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‘Trickster Deity’ - Initial Concepts
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Mind Map
My mind map focused on my chosen theme of ‘Trickster Deity’ and associated concepts. This ranged from gods, spirits and beings from mythology, as well as smaller concepts related to ideas of mythology, spirituality, legends, lies, scoundrels and associated ideas.
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Moodboard - Shape & Aesthetic
Moving onto moodboards, these focused more directly on shape and the feel of the final being - this also begun to introduce colour as a lot of the art I sourced leaned into red, yellow, brown and black colour pallets, with minor inclusions of blues, greys and occasionally greenish hues. This started to set out a general feel for the final character. 
 These images were sourced primarily on Pinterest.
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Moodboard - Animal Inspiration
At this point, I had also decided on a location and basic theming. In general, I was opting for a South American legend, specifically around the region of North Latin America (Mexico > Brazil). I took this opportunity to start exploring real-world animals and their shapes, patterning and the bodily evolution a spirit might’ve developed (evolutionary or for mimicry) if it was native to this region.
 This framework was vital going into silhouette and shape language later on.
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Moodboard - Colour & Texture
This was a quick exploration into how colour and texture could shape the feel of the character, especially if I was focusing on a more spiritual/rural spirit-like design with animalistic features.
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Early Design - Silhouette 
Moving onto character design production, I started with a page of rough silhouette shapes. I took a lot of inspiration from the South American animals I researched and played with how that could be used in the final design. 
 While I was leaning towards a slender, anthropomorphic build for this character, I tried experimenting with rounder shapes and a more animalistic approach to see if I might favour a more cherub/fairy-like design or something more akin to a sphynx. 
 My design progression did stay within the realm of humanoid animals, but I’m very glad I decided to experiment with different shapes as it led to some elements I hadn’t considered yet. 
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Early Design - Exploration of Visual Character
Moving onto rough sketches, I visualised a few variations of the initial concept, not yet sticking to any one particular idea. I liked the animal-ness I had explored so far but felt it was lacking some aspects of the ‘blending into society’ motif I was going for with this character, so I tried out a more human approach. While I didn’t like it, it did help me consider aspects (like clothing) that would help me later to incorporate that human touch.
 I also looked at face shapes, deciding the tapir-like one fit the theme, mystic and was more unique compared to other options. Body shape became a question again too, so I made note of some of the visual preferences to consider when moving onto a more final design.
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Early Design - Exploration of Visual Character
This last exercise was to pull all the small aspects I liked together into a final concept page I could reference as I moved onto a more final visual shape. I was still playing with body shapes too, although I had mostly begun to settle into a slender-but-shapely mix.

At this point, I felt I was starting to get to a place where the character was starting to develop into a final concept, so I left the first half of the project here.
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