Disertation Proposal 



Daniel Phillips
P150425
BA Illustration

[bookmark: _GoBack]Word count: 1821

L5- Research Practices

 Lecturers: Sarah Tombs, Louise Burston 

























how design can influence the development of the story and changes in story influence Design


When a film, comic book, video game or any form if visual media is being developed a key phase of pre-production is Concept Art. Everything from character designs, costumes and props are designed often by multiple artists for a designer to show a visualization of ideas. (1) Concept art is an often-overlooked art in visual industries. (though somewhat less so in Video Games) It was only while doing this dissertation proposal that I even discovered there are awards for concept artists. (2) Everyone who watches Star Wars appreciates the designs of x-wings and Tie fighter, but few could name the artist who came up with those designs.

In this proposal, I will be looking at concept artists whose art affected the design of Star Wars, Fallout and Destiny. How throughout the course of their developments the art of the Concept artists involved helped define the final look of their respective universes? 

Star Wars made cinematic history when it came out in 1977 at a time when sci-fi was mostly brainy, socially conscious warnings of the future. (3) Science fiction wasn’t considered a box office hit “space and special effects were considered B movies” (4) yet Star Wars would break box office records and go on to become one of the most important cinematic franchise of recent years. Star Wars is full of iconic designs across all ten films, the related comics, TV, shows and its associated merchandise. (5) Many of which were created by the concept artist Ralph McQuarrie. McQuarrie designed many of the films characters: Darth Vader, Chewbacca, C-3P0 and R2-D2 where all created by him. (6) Darth Vader one of if not the greatest movie villain (7) design was changed by McQuarrie from George Lucas’s vision. Lucas wanted Vader to appear as a malevolent figure with a cape in a Samurai armour. McQuarrie suggested adding the breathing apparatus to the design (8) Lucas agreed and the breathing apparatus was combined with the design of a samurai helmet (9) While creating some of the most important and iconic characters in the story is by itself a pretty great feat, the fact that even his unused] concepts for the original films have been re-used for the recent films and TV shows, The design of the X-wing in the Force Awakens and Last Jedi is clearly based on his unused design for the spaceship in the original films. (10)
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Compare McQuarrie’s concept with the X-wing in New Hope and Force awakens and its clear which two have the most in common. Both McQuarrie’s concept and the new X-wing feature almost identical design elements with the wing which slots together giving the ship the appearance of having two engines and four when in the x shape, while the original always appears to have four engines.

The X-wing isn’t the only design that re-purposes his designs in the show Star Wars rebels McQuarrie’s designs are frequently drawn from for inspiration (11) the Planet of Lothal which features heavily in the show its design draws heavily from McQuarrie’s concept art of the planet Alderaan. One of the main characters Zeb Orrelios is clearly based on one of the original concepts for Chewbacca 

Chewbacca concept                                                       Zeb Orrelios in Rebels
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Chewbacca wasn’t the only design that’s been re-used later in the Star Wars franchise McQuarrie designed dozens of alien and creature designs which have later appeared in some form of Star Wars media. Even an early highly stylised design of Dart Vader was used in Rebels to depict Vader rather than his more well-known appearance 

Fallout is a Post-Apocalyptic game franchise set in an alternate reality with an atompunk, retro-futuristic style heavily influenced by the post-war 1950’s USA that has been destroyed by nuclear war. The Franchise was first developed by Black Isle studios until they closed in 2004 (12), following their closure Bethesda Softworks to over the rights to the Fallout franchise (13) as a result of being developed by two different companies the games have slightly different styles. Both feature the retro-futuristic setting there are differences the biggest being the gameplay the Black Isle developed fallouts feature isometric gameplay, (14) whereas Fallouts released by Bethesda feature first and third person perspectives (15) I don’t want to talk much about the Black Isle developed games as I couldn’t find much in relation to the development of the games concept art, aside from some pictures from the cancelled Van Buren game (16) which is a shame as talking about how the design over a series of games made by two different companies would be interesting to talk about, sadly I can only really talk about the development of concept on the Bethesda made games.

Fallout 3, New Vegas and 4 are all set in real world locations (Washington DC, Las Vegas and Boston) (17,18,19) and all feature buildings that exist in those locations well buildings that existed before the 1950’s where the universes diverge. This creates a truly unique setting as players are familiar with the settings as the iconic buildings of those locations can be visited but are also full of nuclear powered cars exaggerated 1950’s architecture, with a dash of nuclear annihilation and mutants. 

One of the most iconic designs in Fallout is its Power armour it’s been featured on nearly all the cover art for the games. When Bethesda began work on Fallout 3 in 2004 the first asset they made was the helmet of the power armour to be used as the primary image on the box cover. (20) before fallout 4 the power armour was designed as a “late game” armour but with Fallout 4 it was updated to act more as a vehicle than item of clothing us such it was made larger and more imposing. Bethesda’s first outing gave them a feel for the universe and the design elements that existed and could be developed which showed in their second outing fallout 4.  For fallout 4 they had to pretty much completely redesign the city of Boston, as many of the buildings in Boston’s modern day Skyline where constructed well after the 1950’s as such they are to contemporary in their designs (21) many designs where explored to give Boston a style that felt different yet still familiar.
	
Before he passed in 2012 concept artist Adam Adamowicz’s was the concept artist that worked on Fallout 3 and later contributed to Fallout 4 his unique blend of style and humour set the tone for the game that followed (22) Adomwicz designed pretty much everything from buildings, to weapons and monsters. Covering the walls of Bethesda’s “Art Pit “with his designs. The thing I love about Fallouts art is that it is much more advanced than ours the world features advanced household and military weapons laser weaponry and a device that can transform irradiated wasteland into healthy land but it is done through the eyes of someone from the 1950’s everything is huge and bulky computers are still very basic its actually fascinating.

Like how later Star Wars films re-used design assets from the 1970’s New Vegas which was made by Obsidian which was founded by developers who used to work for Black Isle (23) new Vegas re-uses several ideas from the cancelled project, the faction of post-apocalyptic tribesman based on the romans was re-used (24) as well as locations like the hoover dam and the advanced pulpy science facility (25) again unfortunately I couldn’t find much information on this project aside from what’s featured on the fallout wiki 

One of the big things that comes to mind when thinking about different approaches to visual design is Lord of the Rings and by extension the hobbit the perhaps the greatest and most influential work of fantasy in recent history. The most famous adaptation obviously being Peter Jacksons trilogy from the early 2000’s but it also been adapted in 1978 by animator Ralph Bankshi in 1978 with ‘The Lord of the Rings and in 1980 ‘The Return of the King was made by Rankin-Bass. The trilogy has also been adapted for Television, Stage as well as Video game adaptations.

When it comes to literature everyone has a different interpretation of how the characters and locations appear based on what the author writes as such these adaptations have very different look (this if course is also affected by budget and production) looking at the depictions of the fellowship in Peter Jacksons and Ralph Bakshis films and there are obvious difference (outside of the fact that one’s animated) in Bakshi’s adaptation the Hobbits look really out of place compared to the more realistic looks of the other characters, Boromir looks more like a classic depiction of a barbarian compare to his more knightly appearance in Jacksons films, the characters outfits are very fantasy bates huge belts, large boots, exposed thighs while the characters Jacksons films have a more realistic yet still fantasy look they were armour, no ones in a tunics the hobbits are wearing colourful suits
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The fact the characters and the world in two very different adaptations are so easily identifiable in both depiction, you can immediately identify each member of the fellowship (well the hobbits are a bit trickier) is a testament to J.R.R Tolkien’s descriptive writing

When writing my dissertation I will look more in depth into the concept art of Ralph McQuarrie into how his designs helped develop future films, and other media even when he wasn’t working on them as well as into his own influences (C-3P0 clearly being influenced by the design of the robot in Metropolis) and concept artists that drew inspiration from him, with fallout I will talk more about the changes in design from when the franchise changed hands and how the design has a evolved from the first game to each subsequent release as well as find more information about Bethesda’s “art pit “which has several concept artists and designers working together spit-balling ideas and working of each other’s work and how the change in designs has changed the mechanics of the gameplay, talking more about the change in mechanics of power armour, pip boy etc. hopefully I will be able to contact someone in the industry to observe this first hand With Lord of the Rings and its adaptations I will talk more about the similarities with each adaptation how each production was affected by budget which limited the production of earlier adaptations and technological advances which allowed concept artist and designers to better see the designs brought to the screen. I will also talk about how Peter Jackson brought fantasy back and allowed future productions to become viable endeavours and how Tolkien’s work influenced the likes of George R.R. Martin the creator of Game of Thrones and Harry Potter writer J.K. Rowling even talk a bit about the Dungeons & Dragons game which draws heavily from Tolkien’s writing
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