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Project Introduction

For my dissertation, | would like to investigate the effectiveness of the 7 elements [1] of
designin storytelling and if narrative can be communicated through the design of
characters and environments within video games. | will research into the different
elements of design, such as line, shape, form, colour, texture, space, and value to
discover which of them is most effective atincreasing player immersion and story
plausibility visually.

Furthermore, | plan on researching games that are successful for their style, characters
and story and find connections between the 7 elements of design or discover new
techniques that they use. For example, Elden Ring is a game that is highly successful
forits design and storytelling. | will investigate the reason behind why its designs are so
successful and unique compared to others, and how | can learn from this to expand on
my own designs and prove my theory that narrative can also be shown through visual
design.

An example of this, as supported by an article from G2A, “In Elden Ring, this grim
atmosphere complements perfectly the highly developed, mythically inspired lore,
creating a cohesive and immersive experience that absorbs players completely.” [1]
The article discusses the various reasons behind the video game ‘Elden Ring’s’ [2]
success, one of which being its visual design and aesthetics, mentioningthat it
complements the narrative of the game, creating an immersive experience for players.

o

(Image 1: Elden Ring Landscape [1]).




Identifying the problem

Regardless of the game's gameplay or graphics, some games fail in the industry due to
their character and environment designs. One such example of this is the game
‘Concord’[3]. An article from Forbes supports this, mentioning “A core problem with
the game is that it’s just...viscerally unappealing” [4]. Sony’s decision to make
Concord a paid game out of the gate, with no appealing designs to go with it,
ultimately made the release a failure, and the game was shut down a month after
release, with the developer even offering refunds to players who purchased the
game. [5]

(Image 2 : Concord Characters [2]).

Comparing this to a game like ‘Genshin Impact’ [6] for example, which is one of the
most successful mobile and PC games, generating a $6.3 billion revenue since
release [7] and considered to be the ‘world's top grossing mobile game in 2022’ [8].
You can see the importance of good character designs. This theory is supported by
the game's earnings, for example, despite the games free-to-play nature, players
have spent thousands on the game. In its first year, the game earned a “jaw-dropping
$3.7 billion” [9] on player revenue, the "highest for any game in history” [9]. Thisis
thanks to the games beautiful character designs, which players pay to collect through
the Gacha mechanic.




t
(Image 3 : Genshin Impact Official Art [3]).

Aims of the project

My objectives of the project are to utilise the 7 elements of design to expand on the
narrative of game characters and environments. | plan on researching various
techniques within the 7 elements of design and discover what they are used forand
how | can expand on this in a videogame environment, furthering player experience and
gameplay.

(Image 4: 7 Elements of Design [4]).




SMART objectives

¢ To prove that good visual design can not only improve player immersion, but also
expand on narrative

e To discover techniques within design that can be utilised for visual storytelling

¢ Learn the 7 elements of design and how they can be used in video game design

* Research games with highly successful designs and stories and find
connections between them and why they are successful

Why is this topic worth investigating?

Mastering appealing game aesthetic design, especially character design is an important
necessity for the success of many games. By researching the methods to do this, | can
find ways to utilise this to improve player experience and immersion and prove the
importance of concept designers in the Games development team. Furthermore, | can
improve my own skills in character design, benefitting from new knowledge to further
my career in this field.

Deliverables
The outcomes of the project:

s Aportfolio of successful character designs and concept art, developed from
player feedback and research

* Projectreport of all research, processes, failed attempts and conclusions
showing my progress through the project

¢ Document summarising my findings and my research outcomes. Demonstrating
what | have learnt through my research and showing how certain designs work
better than others in games with strong story, and how these designs can add
value to the narrative of the game.

¢ 3-5welldesigned and in-depth characters with concept art and backstory,
showcasing narrative and personality through their design.

Use of written work and research

Theresearch conducted will investigate different methods to improve narrative through
character design. Methods such as the 7 elements of design will be researched and
utilised in the practical aspect of the project. Furthermore, | will investigate games with




successful character designs and aesthetic appeal, versus non successful games and
use my findings to prove my theory, as well as improve my designs.

Previous research in this field

A blog by CG Spectrum investigates the different values that make up a good character
design. They mention many of the seven elements of design, theorising that these can
improve a character's appearance and recognisability for a game. For example, one of
the seven elements of design is silhouette, which they mention “When all details have
been removed, does the character's silhouette still quickly identify them? (As an
example, think about Mickey Mouse's simple but highly recognizable silhouette.)” [10]

Furthermore, they mention that another important factor of character design is
costume- “Does the character dress in a way that is authentic with their characteristics
and story? Does it work with their environment?” [10] this statement relates to my
theory of character aesthetics bare important for narrative as well, and how narrative
can be told through visual design.

A study blog on Narrative art [2] suggests that “Everyone can relate to art that tells a
story, and so narrative art is an excellent vehicle for engaging audiences"[11]. With this
in mind, videogames could improve their narrative and player-immersion experience
through visual design alone.

Topic Familiarity

This project will help me refine my skills as well as learn new things specific for concept
art and character design and how it can be used to improve a game’s worldbuilding and
player experience. This will teach me the skills needed to getinto a career in concept
art as | will have researched this topic specifically thoroughly.

While | have strong skills in art as well as character design and storytelling, | have not
researched in depth into the elements of design and how they can be used, especially
in relation to storytelling in a videogame setting.




Literature review

Katherine, |. (2016) How Games Move us, Emotion by Design. “Chapter 1-A
series of Interesting Choices: The Building Blocks of Emotional Design”, p.11-20. The
MIT Press, Massachusetts Institute of Technology. [12]

This section of the book discusses the effect video game avatars can have on players
emotionally and how the design, qualities and player experience can build the
character.

Marianne, K. Jeannie, N. (2006) Game Story & Character Development. “Chapter
1-The History of Story: How we’ve evolved as storytellers”, p.4-14. Cengage Learning,
Delmar Cengage Learning. [13]

This chapter discusses how stories and narrative have been told through history using
different methods of visuals, such as art and television.

Marianne, K. Jeannie, N. (2006) Game Story & Character Development. “Chapter
4 - Game Storytelling Devices: integrating game-specific elements into a story”, p.90.
Cengage Learning, Delmar Cengage Learning. [13]

This page ofthe book discusses character customisation and its effects on player
experience. This could be useful for my research as itinvolves how players react to
specific designs and their connection to a character.

Marianne, K. Jeannie, N. (2006) Game Story & Character Development. “Chapter
6 — Character Development: Building Compelling Characters”, p.147. Cengage
Learning, Delmar Cengage Learning. [13]

Discusses the importance of visuals in character development and how they may affect
the player's experience. | will compare this to other sources regarding character design
to seeif design for videogames may differ from outside sources.

Jim, T. (2007) The Computer Game Design Course. “Chapter 1- Design Theory”,
p.58. Thames & Hudson, Quarto Publishing plc. [14]




This section discusses the growing importance of storytelling and how narrative
structure should be created. This can benefit what | am researching as | may find links
to aesthetic design through this.

Jim, T. (2007) The Computer Game Design Course. “Chapter 2 - Design
Process”, p.94. Thames & Hudson, Quarto Publishing plc. [14]

Emphasises the importance of populating the game world with in-depth character
designs. It discusses visual aesthetics, character backstory and their behaviours. This
will benefit me as | can learn more on how a good videogame character is made and
apply that knowledge to visual design.

Selection of Models & Concept

-The 7 Elements of Design [1]: The seven Elements of design are the fundamental
building blocks of visual composition used by artists and designers.

-Narrative Art [2]: The art of depicting or narrating a story through visual design
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