp to create three-dimensional 

mockups of the vehicles. This would have taken awhile to learn and to actually do, which is 

time that is not vital for answering the problem description of this thesis and its question. 

If such prototypes had been created the end product of this thesis would have certainly been 

more interesting and that which will be presented at the upcoming KEON
4
 event would have 

been a lot more visually compelling. 

This would also have served as good graphics material for the end presentation. No matter, it 

would still have been valuable time spend on less valuable work. 

                                                           
4 KEON is an event this school hosts at which we the students are to present our productions 

to anyone and everyone who wants to see them. 
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Creating concepts of elaborate and complicated machines such as these three vehicles from 

equally complicated angles would also be a lot harder, and require a lot of technical and 

artistic skill and experience. 

What if speed was not important in this production, what if the work that was done had been 

created as an illustrator instead of an industrial designer? The end result would have been 

more artistic and heavily detailed, it would have had its own artistic style, its own painterly 

feel to it. As illustrations the prototyped vehicles would have been created from several 

different angles and in elaborate positions, and the overall color scheme would have been 

more energetic and dramatic. There would have also been fewer actual prototypes. 

The concepts would have been put into their intended contexts as well, creating a whole 

painting instead of “industrial” art. For instance a recontextualized winter vehicle would have 

been painted into the environment of rural Russia or some snowy tundra somewhere. 

Creating these “paintings” instead of industrial design concepts would have claimed a lot of 

time, and as far as this thesis and its problem description is concerned would have been time 

wasted. 

Such things could be seen as limitations of sorts, as the problem description prohibits them, 

which is why quicker less detailed design concepts were created instead. Having these 

limitations effects the production in positive ways as well of course. For instance more 

prototypes were created which in turn allowed for more different designs to be explored, three 

prototypes for each context which as illustrations would perhaps become only one, per 

context. 

Creating a lot of faster ones also keeps the designer focused on the overall shapes and forms, 

the general silhouette and the designs core characteristics. 

Other limitations this production and this thesis as a whole faced were not straying too far 

away from which ever original vehicle that was used as a base. To keep each vehicles core 

characteristics and its silhouette in the end product to stay true to the concept of 

recontextualization.  
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There are always limits to the amount of reference and research material that is available and 

this case was no different. As only so many actual vehicles of war have been adapted to their 

surroundings in a major way like amphibious vehicles for instance. 

So drawing inspiration from preexisting vehicles is not always an option. 

 

How can future researchers improve on this study? Research into either Maya or 

SketchUp as a tool to help in creating fast three-dimensional mockup meshes to be used as 

reference material for the concepts could help. Partially in speeding up the process once 

you’ve actually learnt the software that is. But also for alternate angles and positions of 

whatever you’re working with. 

 

Researching other products that have gone through the same process of recontextualizaing 

could also help if that doesn’t exist, then products that have gone through a similar process of 

change. 

 

More extensive research into vehicle design itself could also be beneficial to a deeper 

understanding of the shape, form and function of moving vehicles. This in turn could help 

when altering the vehicles. 

 

How could a different question to this thesis look? The original question of this thesis is: In 

what way can a vehicle of war be recontextualized for games and or movies and keep its 

characteristics? A follow-up question to this could be: How much can a vehicle of war be 

altered without becoming a completely new vehicle? Or: How can the process of 

recontextualization be used in the creation of games and or movies? Or: How can one 

approach vehicle concepting for a game or movie production? Or: What is important to 

consider when creating vehicle concepts for games or movies? 

What is unclear in this study that could be addressed later? If this study was to continue 

one could do more research into how this concept and way of working can be effectively used 

in a game and or movie making company. But also if the concept of recontextualization 

perhaps already is in use in these kinds of productions, if so how is it used and to what extent? 
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If I adopted this way of creating concepts then how would I use it in my own productions? Or 

anyone in a similar field as me. 

 

The relation between the concept of recontextualization and digital media could also be 

strengthened. 

 

4.2.3 Conclusions 

 

Using World War 2 vehicle books as reference is very beneficiary, or any other similar war, 

because literature like that contain an abundance of vehicle images and detailed descriptions. 

An example could be “Andra världskrigets vapen” a book with great vehicle 

descriptions/annotations and images.  

I can also state that creating prototype concepts with pen and paper instead of the digital way 

could be an option however it would most lightly take longer and require more experience and 

actual physical material such as pens and papers. Things that you would not need to think 

about or be bothered by if you simply create your concepts digitally. I would also like to point 

out that altering the silhouette of any design is a risk if basing your work on the concept of 

recontextualization. Changing the silhouette may lead to the creation of a brand new product 

instead of a new version of your original product.  

 

In a game making company one could create basic design concepts of vehicles from the side 

view focusing only on the vehicles core shapes and its silhouette. If these concepts are then 

approved you move on to creating them in elaborate and artistic angles and positions. The 

design and idea is all you need to focus on in the early stages of the concept creation. 

 

Using hardware such as a Wacom tablet and software such as Photoshop is a necessity in a 

production such as this. I base that on the speed that this industry demands from concept 

artists and designers these days, and the clear advantage the digital way has over the analog 

when it comes to that. 
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Using preexisting vehicles of war as reference material for one’s own creations helps a lot in 

regards to believability, functionality and authenticity. It also helps the artist to create the 

concepts faster as starting from nothing can always be quite hard. Basing your design on 

something of this world intentionally or not is something you can see everywhere, take horror 

movies for instance wherein there might be an Alien creature which design is based on 

insects. 

From what I have read and heard I can only assume that the results would be worse if no 

reference material was used at all, seeing as vehicles of war in general have a certain look and 

feel to them. However without real life reference one would end up with designs that are out 

of the ordinary, out of this world, strange and weird, and perhaps sometimes that’s just what 

you want.  

5. Glossary 

Aesthetics – A branch of philosophy dealing with the nature of art, beauty and taste. 

Architects - An architect is a person trained to plan and design buildings, and oversee their 

construction. 

Automotive - The automotive industry is a term that covers a wide range of companies and 

organizations involved in the design, development, manufacture, marketing, and selling 

of motor vehicles. 

Armament - Armament is a device or equipment used in order to inflict damage or harm to 

enemies or other living beings, structures, or systems. 

Amphibious - Amphibious means able to use either land or water. In particular it may refer 

to. 

Aft - Aft, in naval terminology, is an adjective or adverb meaning, towards the stern (rear) of 

the ship, when the frame of reference is within the ship. 

Anecdotal - An anecdote is a short and amusing or interesting account, which may depict a 

real incident or person. 

Bobik – Nickname for the BA-64 

Ba-64 - BA = broneavtomobil. Also known as “bobik”. 

Bogged down – Get stuck, entangled, ensnared, encumbered.  

http://en.wikipedia.org/wiki/Motor_vehicle
http://en.wikipedia.org/wiki/Navy
http://en.wikipedia.org/wiki/Terminology
http://en.wikipedia.org/wiki/Adjective
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http://en.wikipedia.org/wiki/Frame_of_reference
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Context – Framework and /or circumstances. 

Concept art - Concept art is a form of illustration where the main goal is to convey a visual 

representation of a design. 

Ergonomics - The study of efficiency in working environments. 

Emphasizes - Stress, give priority to. 

Exterior – Outside 

Embrasures - In military architecture, an embrasure is the opening in a crenellation 

or battlement between the two raised solid portions or merlons, sometimes called 

a crenel or crenelle.  

Interior - Inside 

Industrial designer - The use of both applied art and applied science to improve the 

aesthetics, ergonomics, functionality, and/or usability of a product, and it may also be used to 

improve the product's marketability and even production. 

Industrial design art for games or movies – Art that is not the product, the art behind the 

game/movie. Zhu, F. (2012) (For the entertainment industry) 

Illustrator - A person who draws or creates pictures for magazines, books, advertising, etc. 

An artist for short. 

Liaison - Liaison in general means: Communication between two or more groups or co-

operation, working together. 

Landscape concept art – Art, regarding landscapes to further aid in a production. 

Logistics - Logistics is the management of the flow of resources between the point of origin 

and the point of destination. 

Metric tons - The tonne (SI symbol: t) is a metric system unit of mass equal to 

1,000 kilograms (2,204.6 pounds). 

M35 / G742 (Deuce and a Half) – “Deuce and a Half” = Nickname of the 2 ½ ton truck. 

M50 Ontos – Ontos = greek for “the thing”. 

Negative space - Negative space, in art, is the space around and between the subject(s) of an 

image. 

Pipeline – A set of instructions and/or stages in the creation of something. 

http://en.wikipedia.org/wiki/Illustration
http://en.wikipedia.org/wiki/Battlement
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http://en.wikipedia.org/wiki/Resources
http://en.wikipedia.org/wiki/SI
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Prototype - An early sample or model built to test a concept or process or to act as a thing to 

be replicated or learned from. 

Reconnaissance - Reconnaissance is the military term for exploring beyond the area occupied 

by friendly forces to gain vital information about enemy forces or features of the environment 

for later analysis and/or dissemination. 

Rearward axels - An axle is a central shaft for a rotating wheel or gear. 

Recontextualization - The dynamic transfer-and-transformation of something from one 

discourse/text-in-context ... to another. 

Tracked vehicle - Is a vehicle that runs on continuous tracks instead of wheels. 

Texture - Characteristics of a surface. 

Triplex – A toughened type of glass. 

Thesis - A document submitted in support of candidature for an academic degree or 

professional qualification presenting the author's research and findings. 

Vehicle concept art - Art, regarding vehicles to further aid in a production. 

Volume - Volume is the quantity of three-dimensional space enclosed by some closed 

boundary. 

Value - A color's value is its brightness. 

Workhorse - Slave, very hard worker 
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