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1. Introduction
[bookmark: _Hlk80559467]In the animation, traditional character design is very common, while the anti-traditional aesthetic characters are very few. Although sometimes anti-traditional aesthetic characters are strange and ugly, this kind of unique design has lively visual impact and leave deep impression to the audience. Therefore, the anti-traditional aesthetic characteristics are tending to the aesthetic pursuit of contemporary culture and modern audience. This essay will analyze the study of anti-traditional aesthetic characters in animation, and summarize the image concept, characteristics and advantages of anti-traditional aesthetic characters.

2.1 The Benefits of Anti-traditional Character Design
[bookmark: _Hlk81580561][bookmark: _Hlk81578183][bookmark: _Hlk81930418][bookmark: _Hlk81580574][bookmark: _Hlk81424487][bookmark: _Hlk81050999][bookmark: _Hlk81580626][bookmark: _Hlk80384397][bookmark: _Hlk82014804]‘Generally speaking, the emotion provided by virtual characters are become involved, which may expand the dissimilar background of consumers on the same project into further feelings and thoughts, also stimulate continuous participation’ (Steuer 1992 P83). Traditional aesthetic character design enables the audience to deeply understand the characteristics and enhance the artistic effect of animation, which helps designers has full artistic inspiration and creativity, convey the intention of directors in the animation, and lay a good foundation for the process of character animation module and plot promotion accurately. As an example of Beauty and the Beast, there is an ugly beast and a beautiful princess. Although the beast looks very ugly, his is warm-hearted and always love the beauty, and he always helps the princess to get over difficulties. In this way, his ugly face design attracts a lot of people, and they became interested in the beast, so that is the reason why many people pay more attention to the personality of beast in the Beauty and the Beast, and people know that the beast is kind and have a sense of responsibility. ‘Consumer want to feel something when they interact with virtual characters, and are seeking some form of emotional payoff when they get sufficient and precise information in their participation in character design.’ (Yu 2012 P101). It can be concluded that anti-traditional is an additional supplement to its own aesthetic effect, and attaches great importance to the aesthetic image. Anti-traditional character design is not just a simple understanding of what is ugliness, but thinking about its aesthetic value, which shows the reverse requirements of traditional aesthetics. In order words, the designers pursue the accomplishment of anti-traditional design being well-received by the audience, and they innovate the design concept rather than opposing traditional design.

2.2 Different Manifestations of Anti-traditional Characters 
[bookmark: _Hlk81048047][bookmark: _Hlk81423044][bookmark: _Hlk80617943][bookmark: _Hlk81580660][bookmark: _Hlk81580632][bookmark: _Hlk81931341]The anti-traditional characters have different manifestations. Firstly, anti-traditional characters are incomplete. The new characters are not designed completely according to the reality, so this type of behavior and personality cannot be similar to the original characters. Secondly, anti-traditional characters show their exaggerations, the designers choose many forms of exaggeration, which helps characters attract the audience through highlight their different expressions, especially the exaggerated emotion. For instance, when a character is crying, the designers are trying to make it looks terrible, which will make people to remember it clearly. Shindo (2006) believes that ‘the essential part of virtual character design involves different aspects, like concept, appearance, personality, theme and name’. Therefore, a successful animation characters will according to their own life trajectory, and have their own thinking, which shows different kind of anti-aesthetic emotions. Thirdly, anti-traditional characters divorced from reality, which depends on people's imagination. In the animation Finding Nemo, especially the Nemo, the designer retains the facial structure of the fish, and designs their eyes moving like humans, which looks very ridiculous. From then on, as to design this character and convey different thoughts and emotions, it can be seen that anti-traditional character emotions seem to be divorced from reality.

2.3 The Contrast Between Normal Character Design and Anti-traditional Character Design
[bookmark: _Hlk80387183][bookmark: _Hlk80387036][bookmark: _Hlk82015560][bookmark: _Hlk81931586]Virtual characters depend primarily on interaction and proliferation to draw consumers into their virtual worlds. (Kubey 1990， Larson 1990 P116). Traditional design animation characters combine the normal aesthetic shape with flexible animation to cater to public aesthetic feelings, which is still on style now. However, combined with rich practical content, theory and practical life are required to be closely linked to achieve the purpose of mutual conversion. By contrast, the anti-traditional aesthetic mainly breaks through the normal aesthetic shape. For example, Picasso's paintings are abstract and difficult to understand, but there are still some artists know how to appreciate these types of characters. For example, The Weeping Woman by Picasso, which looks very disorderly. The woman eyes, nose and lips are completely misplaced, and the facial contour structure is also distorted and broken. Actually, this design shows the painful and helpless people in the bottom society, but it integrates Picasso’s cubism and surreal style. Although some animation aesthetic is lower than the normal level, their spirit essence is popular. Beauty and the Beast and Monsters University are not attractive, but they can attract people with the ugly-ass. If characters in the animation are all beautiful, the animation will lose the variety. Due to the lack of strict aesthetic category and argumentation means, anti-traditional animation lacks aesthetic system and monograph like normal aesthetics, and many normal aesthetic views are scattered in various improvisational art comments. As Laurel (1991) stated that ‘a same phenomenon happens to virtual characters where consumer goes through the identical type of emotions response and believe in characters.’ It can be derived that the normal aesthetic animation is more practical, because their character design adapts many ways and very vivid. In addition, normal aesthetic designers have high animation training. If designers are not hard-working, their work quality will be very low. Therefore, designers often start from individual aesthetic experience to find unique rules that artistic practice is different from scientific understanding, and this is the contrast between the anti-traditional aesthetic and the normal aesthetic.

3. Conclusion
[bookmark: _Hlk80618170]To sum up, compared with the normal animation character design, anti-traditional characters also have many advantages, the most important thing is that the anti-traditional characters allow the designers to have a full imagination. When designers are drawing anti-traditional characters, their goal is to make them exaggerate, independent and abstract as much as possible. Therefore, this kind of animation will be more creative and useful, and will attract more people to enjoy this kind of design in the future.

Reference List 
[bookmark: _Hlk80386973][bookmark: _Hlk80387077][bookmark: _Hlk80387198]Kubey, R. and Larson, R. (1990). The use and experience of the new video media among children and young adolescents. Commun. Res. 17(1): 107-130.
Laurel, B. (1991). Computers as theatre. MA: Addison Wesley. 7 (1): 28-31.
[bookmark: _Hlk80384619]Norman, DA. (2005). Emotional Design: Why We Love (or Hate) Everyday Things. New York: Basic Books. 21(1):48-55.
[bookmark: _Hlk80386504][bookmark: _Hlk80384027]Steuer, J. (1992). Defining virtual reality: Dimensions determining telepresence. J. Commun. 42(4):73-93.
Yu, YL. (2012). The Multivariate Impact of the Digital Games. Taipei: San Shi Chuang She. 16(1): 98-103.

‘Generally speaking, the emotion provided by virtual characters are become involved, which may expand the dissimilar background of consumers on the same project into further feelings and thoughts, also stimulate continuous participation’ (Steuer 1992). 
‘Consumers want to feel when interacting with virtual characters, and seek some form of emotional payoff when consumers get enough accurate information when participating in character design’ (Yu 2009).
Shindo (2006) believes that ‘the essential part of virtual character design involves different aspects, like concept, appearance, personality, theme and name’. 
Kubey and Larson (1990) remind that ‘Virtual characters mainly rely on diffusion and interaction to attract people into their virtual worlds’.
As Laurel (1991) stated that ‘a same phenomenon happens to virtual characters where consumer goes through the identical type of emotions response and believe in characters.’
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