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1. Introduction
This report is going to look into and break down the fundamentals used within certain practices of character design and analyse why and how these tropes and methods work in character design, looking into basic character shapes from professional practices with examples from both Disney and Pixar in 2D and 3D mediums, notable characters from anywhere between the 1930-2010’s then developed and effectively carry out basic designs for 3 character block outs of my own creation, finalising with a 3D turntable of a character’s silhouette, followed by my own findings and a reflective evaluation on my results
2. METHODOLOGY
To captivate design within a Character at its most basic form, creating a simplified character shape with little to no detail will be created to test what an individual can gather from a character without actually seeing detail or specifics, from a designers stand point this is an important aspect to have in any work from an artistic design sense.
During the research for this project, iconic characters from various Medias will be looked into, analysed and broken down to help understand why these characters are designed that way they are.
The effectiveness of these design choices will be tested by creating a basic character asset within a 3D format and render out a turn-tabled silhouette and using a reflective format of writing using Gibbs’ Reflective Cycle to answer questions on my own work to help define my results on how the character looks and feels.

This is the body when looking into the research for this project I will be taking a constructivist approach as the outcome of this research will be fairly based on the interpretation and understanding from an individual or collective due to this being a design based proposal following the feeling and look of a character for an individual’s opinion on an artistic piece.
Once the research is complete and the assets have been created using the information gathered and applied to my own ability, the following assets will be created with the research collected:
2.1. Strong-Man Archetype
2.1.1- What is the gender of the silhouette? 

Answer: Male
2.1.2- What is the personality of the silhouette?

Answer: Positive 
2.1.3- How old is the character in the silhouette? 

Answer: Middle-Aged (45-65)
2.1 Rotund Child Archetype 
2.1.1 What is the gender of the silhouette? 

Answer: Male
2.1.2 What is the personality of the silhouette?

Answer: Lazy 
2.1.3 How old is the character in the silhouette? 

Answer: Adolescent (10-19)
2.2 Hour-Glass Female Archetype
2.2.1 What is the gender of the silhouette? 

Answer: Female
2.2.2 What is the personality of the silhouette?

Answer: Goofy/Fun 
2.2.3 How old is the character in the silhouette? 

Answer: Young Adult (18-35)
To start the research off I propose the analysis and feedback on 3 basic character shapes, the 3 proposed shapes to look into are: Inverted Triangle, Circle/Barrel shaped and Hour-glass shaped, these shapes will be exaggerated within the shape of the initial character silhouette, characters of similar shapes will be researched as will character shapes of a more complex nature, If successful further iterations of more complex character shapes will be included in the experiment of the  report to reach a creative conclusion.  
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Figure 1: the chosen three base shapes to develop shown above.
The three images shown in Figure 1 are the three chosen shapes to develop over the course of this project, the use of these shapes specifically is due to the popular character types being a strong character, a rotund character and an hour-glass character, as they are fairly basic, it will test the design to see if it is possible to create characters with personalities through design, by removing most of the detail and letting the character’s shape and body language express the desired information.
3. Critical and contextual review

Before looking into the shape and choice of the character, it’s important to understand what type of character are you creating and what design choices can help amplify that character through design, according to an online article titled “basic principles for great character design” written by an illustrator and graphic designer with 4 years’ experience in her field, Ioana Șopov, the next few points are going to looking into the things to think about when designing a character, following Ioana’s three key points;
3.1. Function
How does your character function? What needs to be understood by the viewers about this character? The image below is a professional example of an early design sheet from Disney’s Aladdin, a popular animated movie from 1992. Each of the main characters have their own unique shape if broken down into simpler shapes with less detail, a common method for creating and recognising characters through design is looking at character silhouettes and having an audience recognise characters.
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Figure 2: Design sheet from Disney’s Aladdin (1992)
Looking at the shapes above in Figure 2 it is clear that each character has a unique shape, but what do these shapes represent from just shape alone? Most characters on the sheet are good characters but each with their own distinct shape. 
Aladdin having the most basic rounded shape from the chest to the legs compared to the rest, the roundedness of the design makes it more appealing to younger audiences, as character designs aimed more towards children are usually rounded and cute in nature.

Jasmine has a slim and defined waist and smaller feet as to portray feminine features, keeping with the softness in the lines same as mentioned with Aladdin as the movie was rated 6+.
The Sultan has a smaller shape that Aladdin and Jasmin with an egg shape, with no definable torso, The Sultan is an old fat man, the rounded shape on the top of the egg is for his hat, which is very important to the character in the movie.

Jafar being the villainous character in Aladdin is much taller than the previously mentioned characters, he has broader shoulders that Aladdin by nearly twice the width, and a very angular torso, and this stands out against the rest of the characters in the show, making it very easy to recognise Jafar when he’s on screen.

The last two character shapes shown are again very different shapes to everyone else, these characters are Genie and Carpet, non-human characters, when designing non-human characters, a designer has a lot of control with how they can look, as normal proportions and rules could not apply, depending on the character.

Genie is represented by a large bubble that tappers into a point at the bottom, illustrating that this character doesn’t have feet, though in the show he is occasionally seen with legs and feet, the main function of his character is to fly around on screen as he is a magical being.
The same can be said for Carpet, the magical flying carpet, and again, with not being a human, shape is easily manipulated and warped, a slightly altered rectangle is the shape chosen to display the character.
3.2. Style/Aesthetic
Ioana states that “What can make or break a character is the style or general aesthetic used in is creation”.

This is pretty important to know what you are creating and for those audiences when you are thinking about the style of your design and who is it aimed at?
Looking at Aladdin still as our point of analysis, the style of that characters even from the basic shapes are all quite soft and rounded off, being aimed at children over the ages of 6, the soft style of the characters is a sensible and common choice, it would be unusual and more than likely not as successful if Aladdin was created with an animations style similar to Tim Burton’s Coraline for example, as the characters wouldn’t benefit from that style.
Breaking down characters like this and establishing a character shape and refining it makes it easier to find and lock the style of your characters. 

Expanding on the style of Aladdin and how it works well with characters, it is easiest to look at the more exaggerated characters in the collection; 
The Sultan, his rounded nature is seen all throughout this character, from his body shape, round hat, rounded beard, even his facial features and curve in the hat feather.

Jafar, being the power hungry villain having a slenderer figure makes him stand out from the rest of the cast, as well as the broad shoulders, and the angular triangle that makes up his chest makes the size of his shoulders still recognisable from the shoulders of other character with large torsos like Genie and others.
Genie is the last point on style as he is one of the most exaggerated characters from the ones represented, though Genie is as rounded as The Sultan and as broad as Jafar, he is still completely different as to what his character shape shows, using rounded shapes used to symbolise Genie, having a large rounded chest as he has no legs and needs a focal point for that character to suite
3.3. Personality
Personality is big in character design and is a difficult thing to establish without having thought about what has been previously discussed in this paper, designers have the choice to do as they please with the personality of their characters but knowing how a character is going to act and behave can influence the design, for example;
Genies size is much larger than that of the other characters, though he can fly and is shown floating a little above the rest of the characters his body shape takes up a lot more room on paper, as he is a powerful genie his size is much bigger to show that he has that power, yet an incredibly rounded shape as to show a more passive design to help demonstrate his friendliness.

​On the other size of the rounded characters like Genie and The Sultan, Jafar isn’t a rounded character like the others he is tall, slender and a lot more pointed, this helps to push for his more mysterious nature and makes him seem off. 
One character on the sheet that hasn’t been mentioned much is Carpet, Carpet is an odd character in that he doesn’t have a voice or a face, but is shown entirely though animation and gestures, however, as Carpet cannot talk or emote in the usual ways, the shape of his character’s help demonstrate this, his straight-lined rectangular shape show more of a serious personality than other designs. 

From what has been discussed up to this point, it should prove to show that when thinking about creating a character, getting a deeper understanding of the character itself and developing the idea through simpler shapes could help define a character, and help establish a world and relationships with character, moving forward in the research, will cover a variety of other characters and some explanation as to why those characters have been designed this way. 

4. Project-specific research
To help get an understanding on the fundamentals of character design, and look into what makes a “good” character design, what areas does a designer have to look into to push the designs of their characters, and why certain character tropes work and make very good character, as well as look into some existing characters as examples and analyse their characteristics including as to why those characters were designed in the way that they are.
This research will help with the identification of basic character shapes to help exaggerate certain aspects of characters and how they communicate those traits to the viewers. Some examples can be found online that have character break downs into the general shapes as used within a professional production. (See Figure 2.) 
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Figure 3: Ricky Nierva’s Character Break downs from Pixar’s Up (2009) 
Figure 1 shows the basic shapes that I wish to look into, there are many examples of this online that will be included in the portfolio accompanied with this document, Figure 3 is a reference sheet created by Ricky Nierva, the product designer for Pixar’s Up, A popular movie that won many awards for best and favourite animated movie in 2010, this movies characters are very well characterised in that all the characters even from a basic design stand point can tell a lot about the characters themselves, it’s interesting to note that the shapes shown in Figure 3 are not all the same as the characters in the movie, most notably is Lewis’ character, who above is represented by the inverted teardrop shape, the character above represented as Lewis is actually the character Russel who takes on much more of a rounded shape with smaller feet than as is illustrated in Figure 3.
4.1. Design of Existing Characters
After the gathered information is analysed and understood, questions like, why is a character designed this way? how does it work with and benefit the character? And does it make the character easily recognisable? If a designer can strongly answer these questions when thinking about a new character, it should help for a stronger design for the character as a whole. 
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Figure 4: Collected Character Silhouettes with basic shape mark-outs.

After looking into some memorable character’s in a silhouette format it was easy to break down the characters’ shape, though all the characters are black silhouettes each character is still recognisable, each of these characters is unique in shape but all follow a similar beak down with stylistic differences.

Looking into the 3 chosen archetypes specifically being the rounded character, strong character and hour-glass character using the collected images above to try and establish a better understanding of the design choices for those characters.

4.1.1. – Strong-Man Archetype
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Figure 5: Basic shapes used to demonstrate a strong character.
Looking at the chosen strong-man archetype it is very apparent of the barrel-chested characters resulting in a triangular torso, they each also have very defined shoulder areas with waists much smaller than the chest, this is to show that a character would be more muscular than fat, design choices like this are chosen to make a character look and feel more powerful, wither good, bad or neutral, the character itself can help define this later, however, looking at the rest of the character shapes it is fairly easy to deduce a characters alignment with the stance or pose the character is in.
4.1.2. – Rounded Archetype
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Figure 6: Basic shapes used to demonstrate a young/cute character
Using a child in a character demonstration using these methods all follow a similar format using rounded shapes and curved lines, these principles can be applied to “cute” characters also especially when working with non-human characters. As well as being rounded these characters are usually short in comparison to others, this is due to being small or young. 
4.1.3. – Hourglass Archetype
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Figure 7: Break downs of hourglass shaped characters.
Characters following the Hour-Glass archetype are usually female as the hour-glass shape benefits that of a woman’s anatomy than it would a male, used to show of a curvy shape these characters are used in female characters that are purposefully sexualised as it is an easy shape to manipulate characters into a more attractive aesthetic, the silhouettes of the characters Jessica Rabbit (left) and Betty Boop (right) shown above are characters were targeted by media for these reasons, and had some legal issues. 
Using that hour-glass shape to help represent female characters is a standard as long as it doesn’t go against the chosen aesthetic, this shape allows for a character to have a lot of personality, usually to more charismatic characters or characters with an attitude, these types of characters tend to be more memorable to viewers when accompanied with the right personality.
5. Definition of proposed outcomes
While not every character will or can follow this method of character shape to push a design, this practice can be applied in the same effective ways to specific areas of characters like facial and head shapes as well as appendages, depending on what is needed by a designer. 
This study could help readers to understand more about a difficult area with character design, being how to give a character a more characterised aesthetic and personality in which a lot of people over look as an audience.

The research that will be undertaken will help my own understanding with the creation and design of more relatable characters with a noticeably better look to them, having easily understood characters and continue to take that information into consideration with future projects and develop more as a character artist.
As for the final feedback from the testing with basic silhouettes, I think that it will go fairly effectively for the bulk of the information as I am confident in my own ability as a character artist to effectively represent this information on a 3D platform and get the desired result from what I already know about the subject. 
6. Results

After the research was conducted and the images were analysed, with sketch outs on top of silhouettes it made it easier to break down character shape and establish more of an understanding about what manor these methods are used in.
6.1. Strong-Man final sculpt
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Figure 8: Basic 3D block out following the strong-man archetype 
As seen in Figure 8, the strong-man archetype has been applied to 3D character proxy mesh, using the same key points noted earlier in this document and applying the information gathered, this was the final outcome.
Using Pixologic’s ZBrush to create a 3D character to get a quick and easy to look at character, with the use of the ZSphere tool, each one of these character assets took roughly 20-40 minutes per model, then short turn table videos were exported for each character (See portfolio for videos)

When creating this character archetype, I felt that it would be successful in using these basic guidelines as it is a very popular method when creating characters of a similar stature, using a large broad shouldered torso with a small waist and even smaller legs to create the triangular shape used to represent barrel-chested and strong characters, thinking about how this character would develop further and having the images of other similar character types and build would greatly help were this project to go further. Having the understanding of the character shapes when working on this made this a much better experience as the fundamentals on the topic are not overly complex, depending on the style you choose or just how true to the shape the characters stay, it makes sense from a viewer’s stand point when looking at a character that follows this aesthetic as we have seen in many characters to date, though all being vastly different. 

6.2. Rounded child final sculpt
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Figure 9: Basic 3D block out of the rounded archetype
The rounded character shape was a fun to work on, personally I feel that rounded characters are much more pleasing to look at and to work on, I enjoyed creating this archetype within a 3D format, I think that the roundedness of this character works well to fit the proposed outcome following the research, it was a good experience creating this asset and building it out within 3D, I think this sculpt was fairly successful as it follows the rounded-shape very well. Using the Zsphere tool when creating this archetype made it much easier to give this character more emphasis on the roundedness of this character as well as the posing help demonstrate his personality

6.3. Hour-Glass Archetype
[image: image10.png]



Figure 10: Basic 3D block out of the hour-glass archetype
The hour-glass archetype character proved to be one of the harder characters to work on, though it is just a block out character shape, it was a little more difficult due to the lack of experience when working on a female character, however, I feel that the knowledge of design and anatomy helped this character in the block out created, I think that creating this character was a good experience as it allowed the use of information on an area of characters that has less experience in. When trying to capture this character’s personality in a 3D format when having very little detailing in was difficult, the chosen pose it that of an energetic/bouncy character that is very animated, as is to why the chosen pose is particularly exaggerated.
7. Evaluation and Conclusions
Breaking down characters in this way or a similar way to help gain understanding as to reasons why a character may be developed a certain way allow for designers to use shape association depending on that character’s attributes, personality or aesthetic, the use of basic shapes can also be used to help get an idea of a design and allow for a faster development after gaining feedback from a development team or audiences.
If this project was longer it would have contained more character archetypes that follow to a specific shape or build up, more complex shape characters that haven’t been covered much within this document, and the work created for the results would have been easier with character concepts and would have had more time on the 3D sculpts to include characters that are further than a block out stage.
If this report was to be done again, it would be a point to look into more complex characters following the use of basic shapes within this document and move on to something a little more advanced in character shape and look into just how much a character can be broken down to its most basic elements then build up our own character from there. 
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9. Appendix
Images 1-6 below were looked at during the research section of this but not used within the actual report, these images are character development sheets and used to help my processes along in a professional manor.

Images 7-10 are images created by myself to help the breakdown processes along and looked into for the chose archetypes. 
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