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1. Introduction
“The world has kissed my soul with its pain, asking for its return in songs.” The beautiful words with a sense of helplessness of the world come from Tagore, a Nobel laureate who is good at composing poem with personification. This sentence delivers an excellent explanation of the meaning of anthropomorphism, “he attribution of human characteristics to a god, animal or object.” (Oxford English Dictionary)
However, such a modification method of anthropomorphism is not exclusive for literary writing, which can be seen everywhere in daily life. For example, in education, it is often used for helping children to understand an abstract concept; the anthropomorphism applied by a company in its brand image can attract consumers; in animated films, it is a tool to discuss controversial issues.
Especially in animation, its concept has always been changing and developing. Recently, at the 4th China Young Animators Forum, and the 13th ANIWOW! China (Beijing) International College Student Animation Festival, there proposed a new interpretation of anthropomorphism: The "anthropomorphic" element existing in ACG has completed the process of evolution from personification to anthropomorphism in the practice of the contemporary cultural industry. The object ontology of anthropomorphic role has been endowed in the role of "person" as a kind of person-designed element.(Zhang,2018)
Anthropomorphism is a very common method in design in animation, among which, the most common one is related to the animated characters design. From the perspective of animation theory, it can be known that the important role of animated characters is to express emotions and promote the development of the relevant plot. As described in the book, Acting and Performance for Animation, “Regardless of the exact nature of characters, it is largely based on those characters, although not exclusively, to realize the narrative of the story.”  (derek,chris,2013)Therefore, when a non-human object is applied as an animated character to express emotions and promote the development of plot, the use of anthropomorphic tactics is treated as a sure thing.

With the development of times, in animation, it can be found that the functions and meaning of anthropomorphism are constantly changing ——the topics described in anthropomorphic animations are becoming more and more serious, from revealing a contradiction among humans like The Lion King and A Bug's Life, to multiple races like Zootopia, and even the relations between humans and nature such as Pom Poko by Studio Ghibli. However, in animation, anthropomorphism delivers an euphemistic and relaxed way of expressing serious topics, which is a very distinctive feature of animation.
How do those excellent anthropomorphic characters express emotions with human characteristics, so that audiences can feel their existing and remember them? Therefore, this report aims to explore ways to endow an animated anthropomorphic character with human-characteristic emotions, and its close connection to the appearance design of the character. Through the case analysis of the relationship between the “object elements（Non-human characteristics）” and the “personification element（Human characteristics）” in the design of anthropomorphic characters, the classification of characters can be realized. Then, the two sets of model sheets are designed to include the reference sheet and the anthropomorphic character board, so that the relevant law concerning the emotion expression of an anthropomorphic character in design can be found by comparison. After the relevant results tested and analysed, the relevant conclusion can be obtained.
In order to realize more effective emotion expression in the future design of anthropomorphic characters, in other words, it is helpful to express feelings by fantasy characters  combined by various creatures, the project practice includes the relevant objective, inference and conclusion. 
2. Project-specific research
Before this project, based on 12 animation principles in The Animator's Survival Kit Animated and the experience in animation creation process, three character model sheets have been created (Wang, 2017), as shown in the figure. The purpose of these sheets is to visualize the personality and emotion of these characters,  thus  providing reference for animators in the post-production, so as to reach the conformity of character's appearance and  personality. Therefore, these forms include the appearance design of the characters and the key posture design concerning emotion expression. In the end, it can be found that  characters with different appearance and personality have different ways to express emotion. [image: image1.png]


 Figure 1: a model sheet for the research project
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Figure 2: a model sheet for the research project
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Figure 3: a model sheet for the research project
Based on the creation experience, in order to study how anthropomorphic characters express human-featured emotion, the appearance design closely related with the anthropomorphic character must be understood first. Thus, the research conducted for the project will focus on the model sheets character design in the pre-production phase of the animation. These sheets contain the appearance design and gesture design with human emotion of anthropomorphic character. The focus of this project research is on the process of designing emotionally anthropomorphic characters. 
Before these character sheets are produced, two facts should be understood. One is the classification of the research objects in the project——animated anthropomorphic character, which can be classified into  biological and abiotic anthropomorphism . Then, “object elements” and “personification elements” in the anthropomorphic character design are analysed. Each category can be further subdivided, as shown in the chart. The other is to eliminate the interference factors affecting experimental results, that is, the factors influencing the emotion expression of characters, including the design style and the dubbing of animated characters. 
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Figure 4: a classification chart for the characters
For clearing the purpose of the project , another reference sheet will be created in addition to a series of  anthropomorphic character sheets, which includes the prototype design of “object”  and the character design of common human. This reference sheet serves as the basis for giving emotional characteristics to animated characters, which will facilitate the analysis and summarization of proposed outcomes and results——by comparing the reference sheets, it can be summarized that the effect of different "anthropomorphic elements" and "object elements" on the emotional expression of characters. 
As the model sheets produced for the project is more in-depth, the key frames of the action will be added based on the emotion and gestures showed by the reference character and the anthropomorphic character model sheets. By this way, it can be found how the characters of different anthropomorphic levels express emotion.
3. proposed methodology
The art of animation itself is an art form that combines subjective and objective features. In this way, the research object in the project—the anthropomorphic character is designed by the combination of subjective and objective features. If animators want to create an anthropomorphic character that is appropriate and makes audiences feel real, the anthropomorphic character must be the unity of “form” and “spirit”, which means that  the appearance of the anthropomorphic character is matched with its emotion. As Haseman said, “Researchers in the arts, media and design often struggle to find serviceable methodologies within the formal research paradigms of quantitative and qualitative research.” (Haseman, 2006) Thus, using only one kind of quantitative research for expressing as a quantity or amount, or qualitative research for nonnumeric data in the form of words can not satisfy the demand of art research. (Schwandt, 2001: 213) Therefore, the  performing arts research is more suitable for this animation project of art research.

Therefore, in the project design, a large number of case analyses is applied to classify anthropomorphic characters. Then, the final result of animators’ expression of emotion, such as joy and anger, and the anthropomorphic characters’ expression are set as quantitative elements. 
Finally, it can be found the ways of expressing emotion of anthropomorphic characters by comparing the variables of expressing emotion with the ways of expressing emotion in the reference sheets.

In addition, this project focuses on how to design emotion, which means that the more attention should be payed to the process of emotion expression in character design, rather than the relevant result or style of emotion expression by characters. Therefore, this project research uses methods, such as contrast of artistic performance research, , display and reflection. In this project, for example, two sets of character model sheets designed, including the reference sheet and the anthropomorphic character model sheet, are compared to find the law that the anthropomorphic characters express emotions.
4. definition of proposed outcomes
Although the bio-anthropomorphic characters and non-biological anthropomorphic characters can be further subdivided into different degrees of anthropomorphic characters according to the analysis of the “object elements” and “personification elements” in the anthropomorphic character design process,  so as to find the different approaches for anthropomorphic characters in expressing emotion, it can be roughly summed up as two ways:
One is to first find the same structural part of the human body, such as face and limbs, from anthropomorphic characters with human characteristics; then the emotion expression of the anthropomorphic characters will be designed according to the emotion of human’s expression; the other is those anthropomorphic characters without any human features, who rely on the  motion directions, trends and speed to express emotions. 
Nevertheless, both of them are included in the scope of the principle of character action. Therefore, the results of the project may indicate: excluding the character design style and the dubbing of animated characters, the part or whole of the anthropomorphic characters changes with the movement principles of the ordinary human character in expressing emotion.
Ultimately, it can be assumed that the result of this project can find the different ways of expressing emotion of different anthropomorphic characters. It will not only be helpful for ensuring the consistence of emotion expression and appearance of anthropomorphic characters, but also for animation practitioners in designing different and appropriate anthropomorphic characters’ action in different themes. For example, Zootopia , the anthropomorphism characters of animals are mostly a symbol of human in society, therefore, it requires a high degree of anthropomorphism. The characters in expressing emotion is to imitate the human character as a whole. 
This result of the project can also extend the way in which the anthropomorphic characters of abstract objects expressing emotion. It enriches the types of animated characters and increases the possibility of expressing emotion beyond abstracting things.
5. bibliography
Bliss, G.E., 2017. Redefining the anthropomorphic animal in animation (Doctoral dissertation, Loughborough University). 

Hayes, D., 2013. Acting and performance for animation. Focal Press.

Leavy, P., 2015. Method meets art: Arts-based research practice. Guilford Publications.

Sibley, B. ed., 1997. Wallace & Gromit storyboard collection: a close shave. BBC.

Roberts, S., 2012. Character Animation: 2D skills for better 3D. Focal Press.

Haseman, B., 2006. A manifesto for performative research. Media International Australia incorporating Culture and Policy, 118(1), pp.98-106.
McNamara, A.E., 2012. Six rules for practice-led research. Text: Journal of Writing and Writing Courses, (14), pp.1-15. 

Williams, R., 2012. The animator's survival kit: a manual of methods, principles and formulas for classical, computer, games, stop motion and internet animators. Macmillan.
Lukmanto, C.M., 2017. Is Rotoscope True Animation?. ULTIMART Jurnal Komunikasi Visual, 10(1), pp.12-18.

Christophers, K., 2012. Realism in CGI character performance: a comparative study of the evolution of key-framed animation and motion capture systems at Weta Digital Studios (Doctoral dissertation).
Schoonen, S., 2015. REACHING CATHARSIS within HYBRID ANIMATION.

Jardim, T.J., 2014. Animals as character: anthropomorphism as personality in animation (Doctoral dissertation).

Connell, P.M., 2013. The role of baseline physical similarity to humans in consumer responses to anthropomorphic animal images. Psychology & Marketing, 30(6), pp.461-468.

Balkind, N., 2010. Animation Comes to Life: Anthropomorphism & Wall-E. Film International.
Miyake, T., 2013. Doing Occidentalism in contemporary Japan: Nation anthropomorphism and sexualized parody in Axis Powers Hetalia. Transformative Works and Cultures, 12.

Power, P., 2008. Character Animation and the Embodied Mind—Brain. Animation, 3(1), pp.25-48.

Holliday, C., 2016. ‘I’m Not a Real Boy, I’ma Puppet’: Computer-Animated Films and Anthropomorphic Subjectivity. Animation, 11(3), pp.246-262.

Wolf, O.O. and Wiggins, G., 2018. Look! It's moving! Is it alive? How movement affects humans' affinity to living and non-living entities. IEEE Transactions on Affective Computing.
Image resource
Wang, S., 2017. Animated character design
	


Internet resource

Donghuaxsp.http://www.donghuaxsp.com/events/awards/22543.html(retrieved 01 November 2018).
1
2
6

