
Dissertation Proposal
Body expression has always been an integral part of conveying emotion. Argyle and Trower (1979) [1] pointed out that humans covney themselves using two different languages, verbal and body language. In modern media excessively exaggerated body language has established a storytelling home in animation.  For an animator learning and observing body language and expression has great value as their resulting animation becomes more believable and authentic. When body language is not considered and implemented into an animation then the animation can quickly become boring and lifeless with the characters only talking or interacting with their environment with crude and simple movements. In the dissertation I will explore and examine the importance of body expression and how it can be utilised to convey emotion in animation. Three keywords; emotional recognition, facial expression and body language will be explored to give me a better understanding of how a character in an animation can convey emotions through their movement and posing. 
Emotional Recognition
The 1st keyword that will be explored is emotional recognition. The capability to discern many emotions is something that most humans possess. Studies such as Nelson and de Haan,1997, have established that children from the ages of 7 months and upwards were able to recognise and respond to emotional facial expressions. Emotional cues such as facial expressions and bodily postures are often used as a way for people to receive emotional information. The physical expression of emotion has been studied frequently and can even be traced back to the 19th century with Darwin’s seminal book “The Expression of the Emotions in Man and Animals”.  This explains the importance of facial expressions and body movement and their role in conveying emotion (Darwin 1872).
The Facial Action Coding System (FACS) was one of the most significant endeavours to characterise and define facial movements. Carl-Herman Hjortsjö originally developed it in the 1960s and was then updated in 1978 by Ekman and Friesen.  46 basic facial Action Units (AUs) are defined by FACS. Facial muscles’ primitive movements in actions that include raising brows, winking, and talking are represented in these AUs. This has often been used in tracking facial activities.
Pease and Pease (2004) [2] established “three rules for accurate reading” of body language, suggesting that the observer “read the gestures in clusters” to obtain a correct interpretation. This means that all gestures that occur at the same time must be considered and interpreted. The observer must read the gestures in the context in which they occur to check that the body language matches with that of the verbal language. These considerations are also relevant and used in animation to evoke the correct interpretation of the character’s body expression from the observer/viewer. 



Facial Expression 
[image: ]Facial expressions are an important part in recognising emotions and can make an animated character far more appealing and engaging. According to John Lasseter [3] “You're not an animator just because you can move an object from point A to point B. (You're) someone who breathes life into a character”.  The essence of animation is the way a character is given life. To do this motivation, personality and emotions must be considered by an animator so that through the actions, postures, and gestures of a character expressions can be created. Walt Disney (1935) [4] posed the question of what you feel “when someone is lifting a heavy weight”, if you would feel “that his face is going to turn purple” and “that his eyes are going to bulge out of their sockets”. This quote shows the importance of a character conveying their emotion in a manner that is both convincing and interesting to watch. Disney’s animators had to consider not only the portrayal of a character’s emotions but also how it would be received by the viewer. 
[bookmark: _GoBack][image: ]Disney's Twelve Basic Principles of Animation was introduced in 1981 providing animators a guide to help them produce characters that would adhere to the basic laws of physics whilst retaining character appeal and emotional timing. By applying these animations became more sophisticated and realistic These principles include squash and stretch which play an integral role in facial animation. Squash and stretch defines the mass of an object and its rigidity through the distortion of the shape during an action. Emotions like amusement or pain can be conveyed easily using these principles without the use or voice overs or dialogue. They are used to show the flexibility of the flesh and muscle and to show the relationship between the different parts of the face. For example, if someone is happy and smiling broadly then the corners of their mouth push up into their cheeks. This will then push into the eyes, making them squint, which will then lower the eyebrows and will stretch the forehead. Where as when the face is surprised the mouth will open which will stretch down the cheeks. Due to the wide-open eyes the eyebrows will be pushed up. This will then squash the forehead, wrinkling it.
Often animators will highlight and exaggerate the extreme emotional reactions, whilst removing the movements of the much smaller, ambiguous muscles and expressions that real people would often exhibit. This further escalates the drama in the story and the scene and can be used to show the audience the character’s personality more clearly and distinctly. However too much exaggeration can be unrealistic and unauthentic to the audience. If an element of the animation is recognisable and seems natural, then the whole scene can remain realistic. The combination of naturalistic and exaggerated components can make the animation more believable and engaging.
Body Language
However, to successfully covey emotions the whole body is used and often the character’s facial expression will become a secondary action, where the main feeling would be told through the movement of the body. For example, a person who is happy or sad would not just show that in their face. When a person is happy, they often straighten their backs and have a more upright posture. Someone who is sad, on the other hand, often has a curved back. This was also mentioned by Thomas and Johnston, Disney animators, (1995) [4] emphasising that “the expression must be captured throughout the whole body as well as in the face”. They went on to say that any expression “can be completely nullified if the body or shoulder attitude is in any way contradictory”. Body language can also be used to show the intensity of an emotion and when an intense emotion like terror is being conveyed then more attention will often be paid to the body and its posting then to the face when animating a character. An animator must consider the mood of the character and how it would affect a particular action. A character would not carry out an action in the exact same way in 2 different emotional states. Similarly, different characters would not perform the same action in the exact same way. 
 According to Thomas and Johnston (1995) [4] “A picture can be made to express an emotion to perfection. However it will only be able to display that one emotion. In animation a character is alive, animators can make the character change expression, they can show a thought process.” This again shows how important it is for a character to express their emotions and thoughts by allowing them to resonate throughout the character’s body and prevents their movements from becoming stiff and lifeless.
Posing, as with many of the 12 principles of animation, was derived from the theatre where actors would often express their emotions and intent through their exaggerated body language and posing so that they could be seen and understood clearly from the audience further away from the stage. Charlie Chaplin’s body language and movements and others from the same time were often used by Walt Disney as a reference when designing and animating his characters. The Disney animator Ham Luske (cited by Larson 1983) emphasises that “Your animation is only as good as your poses. You can have good timing, good overlapping, good follow through – but, if your poses are not strong and to the point (telling the story) you do not have good animation.”

[image: ]
The film Inside Out (2015) explores the idea of emotions behind body language. Emotions are represented by characters that would act and hold their bodies in a manner that would convey the emotion they were representing throughout the film. The character Sadness always usually slowly with her back hunched and her head down where as the character Fear is quick with short steps and would hold his arms up in a defensive position. The timing of their movements also helps to define their emotional state. Their varying speeds of movements indicates whether they are lethargic or nervous. This shows that to construct expressive animated character the pose and timing must both be considered complement each other coherently. The timing only works well when it is coherent with the posing. The character’s personality and their situation must also be taken into account as it will affect their pose. 
It was also pointed out by Kelly (2013) [5] a professional animator and instructor that a character’s body as a whole, essentially their body language, is the thing that the audience will see first when watching a film or series as people tend to notice shapes first. They will only see the details, like the character’s expressions and their face, when provided with a closer shot or more time to examine it. This shows well created and executed body posture is essential to character animation. Hilliel Aviezer et al’s study also supported the theory that body language played a larger part in reading emotions.  
These keywords have led me to question the importance of body language in animation, especially when compared to facial expressions and which of the two the audience would be able to interpret more successfully. A lot of research and studies focus primarily on the significance of facial expressions in interpreting emotions and study this extensively. Many of these studies had participants looking at photos with different facial expressions, with the purpose of them to identify which emotion the photos are expressing. A series of animations could be used in a similar way where instead the participants only have the body language to interpret. This could then be compared to results from animation where only the facial expressions are provided to see emotions were more successfully interpreted and if only being able to see the body language or the facial expression had an effect on these results.
When writing the dissertation, I will focus on the importance and the use of body expression in character animation. Which gestures convey certain emotions and how successfully can viewers interpret these gestures and emotions are sub questions I will explore to help me fully answer the question. 
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