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1. Introduction
This proposal will outline the aims of my chosen subject of research. 
During this time populated by CG/Animated films there is a variety of creative styles and differences, particularly with the modelling style of the characters within said films. There are many examples available showing it as a popular common practice to use a more stylized approach in designing and modelling their cast. Of course this means every model within the film will be stylised and not just the characters, but the particular area I’m looking into is character design itself. These choices are shown mainly within fully animated films, such as ‘MegaMind’ (TomMcGrath, 2010). Within this film all characters do not follow anatomy and facial features that would be considered realistic. such as, human characters having elongated heads and exaggerated features, almost like caricatures. This begs the question, why are these design choices made.
Before this can be answered, the design process itself must be deeply examined to discover the appeal of these characters and where it comes from.
Research will be conducted by primarily reading books and journals based around the creation and design of appealing characters. The paper will be split into sub topics that were brought up whilst the initial research took place, writing up the discoveries of these subtopics and how they can or are applied to character design. Some aspects of research may dip into the marketing side of design choice if it becomes relevant to the research and methodology.
My research started with trying to discover how stylized characters are made and why they are made to look stylized. Through discussion on this topic with peers this brought the thought that they’re made to be more appealing which drags in a larger audience. Investigating into this idea, a post was found by Maree Railton on the exanimate website, an article titled ‘The Art of Designing Appealing Characters for Your Animation’ (Dec 18, 2015) within this she brings up Shape Theory and Colour Theory, both of which are only talked about sparsely, outlining only a few important points on the topics. This is not enough for me to be satisfied with as there is not enough information to enable someone to put it into much use, the piece just stated the theories and has some explanation of them. However, as pointed out by herself at the end of the article “The above points are a solid starting ground...” to which she is right. Based off this article, research continued, expanding the search beyond simply asking how characters are made to be appealing but digging deeper into that, this lead to more interesting studies, journals and articles. They delve into the theories that are essential to character design, some of which discuss why certain attributes are appealing, giving more answers and understanding to the topic of shape theory which so far seems to be the main force behind character design. 

2. Research
Character design is a complex process which takes time, there is much more to be considered than just how to make the character look good. An artist may go through many iterations of a single character before deciding upon what is best for what they are being designed for.
On the site ‘Graphic mama’ Bilyana mentions David Colman, an Emmy winning character designer, story artist and art director for studios such as Sony pictures and Disney, she speaks of his research and practice claiming that “Facial expression is really secondary when reading a character. First thing to notice is the face shape, posture and body language” 
This quote suggests that starting with a silhouette when designing a character is a good way to try convey the characters personality without detail, this gives an opportunity to present as much detail about a character in as little time as possible. For example, Ben Mauro, a concept artist for Sony Pictures uses this in his practice via black silhouettes as seen in figure 1
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Figure 1

To me these give off the impression of some alien-like species, a few perhaps convey a  villainous, mercenary tone and two more friendly, one of which looks somewhat like they play a role of a doctor or medical professional within the world they live. The silhouettes instantly give an idea of who the characters are without giving any inner detail. This is important to do when designing a character, because it enables a viewer to understand the character without having to show who they are and what they’re like through an added elaborate story which would divert from the main story you’re trying to tell and ultimately its message.
To understand the impressions that silhouettes give, shape theory will be further investigated to find out why shapes or characteristics are perceived in certain ways. This will be applied to my own practice, creating a series of varying silhouettes in an attempt to apply the theories around character design. Creating visuals that convey characters with impressions of villainy and heroism along with other traits that we give characters. Starting off with basics that aren’t too complicated to see if they give intended impressions. More complicated silhouettes will then be created to see if the impressions are still present, this will then be applied to 3D by means of showing examples of stylized and realistic characters and examine whether shapes used within the designs covey who the characters are. These examples will be procured from films and analysed with the possible use of draw overs, pointing out particular shape language if applicable.




3. Proposed Methodology
Within the realms of research there is a multiple choice of how the research and information will be gathered and presented. Research based around creative arts have many options on how this could be achieved. Whether this be through case studies or focus groups like many other forms of research use. However, creative arts, particularly commercial arts, is highly based upon opinion and reaction. This factor drives research more towards Qualitative research, conducting analytical work upon others art as a way of studying them, as well as studying the chosen practice and theories surrounding it, which in this case is character design. To then truly gain a better understanding of the research and newly found knowledge, research practice must take place to apply what has been discovered.
“Making art is an important means of understanding art” (Dr.J. Sjoberg), An important part of understanding and providing greater insight into methods of creating visually and intellectually captivating character designs and how these theories are applied to them. Practice itself allows for a more direct approach of research rather than dissection alone, it forces engaging creation, enabling the creator to better analyse the work and themselves in the process.
This requires interpretation of theories and art, then apply it to works, based upon personal understandings from the research gathered.
 “within a given practice, we must be both-and, both readers and writers” (Hannula, Suoranta and Vadén, 2014) 
Whilst delving into the depths of researching design and creating designs ourselves, we must think like the audience as well as the creator, and craft our art into compressible imagery that means something to both. This can be applied well to commercial arts, as creators must think of what they want to see and what an audience wants to see, if they wish their art to be successful in captivating their targeted demographic. Unless of course they are already a well-known and followed artist, whose work is sort after no matter what it is although this is rare, and can be observed through the workings of Hideo Kojima, a Japanese game designer, screen writer, director and producer. In recent years his popularity has grown from his well-developed game series but is unfortunately no longer part of that team. Now his fans eagerly await for his up coming project ‘Death Stranding’ (Release TBA) though there is little information around this game there is much excitement purely because it is being created by Hideo Kojima, an interesting observation that after a while fans will consume any art produced by an artist they have grown to trust and love, something that any artist would wish to achieve in which this paper would be a step towards.
4. Definition of Proposed Outcomes
The proposed outcomes of this research paper lay within results of discovering the many extensive factors that go into the design process of all characters within the industry of entertainment. To discover why the choices are made towards designing characters as ‘Stylised’ rather than creating them as photorealistic, and how those visuals are manipulated to affect the reaction of an audience to a certain character. At the current state of personal knowledge, it is unclear how these theories are applied to live action films, shows and photorealistic animations to which the research that is being proposed will explore and answer.
Finding these answers will provide insight into the industry of animation, films and possibly video games too, increasing employability through the output generated 
[bookmark: _GoBack]by this research. This will be primarily character creation in 2D and 3D, which is greatly sort-after within these respective fields. The outcomes will help myself and the reader make better design choices, considering the theories explored throughout the paper and the audience being presenting to. 	              Understanding these theories and applying them will enable artists to make their characters more appealing as well as being able to convey their story clearly through the design itself, giving a creator the ability to improve their art within their medium of choice, and craft an experience to tell their meaningful story to as many people as possible.
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