The effects that CGI characters have on people are not just the initial reaction of what they look like but much more. They way that a movie or animation is taken and received are all reliant on the looks and style of the character.
To start with if the main character isn't appealing then the audience won't build any emotional attachment to them whereas if they really focused on making the character appealing then it would work much better for the story.
Something to remember when trying to achieve this however is that you can`t appeal to everyone and that's why a target audience is vital from the very beginning.
This is the reason that you can look at a film/animation and instantly understand who that film/animation is aimed at.

One film in particular that did something unique was “Wreck It Ralph”.
[image: ]
Disney decided that this film would have a series of characters ranging from all different styles.
This makes the film quite unique as while watching you can never quite settle with one and it keeps surprising you while watching.
The whole idea of multiple character styles works as if someone doesn't relate to the main character there are many other characters that could appeal to them.
This film also used characters from previous games and animations such as Bowser from the Mario games.

Cartoon characters rely on over exaggerated features to appeal to the audience. The bigger eyes aspect of them makes them seem to have so much more emotion that they would have otherwise. Some characters also have bigger features such has hands and feet. All of these stylistic choices affect the audience to make them more appealing and in turn makes them more invested in the story.
This isn't good for all characters however. Some characters you want to have really sharp features, this always works well for villians, what also works well is them being tall and skinny as
this makes them look sly and mysterious.






On the other hand there are photorealistic characters which don't even look like they are CG
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Because some designs are so photorealistic they cant use over exaggerated features without the character looking really weird and disturbing. This means that the animations of the facial expressions have to be done very well to be able to convey what is happening without it looking out of the ordinary.
Photorealistic characters also rely a lot on the story behind them and they focus on the story to get the audience emotionally attached to the character.

As well as films and animation, games also use a wide variety of characters and even though they need all the characters to fit the style of the game, they also need all of the characters to look different, especially in multiplayer games.
Two popular games are “Team Fortress 2” an eleven year old game from 2007 and “Overwatch”, a fairly recent game from 2016.
The two things these games have in common is that all of the characters can be easily recognised and not confused with another, not matter how far away they are. 
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I asked myself the question “But what about the character that a person chooses to play and if the look of the character affected their decision?”.[image: ]
I made a survey about the Overwatch characters using only two questions “Who is your favorite character to play?” and “Who has the most appealing character design?”.
My initial hypotheses was that if a person liked the look of a character, they would play using that character the most. 
However after questioning 100 people I found out that I was very wrong and only 11% of people liked the look of the same hero that they played.
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This whole design plan of making everyone unique is essential while making games or it might get confused or misleading for the players and it has been done for years, even in the first ever “Super Mario Bros” 
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A game that didn't follow this principle was lawbreakers and because of this the game was very unliked and un-successful.
This just shows that a simple thing like the designs of the characters make a huge impact on the outcome of the product.

My exhibition will be focused on the effects of characters on the audience.
You will walk in and all around you there will be life size statues of all different types of characters along with clips from the film on screens around them.
There will also be empty statues where people could customise and make their own characters.

One of the statues is going to be “Tracer” from the game “Overwatch”. This demonstrates the exaggerated proportions of characters such as her long legs which fits her character as she is one of the fastest characters in the game.

Next to her is the opposite with “Ralph” from “Wreck-it-Ralph” who is quite a large character with oversized head, arms and feet.
On the other side of “Tracer” there will be a little robot man that I made, this is there to demonstrate the effectiveness of large eyes of a character to make him look more cute and innocent.
On the other size of the room there is a normal man and that is to show that not all characters need to have over exaggerated looks or crazy expressions, because as long as there is a story, that also works.
Next to the man there is Lt. Judy Hopps from Zootopia and this is there to show that you can also use animation to show emotion in a story and that the main character doesn`t need to be human.
Next to Lt. Judy Hopps there is “Iron Man”.  This is there to show that you can also have photorealistic models in a film or animation and people won't even realise that it`s fake but that does mean that the animations must be perfect.
There will also be a room dedicated to playing behind the scenes of films while they were in the character design process and recordings of professionals talking about their workflow throughout designing an appealing character.
Each of these characters represent something different and you can take away something from all of them. And although that all look very different styles to each other they still look good when everything fits their style, the exception being Wreck-It-Ralph.

[image: ]

The main thing I want to people to take away from my exhibition is just how important character designs are to impact the entire success and likeability of the film/animation/ game.
But not just this, I want people to be able to learn what makes an appealing character and how they can use it in their own characters.
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