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[bookmark: _tlb7l8vtg3o5]Introduction
Eight years ago, I started my journey as an artist with absolutely no knowledge but a mind full of creative potential and a passion for storytelling. Over the years I have been taught many different disciplines and allowed myself to weave my skills to adapt to a number of processes. Unfortunately, one project after another my love for narrative did not quite make its way to the final piece and always ended up getting lost somewhere in the conceptual stages of the process. That is why I went into this course with the determination to bring that passion back to life and finally have the story be front and centre at the end of a project. In this report, I will be going over the key events of the process that took place across the three major modules that exist within this course, while also discussing the exploration of ideas that I went down at each junction to provide insight on how I evolved through the stages as we go from project to project. 

[bookmark: _aamxddfzzr9w]Chapter 1 - The Thought Experiment
Rather than perceive this course as a complex medley of modules, it is easier to consider each module as a segment of the process an artist takes from the start of a project to the end. In my mind, when it comes to projects they can be easily broken down into three core steps, Play/Experimentation, Research, and Production. Therefore, in this chapter I will be exploring the thought experiment as an all encompassing stage of experimentation that would ignite my inspiration going into my praxis, as well as discussing all the trials and tribulations that came with this particular project.

[bookmark: _vsr84xra883z]Exploration of Ideas
Initially, I was not aware of the concept of thought experiments and what use they really had within the context of art and design. Stanford Encyclopedia of Philosophy (2023) dictates that thought experiments are basically just devices of the imagination, but that can only be considered the baseline of what an experiment can become. The only thing that can fuel a thought experiment is imagination itself and the limits of the experiment conducted are only bound by the limitations of the person’s imagination. No thought experiment will ever be the same as they serve only one key purpose, to form a catalyst to inspire a person's way of thinking in unspoken ways which can push the barriers of what can potentially be created.

As I discovered the premise of the thought experiment and was given the prompt to begin with, I started my usual process which typically consists of letting my mind sporadically splurge ideas onto a page. This stage starts by writing two lists, one consisting of concepts and the other consisting of themes, and combining a series of them together to create varied project ideas across a range of conceptual thinking. At this point I found a lot of the ideas that surrounded themes of altered perception had a lot of promise and wanted to dive deep into what avenues could be explored. When it comes to how we perceive the world, “There are things known and there are things unknown, and in between are the doors of perception.” (Huxley, 1954). From this understanding I wanted the focus to be on my own perception and how I saw things since my prompt of practising make-believe fell right into that form of structured thinking.

[image: ]
Fig. 1: Manic List

When it comes to my own perception, I have had a lot of experience figuring it out and seeing how it ticks. As an autistic person, it is essential for me to know all the ins and outs of my brain both at its best and at its worst. Since I wanted to use my own way of perceiving the world as the base for this thought experiment, I chose to look deeper into all aspects of my brains and how they can be interpreted through my artstyle. Additionally as this project as a whole was considered to be proficient in pushing me outside of my comfort zone, it was quintessential to study my inner mechanics throughout since if you really “want to know how things really work, study them when they’re coming apart.” (Gibson, 2010). 

[image: ]
Fig. 2: Map of Brain Exhibit

[bookmark: _mxxv1b4wglwu]Characters of the Mind
I decided that the best way to showcase the aspects of my mind was to present them in personified forms, giving them a perceivable form that people can see rather than keep them caged within my mind and only subjected to my own perception. This would allow me to use this project as my first step going from a primarily 3D making thought process to a 2D illustration process. This would also give me the opportunity to experiment with personified forms that are not necessarily bound to conventional proportions. I decided to look into the characters of my favourite illustrators such as Chris Riddell and Tony DiTerlizzi as their art styles have been the most influential to how I myself draw characters and creatures. Riddell (2023) himself once said that when it comes to the process of drawing to lose your inhibitions and just do it, which helped me substantially in regards to just having fun with my illustrations and not to overthink about the finer details like making sure everything has to be perfect.

[image: ]
Fig. 3: Mrs. Beat’em

At this stage of the project, I also took part in some drawing experimentation to help me practise elements of character design as well as how I can apply a narrative to a random creature. I tackled this aspect by participating in the drawing challenge Inktober which was created by Jake Parker in 2009 as a way to “improve his inking skills and develop positive drawing habits.” (Inktober, 2023). The challenge itself tasks participants to draw every day of the month of October with only a prompt as a point of inspiration. Typically people use this more as a fun way to get into the habit of daily drawings but for the past few years I have been using this challenge to develop my cognitive thinking and thought process of how characters can be perceived. I mainly do this by taking the daily prompts and applying them to a personified object or creature that best represents it, often combining multiple definitions of the prompt to create an absurdly comedic illustration. They can also contain a dark twist since a lot of my influence would stem from Halloween taking place all throughout October for myself. 

[image: ]
Fig. 4: Inktober 2023 Day 31 - Fire 

When it came to the characters themselves that I wanted to use for the project, I had to figure out which elements of my psyche I thought would be the best to showcase as well as which aspects would be the most interesting to give a physical form. To allow myself to consider which parts of myself to choose, I thought back to words once spoken by Joseph Conrad, a Polish-born English novelist most known for his work Heart of Darkness (1899). Conrad (2012) once said that the mind of man is capable of anything, which in my mind translated to the potential of looking at both the positive and negative aspects of my psyche. I channelled these words and looked at a wide variety of things that strengthen myself as a person, ranging from pet peeves and annoyances to deep seeded fears and absent minded projections. This influenced the illustrations themselves as rather than the characters being odd little creatures like my Inktober submissions, they turned into darker forms that held more depth and insight into how my brain works. 

[image: ]
Fig. 5: The Invisible Entertainer

[bookmark: _ljq7uqpqlpil]Downward Spiral - Dealing with Spite
It was at this point in the project where things began to start skyrocketing downwards. As an autistic artist, I find that it is incredibly difficult to perform in front of people due to the impulsivity of my thoughts as they beckon into my mind and tear it to shreds. With the final piece of this project being something that had to be live, it caused such severe shut-downs that when combined with other outside factors, like the collaborative dialogues module, I remember wanting to just plunge my thumbs into my eye sockets and split my skull in two. I knew that if I wanted to reach the other side of this project with my sanity intact, I needed to approach it from a different angle and use an additional emotion to fuel my creativity. As someone who can push themselves beyond limits, I chose to use spite as a driving force to complete what was necessary since I can confidently say that I have an “uncompromising ability to feel spite.” (Kirino, 2007).

[image: ]
Fig. 6: Eating a Voting Ballot

I decided that in order to achieve an end product that showcased both my work and my mental struggle, I wanted my final piece to be a piece of performative art that leaned more into the absurdist elements of comedy. At this stage of the project, I found myself inspired by the words of Albert Camus, who is an French writer and philosopher best known for their works concerning the absurdity of the human condition. Camus (1991) noted that existence itself was illusory and also eternal, meaning that whatever we chose to do does not necessarily hold any weight in the long run. Therefore I took it upon myself to look into the strangest of the strange when it came to performance art, inspired by the works of Jan Hakon Erichsen and Han Bing that allowed me to think outside the box and see the potential in what I could create.

[image: ]
Fig. 7: Spaghetti Mayhem
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Fig. 8: Walking the Cabbage in Tiananmen

As I found myself swimming upstream through the shut-downs and stress, I found solace in the curiosity of performance art and what I could unleash with my creativity fully fueled with both absurdism and spite. I came up with the idea of having the performance be based around the concept of ‘Presentation Gone Wrong’ where one of the characters of my mind has fully taken the wheel and caused a hiccup in events. When it came down to it, my final three choices were a disgusting feast of gluttony, a chaotic hoarding of greed and an explosive outburst of spite itself which would be the catalyst for causing the presentation to go awry. After some consideration, I went with gluttony due to the fact that the character portrayed in this concept would be the personification of my overstimulation which I found amusing to subject others to. The final piece itself was a video presentation of me planning to showcase all the characters of my mind, but I began to lose control and ended up chaotically devouring a meal in an entirely displeasing way as the presentation itself continued on its own. Quite frankly I was astounded at what was made and extremely proud of myself for getting through everything, although I will say the whole experience definitely put me off Subway for a while.

[image: ]
Fig. 9: The Thought Experiment: Practice Make-Believe Everywhere

[bookmark: _h56sv5vjxyng]Chapter 2 - Explorative Research Praxis
From observing all of the modules as segmented chunks of the artistic process, this particular module would embody the step of research that allows the artist to have focal points of inspiration to help them progress. Most of the time, this stage would tend to be the first step but in regards to my own process I find that it is a lot easier to allow myself time to experiment with materials and techniques and build them up with research once I have found what I want to do. In this chapter, I shall discuss the avenues of research I looked into when allowed the opportunity to explore pathways without restraint. 

[bookmark: _imdmwoi0rimi]Technique Experimentation
At the start of this module, I was thinking about all of the ways that my process has evolved over the years. More specifically, after developing my techniques in illustration I have found that it has also strengthened my skills with adapting narratives to my characters. With that in mind, I wanted to try various techniques to help exercise my thought process since “the imagination is a muscle. If it is not exercised, it atrophies.” (Gaiman, 2023). I began my experimentation by illustrating the steps of my character creation process, allowing myself to see a visualisation of how I form characters rather than just have all the steps in my mind. This helped me figure out what vital steps were necessary to their creation as well as what steps I can take out of the process to use as building blocks for experimentation. 

[image: ]
Fig. 10: Shaping the Blob

Once I had all of the steps of my process mapped out, I started to take inspiration from unique strangers that I would watch while walking through the city day by day. While living in a city can be quite crowded and overstimulating, it offers the opportunity to observe people and allow your mind to blow your perception of them out of the water. Now these strangers I happened to come across might have just been normal to the naked eye, but if you are able to focus on the finer details than “you can observe a lot by just watching.” (Manly, 2023). That is why the combination of honing in on the individual traits and adding an absurd narrative to expand on them can create a bizarre creation, perfect as an experimentation technique.

[image: ]
Fig. 11: The Squeaky Woman

As my background before this course was in Design Craft, I have had a lot of experience with experimenting with materiality and determining what materials I am able to work with given my limited dexterity. A material that I had not used before and I was eager to try was polymer clay as I had a good understanding of ceramics as well as the knowledge that the material itself is used to help create 3D models. The original plan was to create a test character using my techniques of model making but also combine the use of polymer clay to test out texture and the inner workings of how a model can function when burdened with a heavy material, as opposed to the wool and string I typically use. However, as an autistic artist I can quickly find myself shutting down if I am working with a material that can hold upsetting sensory qualities. I found that when working with polymer clay, the slimy texture and rigid workability was an unholy combination that brought upon a release of fury towards the product I was making. It is safe to say I will not be working with this material again.

[image: ]
Fig. 12: The Downfall of Polymer Clay

[bookmark: _8livygoj64cw]Narrative Research
Now that I have explored all of the physical ways I could experiment and expand upon my process of creating a narrative, I thought the next best stepping stone would be to look into how I can develop my understanding of how a narrative can be structured and created. As a lot of my focus is around characters and creatures, I started this research by looking into character archetypes and what kinds of characters are mainly shown within a story. This led me to the discovery that characters themselves can be broken down into two separate categories, the role a character can have in a story and the qualities the character can possess throughout a story. After collating this research and examining a series of examples within each category, I have found that my understanding of the potential a character can have, can be strengthened when allowing them to have a pre-built role or quality that will help them either stand out or evolve within a story. 

[image: ]
Fig. 13: Character Archetype Diagram

The next stage of looking into the ways I can help improve my understanding of narrative, I decided to move onto the study of repetition when it comes to plots. Christopher Booker is an English journalist and author who wrote a book that psychologically analysed narrative and how plot can be simplified to bare essentials in order to create repeated storylines that can be used as a core for your story. The Seven Basic Plots: Why We Tell Stories (2004) also discusses subjects like Meta-Plot and the Rule of Three which are used to add further levels of depth to a basic plot that will allow for a more unique storytelling experience. Booker (2004) goes on within the book to say that the underlying purpose of all art is to create patterns of imagery which can convey a sense of life, which can be interpreted to showcase how vital stories are to the mind and how many patterns we are able to visualise if we look deeper into the finer details.

In terms of how a narrative can be structured without the underlying elements of basic plots and character archetypes, I wanted to find a way of how a whole story of a character can be mapped out to its bare parts in order to have a structure of a character’s journey. A perfect summary of this was found in Joseph Campbell’s The Hero with a Thousand Faces (1949), which analyses the concept of a hero’s journey and the stages that a main character can go through in a story. In terms of who this example can relate to, the protagonist's role within a story is to help push the narrative in a certain direction, often becoming the role of “someone who has given his or her life to something bigger than oneself” (Joseph, 2011). With that in mind, this analysis has allowed me to consider what kinds of layers I can apply to my own core characters and how they themselves can shift a story based on their actions within it.

[image: ]
Fig. 14: The Hero’s Journey Chart

[bookmark: _k1tsokxqyxbx]Genre Research
Now that I have a more comprehensive understanding of how a narrative works, I wanted to dive into how a story can be adapted depending on the themes it is known for. For this, I looked into the study of genre and how specifically films are classified within certain genres with the hopes of looking into further mediums at a later date. I started this by taking note of all the genres and subgenres I could find as well as analysing their definitions by looking across sets of examples within set examination boundaries. With this methodology, I found that there are a lot of repetitive patterns within genres themselves, mainly in the form of colour choices and font styles that draw emphasis to the story elements in subtle ways. This led me to realise that there are a lot of appealing qualities in these patterns which can bring a lot of joy to spot since “aesthetic enjoyment is recognition of the pattern” (Oxford Reference, 2016).

[image: ]
Fig. 15: Film Poster Research - Slide 2

Once I had constructed a form of genre glossary, my mind started to buzz on how this can be applied to a 3D medium in a way to showcase how expansive genre can be. This brought me into the thought process of using colour to signify the genres but more specifically what kind of emotions they can evoke from a viewer. Picasso (2020) once said that colours, like features, follow the changes of emotions which allow for colour itself to be synonymous with emotion itself, causing feelings to be emphasised when a certain colour is present. As I looked into both affect theory and the relation of colour to emotion for my dissertation, I thought it would be a fun experiment to assign colours to genres itself. Each genre would have a core colour that showcased the main emotion evoked while their subsequent subgenres would weave their own colours to create a unique blend the deeper you go into a genre. This visualisation as seen below allowed me to perceive how genre can be used as more than just a classification system but more as a guide to help people who struggle to regulate emotions understand what they could be feeling.

[image: ]
Fig. 16: Colour Designation Chart

With all of this research conducted, I now have a great base to both strengthen my understanding of narrative and build upon the application that this research can produce. I hope to expand the limits of what I have looked at by analysing the details of the visual media used to showcase narratives, such as posters, book covers and box art, to see what elements stand out as well as what patterns I can recognise within a genre. For example, I have noted that films existing within the action genre tend to have a lot more bolder design choices when it comes to how they want their story to be perceived. This usually involves a strong use of bold stylised fonts, a liberal use of vibrant red as well as a prominent showcase of the main character, typically shown in a dynamic pose. A proper example of these choices can be seen in the posters for Predator (1987) as seen below.

[image: ]
Fig. 17: Predator 

[bookmark: _gyzo02l15ech]Chapter 3 - Confirmative Praxis
Now that the main projects embodying experimentation and research had been completed, it was time to take what I had learnt from both aspects and mould them into a final piece that represents a culmination of my entire artistic process. In this chapter, I will be exploring all of the roads that led me to the creation of my final piece whilst discussing all the new elements that helped drive my inspiration.

[bookmark: _pub68pqjcw2t]Research Expansion
As there was a large gap between this module and the last, I had a lot of time to look back through my research and see what I could expand upon to help create a starting point to what I could achieve once this module had started. I decided to dive deeper into the genre research I conducted and added to my ever expanding glossary the genres that exist within the mediums of literature and video games. Most notably, I found myself drawn to how expansive the genres within speculative fiction can be, particularly within the horror genre due to all the ways it can evoke fear within the reader since “horror often paralyses memory in a merciful way.” (Lovecraft, 2014). I hope that with this broadening of my understanding with genre, I am able to apply it to my own narrative concepts in order to structure and categorise them accordingly. I aspire to one day create works that would inspire their own subgenre, much like how the works of H.P. Lovecraft inspired the subgenre of Cosmic Horror otherwise known as Lovecraftian Horror. 

[image: ]
Fig. 18: H.P. Lovecraft

At the end of the last module, a key piece of advice I was given was to study the anatomy of animals to help build up an understanding that I can apply to creating obscure silhouettes and builds for my characters. I never could grasp the human anatomy which is why I liked to be loose and abstract with the proportions of the things I draw, but being able to just have fun with creature anatomy was a fun exercise to get out of my perfectionist brain. Salvador Dali (1990) once said that refusing to study anatomy was a sign of laziness, and now that I have more of a respect for the use of anatomy in my work I can say that I agree with this statement. Once an artist has some understanding of the fundamentals, no matter how abstract they approach them, their art can take shape to become more personified and unique to the artist themself.

[image: ]
Fig. 19: Turtle Anatomy Study

After going through the parts of my research I wanted to expand upon, I knew that I had to go into this new module with at least some inkling of what I wanted to try and create. My plan was to try and collate as many topics that encompass my core values as an artist and use them as focal points to help me come up with ideas. To my surprise, rather than ending up with another chaotic list of concepts, I managed to stop myself at two but only because I fell in love with the second concept so much. It had all of the aspects that I wanted to showcase about myself as an artist but it also had the potential of pushing my skills to create something I never had before. Since I knew that I wanted to progress forward, I needed to make sure that my values stayed true since “if you compromise your core values, you go nowhere.” (Bennett, 2016).

[bookmark: _7yzad2b8h95t]Exploring New Research
At this stage of the module, I already knew the bulk of what I wanted my story to be as well as the use of animation I wanted to use to make it come to life. However there were some stylistic choices I was still looking to consider so I started looking for some points of inspiration. As the protagonist was going to be quite expressionless and on a sorrowful journey, I wanted to find aspects that helped bring light to the “beauty in the imperfection.” (Newman, 2023). That is why when it came to the design of the protagonist, I opted to combine the mediums of Basel Masks, neutral masks used in movement performances, and Kintsugi, a Japanese art of repairing broken pottery with valuable metals like silver and gold. With these two combined, I was able to design a focal piece for the character that allowed me to showcase their past in an elegant way. 

[image: ]
Fig. 20: Basel and Neutral Masks

As I planned to have the making part of my project be primarily repetitive making, I wanted to find artists who worked well with this process but also had similar qualities to the ghosts I was going to make, such as varying facial expression and identifiable figures. I found myself drawn most to the works of Antony Gormley, a British sculptor who has the ability to construct multiples to fill an entire room. Gormley (2023) discusses the potential of art and how it is defined to change things and if it is immediately acceptable it would not be doing the job, which speaks to my own process of expanding my work outside the boundary and pushing the limits of what I can create. I also found the same qualities in the work of Marc Bourlier, a French contemporary sculptor who works with eroded materials to create multiple based art most known for the vast use of odd facial expressions. Out of all the artists I looked into, these two helped improve my understanding of what I was making and allowed me to reconsider what kind of elements I can expand upon to make my work more distinctive.

[image: ]
Fig. 21. Driftwood Pieces

However, since I wanted my story to be the central focus of this project I knew that I needed to look into literature examples, as well as artists, to help round out my comprehension to write about the themes I wanted to tackle. Since I wanted my story to talk about grief and the negative impacts of bottling up emotions, I looked into books that talked about these themes within a narrative format rather than a self help structure that most grief related books are made in. The main story that I found myself most inspired by was A Monster Calls (2011) by Patrick Ness, which is centred around the protagonist coming to terms with the inevitable loss of their parent. My own narrative would go through similar events but also look into how the protagonist evolved once their parent died, leading into an unfiltered way of life within societal norms as “without a filter, a man is just chaos walking.” (Ness, 2014).

[image: ]
Fig. 22: A Monster Calls

[bookmark: _7cr832bavkds]Making the Animation
Before this project, I had zero experience in the practice of animation. I had a strong love for the technique but knew it would be perfect for me as it is an exemplary combination of both repetitive process and illustration. Since I wanted to pursue this and did not have the knowledge of how to do it, I went forth head first and taught myself step by step to the best of my ability “for the things we have to learn before we can do them, we learn by doing them” (Aristotle, 2014). If I had known then what I know now, I would not have changed a thing about how I processed this technique as guiding myself through all the hardships has strengthened me as both an artist and a person. 

[image: ]
Fig. 23: Mouth Expression Studies

When it came to the process of the animation, I knew that attempting to try and learn how to use a software I was not comfortable with would end up causing more problems than solutions. I wanted to use animation as a way to convey both life and emotion rather than the drawings just be stagnant as “animation is about creating the illusion of life.” (Barlaas, 2020). Therefore, I chose to create it within Google Sheets as I was experienced with all of the elements within the program, as well as giving me the tools to create a soft touch animation style that allowed the illustrations to fade in and out as if they were breathing on a page. Although this gave me a process that I am proud of and would use again, I would not recommend this technique to people of low patience as it is incredibly tricky to format text in an animated storybook layout. To combat this problem, I had to realign the text boxes themselves to become jigsaw pieces that would combine to create my ideal outcome.

[image: ]
Fig. 24: Main Character Design

Now that all of the animation and illustration was put in place, the final touches to figure out were both the style of the text and the actual text itself. As I knew from my genre research that a lot about the story can be subconsciously projected by the way it looks, I wanted the text to have a personality of its own rather than be too bookish. It took a lot of time to go through a lot of font styles but I settled upon one that best matched the monochrome style of my illustrations, but also held a charming personality that could shift depending on the tone told within the story. Overall when all of the pieces began putting themselves into place, I came out of the end of this project with a piece that best summarised myself as an artist.
		
[image: ]
Fig. 25: The World’s Pettiest Thief

[bookmark: _m0mw7u3nac03]Conclusion
In conclusion, through this course I have managed to teach myself a plethora of skills and techniques that have built upon my pre-existing ones taught to me within my BA degree. I have also had the luxury of building up my confidence with pursuing storytelling and found the best ways to incorporate it into my work without the worry of it falling between the cracks of conceptualisation. This led me to discovering new ways to merge my talents with making and repetition to allow for new layers of depth and substance that can be added to my work, rather than just be considered as contemporary craft. In regards to the varying avenues of research and experimentation that I explored throughout this course, I hope to further develop everything that I have looked into as well as the pathways that I did not get a chance to go down. If I allow myself to pursue more knowledge in both genres and mediums of which you can tell a story, it will indefinitely cause my comprehension of storytelling to thrive and birth new ideas and concepts. Now that I have granted my passions in both narrative and making to continue evolving, I can now say confidently that I am a ‘Storymaker’, an artist that has the freedom to explore multiple mediums in creatively innovative ways, whilst also striving to find new techniques for stories to be told for generations to come. 
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Characters of the Mind - Urglex the Devourer

This oafish creature sits in the back of your mind,
perceived as the embodiment of disgust. With a serrated

curved tongue, it is able to sit all day scarfing down infinite
lengths of sandwich without even raising a finger.
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Thought Experiment Concepts

1. Escapism

a
b.
c

EEL IR NS

Escaping a Situation, i only for a few moments
Invisible Entertainer

When caught daydreaming, the skins of others start to peel off [Old Wallpaper
style]

In the comer of your eyes, you feel everyone slowly turn and stare at you
Rollerskating Everywhere, not giving a singular damn

Taking a step back from the 9-5 desk

Tuning out others, Opening up your senses to your surroundings
Acknowledging the little things, taking note of happenstances

Having Theme/investigation style music playing in the back of my head
(Example: Pink Panther)

2. Inner Monologue

a

b.
c
d
e
f

The Cynitches
In Depth Companion

Oafish Creature constantly chewing

Music box chimes play softly from unknown locations at random times
Sentient Body

Ernie the Earwig - Plays the obnoxious parts of songs on loop until you figure
out what song it is

Al inside your head, helping you recall information stored in your brain as well
as keeping you updated on how you are doing

Posh narrator dictates everything that you do

Overanalysing every litle detail, collecting as much information as possible

A cacophony of demons inside your head, each assigned to tear an aspect of
youinto shreds

3. Trapped in the Mind

a

~sempanco

i

Living a great day in the mind of an overdosing addict
Elderly Person reliving their happy lite

Literally being trapped in the mind, not knowing what creatures lie within
When you try to think, all you hear is an distant echo

Stepping into the theme park of your mind

Stuck in a looping corridor, seemingly no way out

Exploring the brain, learing about all ts parts and features

Climbing up a nonsensical corporate ladder, sorting through stacks of files
Stuck in the last day of your victim, trying to piece together their murder
Forced to be turned into a statue, forever trapped

4. Altenate Realities

a

Gritty reality filled with crime
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