Understanding Simplified Anatomy and Character Design
Sean Luke Hamer – P140912

Understanding Simplified Anatomy and Character Design 
	 Sean Luke Hamer

	Swansea College of Art, UWTSD

	lukehamer96@gmail.com

	


This is the abstract. This is the abstract. This is the abstract. This is the abstract. This is the abstract. This is the abstract. This is the abstract. 

Simplified Anatomy, Character Shapes, 3D Sculpting, Character Design.
1. Introduction
This report is going to look into and break down the fundamentals used within certain practices of character design and analyse why and how these tropes and methods work in character design, looking into basic character shapes from professional practices with examples from both Disney and Pixar in 2D and 3D mediums, notable characters from the 1990-2010’s will be researched and developed then try to effectively carry out basic designs for characters of my own creation, finalising with a 3D turntable of a character’s silhouette and then collecting feedback from individuals to see if characterised aspects and design choices are captured within a character with no detailing or expressions, testing my own ability to create a shell of a character with little design work, attempting to portray gender, age, and personality from just a static blank asset.
2. METHODOLOGY
To captivate design within a Character at its most basic form, creating a simplified character shape with little to no detail will be created to test what an individual can gather from a character without actually seeing detail or specifics, from a designers stand point this is an important aspect to have in any work from an artistic design sense.
During the research for this project, iconic characters from various medias will be looked into and analysed and broken down to help understand why these characters are designed that way they are.
The effectiveness of these design choices will be tested by creating a basic character asset within a 3D format and render out a turn-tabled silhouette and showing it to a collection of people to get comments about what they think is illustrated by the shape of the character, this will be monitored by creating a list of a few key words about each silhouette and seeing if any of those characteristics come back up when collecting the feedback, from the audience.
Another comparison can be made to test my own ability as a character artist if a silhouette of an existing character is created and recognised, then compared with a secondary silhouette of my own creation with similar characteristics but a different shape following the fundamentals learned from the research from a design basis.

This is the body when looking into the research for this project I will be taking a constructivist approach as the outcome of this research will be fairly based on the interpretation and understanding from an individual or collective due to this being a design based proposal following the feeling and look of a character for an individual’s opinion on an artistic piece.
Once the research is complete and the assets have been created using the information gathered and applied to my own ability feedback for the following character types will be collected:

2.1 Strong-Man Archetype
2.1.1- What is the gender of the silhouette? 

Answer: Male
2.1.2- What is the personality of the silhouette?
Answer: Positive 
2.1.3- How old is the character in the silhouette? 

Answer: Middle-Aged (45-65)
2.2 Rotund Child Archetype 
2.2.1 What is the gender of the silhouette? 

Answer: Male
2.2.2 What is the personality of the silhouette?
Answer: Aggressive 
2.2.3 How old is the character in the silhouette? 

Answer: Adolescent (10-19)
2.3 Hour-Glass Female Archetype
2.3.1 What is the gender of the silhouette? 

Answer: Female
2.3.2 What is the personality of the silhouette?
Answer: Goofy/Fun 
2.3.3 How old is the character in the silhouette? 

Answer: Young Adult (18-35)
To start the research off I propose the analysis and feedback on 3 basic character shapes, the 3 proposed shapes to look into are: Inverted Triangle, Circle/Barrel shaped and Hour-glass shaped, these shapes will be exaggerated within the shape of the initial character silhouette, characters of similar shapes will be researched as will character shapes of a more complex nature, If successful further iterations of more complex character shapes will be included in the experiment of the  report to reach a creative conclusion.  
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Figure 1: Chosen three base shapes to develop shown above.
The three images shown in Figure 1 are the three chosen shapes to develop over the course of this project, the use of these shapes specifically is due to the popular character types being a strong character, a rotund character and an hour-glass character, as they are fairly basic, it will test the design to see if it is possible to create characters with personalities through design, by removing most of the detail and letting the character’s shape and body language express the desired information.
3. Critical and contextual review
4. Project-specific research
To help get an understanding on the fundamentals of character design, and look into what makes a “good” character design, what areas does a designer have to look into to push the designs of their characters, and why certain character tropes work and make very good character, as well as look into some existing characters as examples and analyse their characteristics including as to why those characters were designed in the way that they are.
This research will help with the identification of basic character shapes to help exaggerate certain aspects of characters and how they communicate those traits to the viewers. Some examples can be found online that have character break downs into the general shapes as used within a professional production. (See Figure 2.) 
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Figure 2: Ricky Nierva’s Character Break downs from Pixar’s Up (2009) 
Figure 1 shows the basic shapes that I wish to look into, there are many examples of this online that will be included in the portfolio accompanied with this document, Figure 2 is a reference sheet created by Ricky Nierva, the product designer for Pixar’s Up, A popular movie that won many awards for best and favourite animated movie in 2010, this movies characters are very well characterised in that all the characters even from a basic design stand point can tell a lot about the characters themselves, it’s interesting to note that the shapes shown in Figure 2 are not all the same as the characters in the movie, most notably is Lewis’ character, who above is represented by the inverted teardrop shape, the character above represented as Lewis is actually the character Russel who takes on much more of a rounded shape with smaller feet than as is illustrated in Figure 2.
4.1. Design of Existing Characters
Other popular characters will be looked at and analysed individually to help with this study, characters included in the focus of the research will cover character from other medias such as film, animation for both 2D and 3D formats, video games, and comic book, the main focus of the report being basic character shapes and how they are used.
After the gathered information is analysed and understood, questions like, why is a character designed this way? how does it work with and benefit the character? And does it make the character easily recognisable? If a designer can strongly answer these questions when thinking about a new character, it should help for a stronger design for the character as a whole. 

5. Definition of proposed outcomes
While not every character will or can follow this method of character shape to push a design, this practice can be applied in the same effective ways to specific areas of characters like facial and head shapes as well as appendages, depending on what is needed by a designer. 
This study could help readers to understand more about a difficult area with character design, being how to give a character a more characterised aesthetic and personality in which a lot of people over look as an audience.

The research that will be undertaken will help my own understanding with the creation and design of more relatable characters with a noticeably better look to them, having easily understood characters and continue to take that information into consideration with future projects and develop more as a character artist.
As for the final feedback from the testing with basic silhouettes, I think that it will go fairly effectively for the bulk of the information as I am confident in my own ability as a character artist to effectively represent this information on a 3D platform and get the desired feedback from what I already know about the subject, however, I understand that I need to delve more into the subject using the research I have already collected in preparation for the next step for this proposal. 
6. Results

7. Evaluation and Conclusions
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