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Introduction

The fight between good and evil is one that yourself would know. Good triumphs over evil, everyone lives happily ever after. But the question you ask yourself, is how does the protagonist prevail over the antagonist?
Here is an opportunity to understand the characters in the story better. To understand what makes the protagonist unique. The antagonist purpose in the journey and the mix between the two the antihero.
The main research areas will focus on: 
· Storytelling,
· Protagonist,
· Antagonist and 
· Antiheros. 
This would benefit the understanding of characters when creating and designing them in both games and movies in future projects.

Background to the Proposed Research

Storytelling has been around since the time of cavemen and stories were told through pictures, myths and legends that spread across the land. Some examples, the Scottish Folklore ‘The Loch Ness Monster’ (Stuart A. Kallen, 2008), cavemen painting their stories in caves, dragons. Storytelling has gone back thousands of years telling stories of their time.
Modern storytelling is different from the past. There are books on storytelling such as: Robert McKee’s Story talk about character (1900), and Interactive storytelling by Andrew Glassner (2004). Today anyone can tell his or her story through social media with photos or videos, entertainment is made from some stories which are shown in music videos, films, TV shows, games.
The modern society expects to see the protagonist take a specific route. One of the routes is the structure of ‘The Hero’s Journey’ by Joseph Campbell (1987) where he describes the steps the protagonist takes to self-discovery. During this journey the hero would lose in order to find what was missing inside to fight the antagonist.
An example of this is the game ‘Legend of Zelda Ocarina of Time’ (Nintendo, 1998).  In the game it shows the growth of the protagonist/ hero ‘Link’. He fights enemies and solves puzzles in dungeons, temples and traveling between destinations, this allows him to get stronger and when he reunites with Zelda, she is taken by Ganondorf, and then he heads to the castle for a final fight.
Inside games there are also the non- player characters (NPC’s) who’s role to help the players, by giving hints or side quests where they might have a particular item that could help the hero. Whereas in a movie the person who helps the protagonist would give advice, help to start the on the right course and maybe assist fighting in the final battle, they would be called the ‘mentor’ in the story.
Between both movie and game there are characters called sidekicks and the assist the protagonist with achieving the aim of the narrative or help the antagonist by carrying out evil tasks. Sidekicks can give their opinion to the protagonist and help them if they lost their way. But, some people who want to be a hero’s sidekick could turn into an antagonist if they get pushed away from their hero.
An example of this is ‘The Incredibles’, where ‘buddy wanted to be Mr Incredibles sidekick, but he was turned down, so he became a villain. He created his own robots and killed off superhero’s so that he could pretend to be a hero.’
There is another type of hero, this person would be called an antihero. The antihero is a central character who lacks characteristics that the audience would associate with a normal protagonist. ‘Ralph’ from the movie ‘Wreck- it- Ralph’ (Rich Moore, 2021) is an example of an antihero. He is considered a villain in his game but, wants to be seen as a hero. During his adventure he makes friends and people see him more than just a villain. The antihero has lots of conflict within themselves as they must decide are they going to look out for themselves rather than the ordinary people.

There would also be research conducted on antagonists/ villains, and why their role is to be defeated every time, also discover some of the events on why they kill, create discord or is it the fact they want to be accepted in modern society. An example of a villain who seeks power is ‘Thanos’ where he ‘first appeared a post credit scene of ‘The Avengers’ (Joss Whedon, 2012), where he is revealed as the ‘Other’s’ master and Loki’s benefactor, who sent the latter to Earth to obtain the Tesseract.’


Aims & Objectives

The aim of the project is to analyse how/ why protagonists prevail over antagonists, by researching and analysing different sources on storytelling and observing different hero’s villains and antiheros
This research will be recorded and tracked of each source used, and there would be specific goals each week to make sure the project is completed before the deadline date.

Objective 01:
The first objective is to research and analyse journals, books and online resources of storytelling. Sources such as:
· ‘Andrew Glassner’s Interactive storytelling’,
· ‘Robert McKee’s Story talk’,
· ‘An introduction to storytelling, myths and legends’ (Eugene McKendry) and
· ‘The Evolution of Storytelling’ (Melissa Mendoza, 2015). 
By reading and analysing some of these sources, they would be able to answer the question, how different has storytelling changed overtime? What is about the narrative so captivating to the audience? How does the narrative impact on the characters?

Objective 02:
To explore the journeys of the protagonist and the antihero. Why or how are they different from each other? What about their story appeals to the audience? This could also be done by analysing existing games and movies and observing their journey’s.

Objective 03:
Explore the role of the antagonist and explore the different reasons of how the villain gets there. What is their reason for killing and creating discord? Power hungry? Avenging the death of a loved one? The only way to save their loved one. To gain acceptance.

Objective 04:
Research and analyse how NPC’s and sidekicks can affect protagonists, antagonists and antiheros. How helpful are they? What about NPCs in games and the mentor in the movie, how do they help the hero? Are they unique like protagonists?

Conclusion
To summarise the project that’s been proposed, why do protagonists prevail over antagonists? Researching storytelling, myths and legends. Journey of the protagonist and antihero, and how the antagonist fits into the story. 
When the project begins there could be the possibility that the objectives might change as when researching more questions might need to be asked or the topic could expand. There would be films and games that can help with the research.
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