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Abstract

The aim of my chosen criteria and study of this area is to provide myself with sufficient and thorough knowledge of anthropomorphism, vulpines, technological impacts, and dystopian trends understanding why and how it impacts human & creature design in art & animation.

This will provide me with artistic influence, anatomical & unique design perspectives, and finally the reasoning as to why anthropomorphic beings are portrayed in such a unique way and how it will help me in developing a compelling character for CHIMERA.

Using the information obtained by doing the research methodology will inform me on how I will create my creature or being, one of the main aims for me is to find out why anthropomorphic designs are so commonly used in animations, films, and games in the modern day.

The proposed purpose of this research is to have many design ideas and influences from anthropomorphism that I can incorporate into my final design.
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introduction

The chosen subject area I decided to focus on is anthropomorphism as it is one of the most diverse forms of character design and I feel like it will help me the most in designing and achieving a unique character design.

My goal is to design a character that is set in the future where biomechanical and cybernetics create new advancements and species, causing the person to become super intelligent, hyper-aware and allowing the character to create holograms from cybernetic tech.

Research

Technological Impact in Animation and Film.

Technology has had a profound impact on the field of animation, transforming it from traditional hand-drawn techniques to highly sophisticated and versatile digital processes.
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2D Animation Software:
The advent of computer software, such as Adobe Animate, Toon Boom Harmony, and others, has allowed animators to create 2D animations digitally, this has streamlined the animation process and made it more accessible.

3D Animation Software: 
Computer-generated imagery (CGI) and 3D animation software like Autodesk Maya, Blender, and Pixar's Render Man have revolutionised animation; these tools enable the creation of three-dimensional characters and environments, providing a more realistic and dynamic visual experience.

Digital Drawing Tablets:
Drawing tablets and styluses have replaced traditional pen and paper for many animators, these devices offer precision and control, making it easier to create detailed and expressive animations directly on a digital surface.

Motion Capture Technology:
Motion capture involves recording the movements of real actors and translating them into digital animations, this technology, used in films like Avatar and The Polar Express, allows for realistic and nuanced character movements.

Virtual Reality (VR) and Augmented Reality (AR):
VR and AR technologies are increasingly being used to create immersive and interactive animated experiences. VR, in particular, allows users to enter animated worlds and interact with characters and environments in new ways.

Render Farms:
High-performance computing and render farms have significantly reduced the time required to render complex 3D animations, this has enabled studios to produce more detailed and visually stunning animated content.

Simulation and Physics Engines:
Simulation tools and physics engines, such as those used in fluid dynamics and cloth simulation, contribute to more realistic and dynamic animations, these technologies enhance the believability of animated characters and environments.

Internet and Digital Distribution:
The internet has transformed the distribution of animated content, streaming platforms and online video-sharing sites provide animators with new avenues to showcase their work, reaching global audiences with greater ease.

AI and Machine Learning:
Artificial intelligence (AI) and machine learning are being integrated into animation processes to automate certain tasks, enhance character interactions, and improve the efficiency of animation production.

Storyboarding and Previsualization Software:
Advanced software tools for storyboarding and previsualization help animators plan and visualise scenes more effectively, streamlining the production process and reducing the need for extensive reshooting.




Global Collaboration Tools:
Animation projects often involve collaboration among artists and teams located around the world, cloud-based collaboration tools and project management software facilitate seamless communication and coordination among team members.

The ongoing evolution of technology continues to shape the landscape of animation, offering new possibilities for storytelling, creativity, and collaboration.

As technology advances, animators can explore innovative techniques and deliver even more captivating and immersive animated experiences.

Dystopia in Film & TV

Dystopia in film refers to the portrayal of an imagined society or world that is undesirable or frightening. 

Dystopian films often depict a future where societal, political, environmental, or technological conditions have deteriorated, leading to a bleak and oppressive existence for the inhabitants. 
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These films explore themes of authoritarianism, loss of individual freedoms, societal control, and the consequences of unchecked power.

Totalitarian Rule:
Dystopian films frequently feature oppressive governments or ruling bodies that exercise complete control over the populace. Citizens may live in fear and conformity under strict regimes.

Surveillance and Loss of Privacy:
Surveillance technologies and loss of personal privacy are common themes. Governments or powerful entities often monitor every aspect of citizens' lives, leading to a lack of autonomy.

Environmental Degradation:
Many dystopian films explore the consequences of environmental neglect, portraying polluted landscapes, ecological disasters, and a world on the brink of collapse due to human actions.

Social Inequality:
Dystopian societies often exhibit extreme social stratification, with a stark divide between the privileged elite and the oppressed masses where the privileged may live in luxury while the majority struggle in poverty.

Loss of Individuality:
In dystopian worlds, individuality and personal freedoms are often suppressed, characters may conform to strict societal norms, and any deviation from the norm is met with punishment.

Technological Control:
Advanced technologies may be used as tools of control and oppression, dystopian films often explore the dark side of technological advancements, such as surveillance drones, AI control systems, and invasive biotechnologies.

Resistance and Rebellion:
The narrative of dystopian films frequently involves protagonists who resist the oppressive system, sparking rebellions or revolutions. These characters challenge the status quo in pursuit of freedom and justice.

Post-Apocalyptic Settings:
Some dystopian films depict a world that has undergone a catastrophic event, such as a nuclear war, pandemic, or environmental collapse, the aftermath of these events contributes to the dystopian conditions.


Loss of Humanity:
Dystopian films often explore the dehumanising effects of oppressive systems, where individuals may lose their empathy, compassion, or sense of morality in the pursuit of survival or power.

Examples of dystopian films include classics like 1984, Brazil, and Blade Runner, as well as more recent entries like The Hunger Games, Children of Men, and Snowpiercer.

Dystopian storytelling allows filmmakers to comment on contemporary social, political, and technological issues, offering a reflection on the potential consequences of certain paths societies might take.

Vulpine & Fox Anatomy

The anatomy of a vulpine creature, like a fox, includes various features that are adapted to their lifestyle and environment combined with a human form.
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Size and Shape:
   - Foxes are generally small to medium-sized mammals.
   - They have a slender and agile body, which helps them move quickly.

Fur:
   - Foxes have a distinctive fur coat that varies in colour depending on the species. Common colours include red, grey, silver, and even black.
   - The fur helps insulate them from cold temperatures.

Head:
   - Foxes have a pointed muzzle.
   - Their ears are large and triangular.
   - The eyes are typically vertically oriented and well-adapted for low light conditions.

Tail:
   - One of the notable features of foxes is their bushy tail, which is often long and serves various purposes.

   - The tail helps with balance, especially when hunting or navigating uneven terrain.

   - Foxes are known for their ability to brush their tails, which can be used for communication or to keep warm.

Limbs and Paws:
   - Foxes have four legs with non-retractable claws.

   - Their paws are adapted for digging, as foxes are known to dig burrows, or dens, for shelter and raising their young.

Teeth:
   - Foxes have a set of sharp teeth adapted for a carnivorous diet. 

They are omnivores, feeding on a variety of foods, including small mammals, birds, insects, fruits, and berries.

Senses:
   - Foxes have keen senses, particularly a well-developed sense of hearing and 

Smell.
   - Their eyesight is adapted to low light conditions, aiding them during dawn and dusk when they are most active.

Behavioural Adaptations:
   - Foxes are known for their intelligence and cunning behaviour, traits that have contributed to their portrayal in folklore and literature.

It's important to note that there are different species of foxes, and their specific anatomical features can vary.

The most common fox species include the red fox, grey fox, arctic fox, and fennec fox whilst each has adaptations that suit its particular environment and lifestyle.

Anthropomorphism

Anthropomorphism is the attribution of human characteristics, emotions, or behaviours to non-human entities, often animals or objects. 
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This involves ascribing human traits such as emotions, intentions, or consciousness to things that are not human.

For example, when people give human-like qualities to their pets, like saying a dog looks happy or sad, or when characters in stories or cartoons are portrayed with human-like emotions and personalities, that's anthropomorphism.

The term is derived from the Greek words anthropos, meaning human, and morphe, meaning form. Anthropomorphism is a common literary and artistic device used to make non-human entities more relatable and understandable to humans.

It can serve various purposes, such as making stories more engaging, conveying complex ideas, or facilitating emotional connections between humans and the depicted entities.

Anthropomorphic Fursuiters

Anthropomorphic fursuiters, although might seem ambiguous at first have been seen as a case study in more recent years although the movement started in the 1970s, more recently from 2010 onwards has the analysis of anthropometric data been a lot more prominent.
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What is now widely known as Furry fandom is a subculture of people that is interested in anthropomorphic animal characters, for example, attributes including exhibiting human intelligence and facial expressions.

Although the modernization of the furry fandom may look different now, at its core there have been many interpretations and iterations within anthropomorphic beings ranging back to the 1930s with characters such as Mickey Mouse and Looney Tunes.

A lot of the inspiration for these types of characters came from films such as Watership Down and Kimba, The White Lion, these cartoon anthropomorphic animals are often cited as the earliest inspiration of the fandom.

Artistic Interpretations & inspirations:

Some of the inspiration for my character design comes from animated TV series, two of them being Cyberpunk: Edgerunners and Beastars.

Edgerunners 2077 was my first inspiration was the neo-dystopian world of Cyberpunk and how its development has shaped people's thinking of the theme & aesthetic, although similar to its dystopian predecessors such as Blade Runner and Blade Runner 2049, Edgerunners has a more extreme, over-the-top, and action-packed spin on the genre.
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Setting: The anime is set in the same futuristic, dystopian world as the Cyberpunk 2077 video game.

This world is characterised by advanced technology, cybernetic enhancements, and a society marked by extreme social inequality.

Storyline::Cyberpunk: Edgerunners follows a new story within the Cyberpunk universe. It explores the lives of a group called edge runners, individuals who operate on the fringes of society, taking on various jobs and missions in dangerous and high-tech environments.

Animation Studio:Studio Trigger is known for its dynamic and visually striking animation style. Fans of the studio's previous works can expect a unique and visually impressive take on the Cyberpunk genre.

Collaboration: The collaboration between CD Projekt and Studio Trigger brings together the expertise of a video game development studio with a renowned animation studio. 

Beastars: is a Japanese manga series written and illustrated by Paru Itagaki, the series, which falls into the genres of drama, romance, and fantasy, was serialised in the manga magazine Weekly Shōnen Champion.
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Plot Summary: Beastars is set in a world populated by anthropomorphic animals, where carnivores and herbivores coexist.

The story primarily takes place at Cherryton Academy, where the students, who are animals, face the challenges of adolescence along with the added layer of a society struggling with its instincts and prejudices.

The plot revolves around Legoshi, a large and timid grey wolf who is a member of the school's drama club. Legoshi finds himself caught up in a series of events after the murder of a herbivore student, Tem the alpaca.

This incident raises tensions between carnivores and herbivores at Cherryton Academy, and it leads to a deeper exploration of the characters' relationships, societal norms, and the struggle for identity.

Societal Prejudices: The series delves into the prejudices and stereotypes that exist between carnivores and herbivores, reflecting on real-world issues of discrimination and social tension.

Identity and Self-Discovery: Characters in Beastars grapple with their own identities, desires, and instincts, questioning societal expectations and norms.

Romance and Relationships: The story features complex relationships, especially between Legoshi, the wolf, and Haru, a small rabbit. 

Their interactions challenge societal expectations and explore the complexities of interspecies relationships.

Nature vs. Nurture: The series explores whether an individual's actions are predetermined by their instincts or shaped by their environment and personal choices.

The anime faithfully adapts the manga and received praise for its animation quality and handling of the source material.

Beastars has been well-received for its thought-provoking narrative, unique premise, and nuanced characters. It has found a diverse audience, appealing to fans of drama, romance, and societal commentary.

Proposal Plan

Character Narrative: Ratchet

In the future where all seems bleak and gang wars are plenty, where the rich rule the world and the pawns play victim, a bankrupt city takes all kinds of people, even criminals.

The Liberty was born of free people & brokers who fight for freedom and sell illegal goods, spyware, and freeware to take up arms to dismantle worldwide corruption and corporations, even selling goods to the underbelly where the rats play fiddle to the parasites below.

To obtain world domination by Nightcity’s rule, The Liberty’s finest soldier was captured and taken by force, mutilated, experimented, and twisted in the sickest ways possible.

Ratchet, as he was once called now knows not who he once was, losing his friends, family, and finally…himself, after being used in combat to cause mass genocide he finally escaped his captives, only to exist as a walking ghost of his former self.

After roaming the Night City for days alone and broken, he found a home in the slums where Ratchet sold illegal cybernetic implants to make ends meet, plotting schemes before sleep every night in a gloomy smoke-ridden alley under neon lights.



Character Design: Ratchet

The CHIMERA character is called Ratchet due to his ingenuity and also a reference to fixing his own cybernetic enhancements and being an expert cybertech hacker.

I have a few checkboxes that I want to tick in terms of aesthetic and character design. I want my character to be fair in stature, delicate, mystical, stealth and cunning to give the feeling of royalty and superiority.

The colours I am aiming for are dark tones, muted colours, and camouflage, this will help the character blend in and show off their personality, and picking the right colours will be crucial in achieving this goal.

To achieve this portrayal I have in mind I will be focusing my attention on cybernetics designs that provide Spectrum Vision, Neural-implants, Body alteration, and Cybernetic limbs as they seem a closer fit to what I have in mind for my character.

For all of this to work I must maintain a level of realism, exaggeration, futurism, and dystopia in the design, this will also include cyberware and incorporate both humanoid & beast anatomy.

The reason for choosing a vulpine is for the acute hearing abilities, a tail for balance, excellent eyesight, and an extremely good sense of smell, all of which are excellent traits for an assassin type of character.

Design decisions:

Cybernetics
· Spectrum Vision
· Neural Implant
· Body Alteration
· Cybernetic Limbs

Beast DNA & Anatomy
· Vulpine/Fox

Human Anatomy
· Female/Male Anatomical mix






Character Modelling: Ratchet

To achieve this, I will need to have a narrative written out so I will have a better understanding of the world and environment the character will be in, this helps flesh out what physiology and characteristics the character would have.

Once the narrative is written I will start drafting up concept art and make sure that the design is in line with my creative vision and the goals I set for myself.

After I draw up all the concept art and design choices I’m happy with, I will be green-lighting myself and moving on to finalising the overall character design and making any final edits where I feel it's appropriate.

The next step is for me to start sculpting the model in Zbrush, using different sculpting materials and tools to create more organic or hardbody aesthetics, as well as retopologizing the model to 15k polygons so the model can become rigged and animated in Maya.

Once the 3D sculpt is made and retopologized it will then be greenlit for texturing which will include UV unwrapping the model in Maya and then moving the sculpt to Substance Painter for painting 2D & 3D textures and finalising the textures by baking shaders.

Software Considerations

If for some reason I have an issue rigging the character due to polygon count and the UV unwrapping textures are broken in Maya then Blender is a consideration to swap to for that specific section of the development process.

Software Requirements
· Photoshop
· Zbrush
· Maya
· Substance Painter
· Unreal Engine 5
· Nuke
· After Effects







Evaluation and Conclusion

From what I’ve researched about anthropomorphism, the core root of its design is to create relatability in the appearance of something different from us, if we are to perceive a likeness to a character, the design in question has a higher chance of being received more positively.

A Vulpine/human hybrid seems like the perfect fit for an anthropomorphic adaptation that is used as a military assassin as vulpines are often seen in folklore as cunning and mysterious creatures so it seems fitting that I would design a character with those traits in mind.

For the dystopian setting, I felt like it was important to implement into the character design as it has a lot of societal and environmental relevance, allowing for a more immersive world in which the viewer or audience could imagine being that isn’t too far removed from reality.

Using Cyberpunk and Beastars as inspiration I believe I am able to merge these two genre specific designs together and create something rather unique.

Something which we haven’t really seen all that often, a cybernetic anthropomorphic vulpine and human hybrid that was used as an experiment and later on as an assassin and cybertech hacker.

I believe that I will be able to create a design that is not only compelling from an artistic & scientology perspective but also culturally relevant to our modern society and how character designs have changed over the generations.

My design will not only be a lot different from anything you have seen before but it will help people think out of the box in terms of what is possible with creatures, beings, and objects in our world and not limit our imagination.
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