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MIND MAP:
To begin my creative process, I started with a mind map, following Tony Buzan’s (the inventor of mind maps) recommendations on the methodology. I chose to create a character design out of the four choices given to me by the studio lead. 
Originally, I planned to follow an ‘Alice in Wonderland’ theme but decided the fairytale trope was too overdone (e.g. ‘Lies of P’ [1]), and it would be too restrictive with the setting I would be placing a design for a character within. While it fit into the aesthetic of the Gothic genre I sought for, I still felt as though it may be too similar to pre-existing designs and concepts (for example, ‘Alice: Madness Returns’ [2]), and wanted to aim for an aesthetic influenced closer to ‘Bloodborne’[3], which follows a fashion sense grounded in real history and clothing (albeit the Victorian era).  
[image: A mind map with colorful writing

AI-generated content may be incorrect.]Eventually, I concluded that I wanted to create a character design that correlated with my interest in mythology. However, I still wanted to challenge myself into making a character that fits seamlessly into the aesthetic of the ‘souls-like’ Video Game genre, as the visual environment of that game is far outside of my comfort zone as an artist. 
[Figure 1: Mind map.]
While I believe that the mind map was helpful in allowing me to expand my original idea and cultivate a plan, I found it hard to mentally visualise what I wanted. I decided upon the ‘Grecian’ aspect of my mind map, as I believed it would have the most resources to research and I was interested in the challenge that this would give me.

MOODBOARDS:
[image: A collage of images of characters

AI-generated content may be incorrect.]Two moodboards were created to further develop my idea taken from the initial mind map, and to actualise a certain aesthetic to assist me in my process. 
[Figure 2: Moodboard of Souls-Like designs. No images pictures are created and/or owned by me.] 
[image: A collage of different clothing

AI-generated content may be incorrect.][4] [5] [6] [7] [8] [9] [10] [11] 
[Figure 3: Moodboard of Souls-Like designs. No images pictured are created and/or owned by me.]
[12] [13] [14] [15] [16] [17] [18]
The first moodboard focuses on the theming of a Souls-Like game, with dark colours and textured clothing. I wanted to utilise the sparse but heavy armour they use for visual balance, and the thin, lanky proportions of the characters to create a macabre look. 
For the second moodboard, I wanted to research and compile images of Grecian relation. Roman and Grecian clothing are often mixed within media, and I sought to study the difference between the two to avoid this. While muddling ancient cultures and clothing together may work effectively to get the point of ‘mythological’ across, I believed it’s too vague and would misinterpret the specific Pantheon I am designing for. 

[image: A collage of different dresses

AI-generated content may be incorrect.]Later within my work, I revisited the mood-boarding method to create a third iteration that I would go on to work with closely. 
[Figure 4: First half of moodboard of ‘Hera’ design. No images pictured are created and/or owned by me.]
[19] [20] [21] [22] [23]
 



[image: A screenshot of a computer screen

AI-generated content may be incorrect.][Figure 5: Second half of moodboard of ‘Hera’ design. No images pictured are created and/or owned by me.]
[24] [25] [26] [27] [28] [29]

With this moodboard, I wanted to make my idea for Hera’s eccentric demeanour and fashion evident whilst still adhering to her colour scheme and reoccurring theme of peacock feathers. I also had the idea to give her a ‘beast’ form, in which the hero (player) would fight. The flashy and colourful exterior, which would be outstandingly obvious in a grunge setting that Souls-Like follow, should work as to draw the player in as a trap, alike how some predatorial animals use colours or light to lure in prey. 




[image: A drawing of a skeleton and a sword

AI-generated content may be incorrect.]INITIAL DESIGNS:
[Figure 6: Charon and Spartan design.]
[image: A sketch of a person's head

AI-generated content may be incorrect.]In the beginning of my rough designing, I was still unsure as to which hero or god I was choosing for my final pass. I liked the idea of Charon, a psychopomp ferryman for the dead in Grecian history, being a challenger in which the player must defeat to pass. I decided, however, that the design of a simple skeleton was too restricting as I would have to rely mainly on his clothes to make him a unique character. 
[Figure 7: Athenian Warrior design.]
My second iteration was an Athenian warrior that resembled an Owl— Athena’s sacred animal. 
[image: A drawing of a person's head

AI-generated content may be incorrect.]My main feedback from these sketches was that it didn’t suit the emaciated designs Souls-Like genres utilise. Following my notes, I decided to draw a masculine version instead, to see if it would influence the character.
[Figure 8: Masculine Athenian Warrior design.]
[image: A cartoon of a person wearing a mask

AI-generated content may be incorrect.]From this design, I really liked the facial crest idea. I also liked the feathers on the face, and the flatter, straighter nose that resembles a bird’s beak.
[Figure 9: Athenian Follower drawing.]
To delve into the ‘Athenian’ theme more, I drew up a follower of Athena which appears as more of a cultist adjacent design. I decided against this as I felt it was too plain, but I kept the bird motif as I thought it could have potential. 
[image: A sketch of a person

AI-generated content may be incorrect.]
[Figure 10: Hera sketch.]
With the first sketch of Hera, I decided that an interesting factor to her design would be to utilise the ‘jealous’ personality she shows often within myths. This was influenced by my further research into Olympian gods, specifically Hera’s relationship with Heracles, Zeus’ son [30], in which she manipulates because of her own anger towards her cheating husband.
	An altering design of a ‘beast-like’ form was thought of here, with Hera’s ability to lure the player in. This is picked up again and further developed in my later designs. I also created the Hera moodboard after this piece, as I wanted to continue to refine this. 

[image: A drawing of a person

AI-generated content may be incorrect.][Figure 11: Shape and silhouette exploration.]

Furthering my plans for ‘Hera’ as my character design, I decided to approach it somewhat differently and create an older, more decrepit woman, as I felt it would better suit the gothic aspect of the world she is a part of and could be pushed to be ‘scarier’. 
	While I like the initial idea that Hera is perhaps in a situation where she is under Zeus’ rule and is unable to leave (leading her to becoming less ‘goddess’ in appearance), I believe the design does not represent Grecian culture effectively and comes across too witch-like and Slavic. In my opinion, the younger appearance creates a starker difference between the two different forms, and it is overall more alluring. 



[image: A drawing of a person with feathers

AI-generated content may be incorrect.][ Figure 12: Hera portrait.]
With a firmer idea of what I am designing, I drew Hera’s ‘human’ form. I utilised my previous ideas with the Athenian followers, giving her a facial crest and ear to cheekbone feathers. With my ‘Souls-Like’ moodboard, I also noticed that characters often have a lot of layers between clothing, so I wanted to convey that in this design with the large cape and armour underneath her toga. 
	As a goddess, I wanted to make Hera somewhat visually appealing, with fuller lips and sharp eyes. Although, I still wanted to keep the longer, oblong face and sharper, flat noses to further accentuate the avian aspect of her design. 







[image: A drawing of a person on a horse

AI-generated content may be incorrect.][Figure 13: Hera’s ‘beast’ form.]

With a face to Hera, I wanted to create her beast form. Upon further research into Hera and her symbolism, I discovered that her ‘sacred animal’ is a cow [31]. I wanted to make an amalgamation of different creatures to make a monster that is unsettling to look at, as most bosses within this game genre are usually grotesque—notably taking advantage of body horror to have this effect.

At this stage, details such as materials and colour palette are to be resolved and will be refined in the next stage of my character development. The final two designs are to be reiterated and improved. 
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