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Abstract
1. Introduction

The purpose of this research is to highlight and explain the different techniques for creating high quality photo realistic models, in comparison to low poly cartoon style models and how the way in which a model is designed can trigger different emotional reactions from an audience. Creating 6 models of 3 people in both styles I will conduct a questionnaire and public interviews discussing how the audience feels when viewing each model.
Looking at how emotional activity alters when viewing different 3D character models, I will also explore the uncanny valley hoping to come to a closer understanding where this phenomenon establishes from.


2. Methodology 

The goals of this research is to understand the differences in how an audience can react emotionally between the two styles of photo realistic, and cartoon modelling. And where the uncanny valley takes place. I will conduct an experiment, creating a series of 6 celebrity 3D sculpts, 3 in a photorealistic style, trying to get as close to 100% human likeness as possible. And the same celebrities in a cartoon style. With these rendered images I will present them to the public, via online survey shared through social media. And via public interviews.

I will ask the public a series of questions about their age, ethnicity, gender and current emotion when presented with each figure. Once all responses have been collected, the results will be compiled into a useful guide for 3D artists either striving to achieve or avoid a particular emotional response from an audience through their character design.





	Info
	Task
	Description 

	Develop critical questions to ask.
	construct survey
↓
	www.surveylegend.com

	Develop target audience,
culture, location etc.
	share survey
↓
	Facebook, Instagram, etc.

	
	collect results
↓
	Collecting the data via website.

	
	analyse responses
↓
	Read responses and plan conclusion.

	
	conclude 
↓
	The information I received and if it reached the desired outcome.





3. Project-specific research

I will create three, 3D celebrity portrait models of “Dwayne Johnson”, “Omari Hardwick” and “Curtis Jackson” in a photo realistic style, capturing all the key facial features, I will then diverge and create the same celebrity portraits in a 3D, cartoon style. This time accentuating their facial features.

 Once I have the models rendered into images, I will create a survey online, which will have text responses. By creating a survey and sharing on social media sites, I hope to receive a collection of information that will aid the artist, in understanding the psychological behaviour a 3D model can produce onto an audience. And how they can use it to their advantage when creating characters.




Audience Identification

The way in which an audience will react emotionally depends on a number of variables, for this research I will be focusing on a .few certain variables, I will identify the audience by, Age, Gender, and Ethnicity, to identify the audience by these factors will allow for a greater scope in understanding what features a model has triggers certain feelings and emotions from a viewer. Before asking the project specific questions relating to the models.

What is your age? - This will be a multiple choice based question.
What is your gender? Multiple choice.
Please describe your race/ethnicity?

Questions
I will create a survey forming a series of 5 questions for each model, asking the audience particularly how they feel when presented with each model. By asking the viewer how their                                                                                                                                                                                                                                                                                              emotions are responding, it will give an insight to what particular visual element, drives the changes of emotional response to a character model.
1. When presented with, figure ‘x’ (photo real and cartoon), do you feel uneasy or relaxed? Write a short sentence explaining why.
2. When presented with figure ‘x’ (photo real). What do you think about the model when comparing to ‘x’s name? State why in a brief sentence.
3. When presented with figure ‘x’ (cartoon) what particular aspect of the image identifies the model as a cartoon representation of (x’s name)? State how it makes you feel in one keyword.
4. When presented with, figure ‘x’ (photo real and cartoon) what aspect of the image primarily drives the emotion you feel? I.e. face, eyes.
5. When presented with figure ‘x’ (photo real and cartoon) what does it make you think? And why? Write a brief sentence.

 
Public interviews

Using print outs of the rendered models I will present these to the public. using the same guide of questions as the survey I will also head out into the public eye to collect data, by interviewing people and taking down their response, this will allow   an opportunity to acquire more in depth information from those unwilling or unable to take part in an online survey.

When replicating the human image it is common to fall into the phenomenon “the uncanny valley”, this is the unsettling feeling of being so close to human likeness but yet not quite there. The problem with trying to avoid this is, the more you approach 100% human similarity the closer you approach “the uncanny valley”. With the near infinite number of features that make a human look human it is hard to identify where the uncanny valley effect resides. 
When analysing the responses I will write a conclusion for each question asked within the survey, covering the emotional activity of viewers, explaining what it was about the model that made the viewer feel that particular way.

4. Critical and contextual review 
5. Results
Proposed Outcome

By carrying out these methods of collecting information I hope to receive enough responses to put together an informational guide that 3D character artists can use to create photorealistic or cartoon style models, in a way which their features serve a purpose to trigger certain emotional response from a viewing audience.
If my research does fall into the uncanny valley I will use this as an opportunity to analyse the data received, in a hope to understand what it is that causes an audience to feel this sense of unease when presented with human like 3D characters. 

6. Evaluation & Conclusion.
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