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Dissertation

Introduction
For my dissertation I will be answering the question which is ‘Is Character Design important in Games and in Films?’. I want to find out the importance of character design and how they are affected in their respective genre or production. I am intrigued on how they get ideas for the designs. For this I am linking my dissertation to my Independent project since I am doing the topic on Character Design.

Introduction on characters 
{5} Character design is an umbrella term, and the topic covers multiple instances in representation of both visual and written media. However, when people think about character designs, they mainly focus on the visual aspects of it. Making the characters visually appealing for people is important, but there is a risk of overlooking the other major half of characters, that being the mental world and story. There are moments In games and also in movies when a character designer shows an extraordinary picture of a character, but fails to tell the observer who or what this character is or what the character is trying to represent. [8]

The basics of Character design
{5} Character design is a task of an authentic, new character that is made for the purpose of a book, film, television, animation, video game, comic book or other types of media. Stories are created through the characters as a link for the people or the audience to have an experience.  [8]

Demographic
{5} In character design, the most important factor of the designing aspect is the process of who the target audience is. It is important to have a better understanding of the audience based on the game. A perfect example, when a video game or a movie that has a lot of injury detail is something targeted at children who are young and trying to read and write. In another case a young child is trying to read a book on building a bed. The demographic group is mainly managed by various criteria such as their age, faith, gender, interest and their socio-economic status or factor. Almost everything is targeted for certain types of people, for example a product that is made from children is significantly different from a product that is mainly targeted for adults. For example, a child prefers to watch cartoons or building a sandcastle on the beach compared to adults who prefer to watch something like documentary or sports. Knowing the demographic gives the designer the understanding on how the character needs to be made or how they can make the character suitable for the targeted audience. [8]

Characters that are designed for children are mostly colourful, they are also made of or from basic shapes and a use of exaggerated facial expression or features, this shows clear changes in their mood, behaviour and social interaction. The main reason that I found in the research is that children are not able to understand complex visuals or linguistic information. I found out that simple character design develops the information necessary for processing the ability of a small child, which makes the characters more entertaining for the targeted demographic. But these types of designs and interactions are not fulfilling for adults or the demographic that is not interested in this. The older the demographic, the more information is processed about a character. The older demographic are able to understand the wider relationship, judge the large amounts of dialogue and translate any communication cues, the characters can be visually and behaviourally more difficult. [8]
 

Silhouette and shape
The appearance or the aesthetics of the characters mostly comes into play in the early process of the character design. Having an appearance has a huge impact on how the character is recognized by the audience or the players in every product where the visuals are a fundamental part. An example, in novels illustrating a character or multiple characters' physical appearance is not very significant since they do not represent this information through visual elements. But the author mostly likes to use words to describe a character's external appearance and the personality to the reader or the audience and creates visual images within their mind. It is essential for the creator to think about how the character is going to look but not to display in the image form. [8]

The character designer requires to think on how the character can stand out in a world where there are a lot of characters that already exist. During the silhouetting process the artist often makes a flat 2d, a black shadow or silhouettes of different characters to see how they are distinctly different from the character’s companion with having details or any colours. The process is a helpful tool to use in the early stages of the design process, when it comes to making various versions of different character designs quickly. A famous or a successful character should be able to get recognised by their silhouette. Here is an example of a silhouette of the character the Hulk. [8]
[image: Shape

Description automatically generated with medium confidence]

As you can see in this image there are several silhouettes of the character of the hulk and each of them having different poses. But, the audience or people and even a few designers who see this, can tell that this character is big, strong, dangerous and also very muscular.  Having silhouettes of characters can help on how fascinating a character to look at.  [8]

 
Colour
When designing a character, having the colour is very important because it helps designers to communicate with the audience by using colours that can be pleasing to the audience. Colours are defined into three groups: they are Primary which includes the colours red, blue and yellow. Then the Secondary colours which is mix of primary colours eg. red and blue makes purple and finally the Tertiary or intermediate colours which is a mix of primary and secondary colours. [8]
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Having colour is a very important aspect in design due to its diverse nature. Colours are mostly described by 3 dimensions, and they are hue, chroma and value. The name of a colour is called a hue. The value is how light or dark the colour is, and the lighter values of colours are called tints and the darker values are called shades. The intensity of the colour is called Chroma but often referred to as a term called saturation or its level of its colours compared to the monochromatic tonal value.

Colours are a major aspect in presenting every character’s personality, primarily mostly based on the cultural symbolism that is associated with the character and the second most important reason is mainly the aesthetic part.


Shapes
Having shapes in character design plates a major part for the overall feel of a character. Having shapes is important to know the basic symbolism associated with various basic shapes such as a circle are often seen as smooth and friendly because they don't have sharp edges. The circle feels like it is complete and brings everything together. Compared to squares which projects and considered to be a stable and a solid shape [8]
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Shapes can have a different impression from their original impression. An example will be a triangle, the shape can look stable when it is laying on one of its sides, but a triangle becomes unstable when it balances on its points. Equally, the position and the stance of a shape has a huge impact on the effect on the impression drawn from the character. Furthermore, the contrast of the sizes of the shapes that are used can bring a lot of interesting designs to a character. When it comes to shape it is common to put the smaller shapes on top of the larger shapes so that it creates balance and stability to the character. An example of this when creating a character that is obese or larger or heavier on the bottom half of the body, it is shown that it is in the bottom half of the body by leaning towards. the ground [8]
 

Human anatomy and it’s important in character design in games and movies

[Before starting to look at the art side of the topic of human anatomy, I looked at what the topic is about on the scientific side. Human anatomy is a study of structures of human biology. Learning or understanding of the anatomy is a major key component in the practice of medicine and in other major areas of the health departments or studies. I want to find out why human anatomy is important for artists and character designers. I want to find how they play a significant role in character designs in video games and in movies. [4]

The topic of and the study of human anatomy, for artists, can be simple and also straightforward as learning about proportions and working from life or as involved and difficult as mastering an understanding of the skeletal, muscular and the surface structure of the human body. Many artists go after anatomy drawing to learn how to draw a human form as it shows various positions or postures. Frequently, human anatomy for artists revolves around creating very detailed anatomy drawings or sketches that are referred to as the primary source. But changing order from bigger shapes at the bottom and the smaller at the top could make the character design more advanced and for that reason makes a character even more interesting to the viewer and the player. [3] [1]

Compare on contrast on why games design is better than movies
As part of my research, I decide to compare and contrast character design in both movies and in games. I also want to find 1 is significantly better than the other and why they are appealing to the target audience. As part of my research, I watched quite a few movies and films, also played and watched a few games walk through. I mainly looked and analysed the character designs from both movies and the games.   

Movies 
I watched a few movies that have 3d characters that are added to movies. Here are a few movies that I watched recently and a few that I grew up watching as a child. The main movies are: 
· Incredible hulk
· Teen Wolf

Game character
For the game aspect of my research I played and watched are:
· GOD Of War
· Orcs must Die
· Superhero games such injustice 1+2 and Marvel games

Orcs Must Die.

This is the first game played as part of my research. As I progressed through several levels of the game, I was introduced to characters that were unique to the level. For this game I will be analysing why each character is good in their design and what changes could have been made to the designs.
[image: ]

Let's start with the main character of the game which is the War mage. The war mage purpose of the game is to protect people from the horde of enemies coming through the portal. The design of the war is mainly a combination of a lower battle armour e.g the leg armour and a mediaeval top with a scarf by the neck and by the waist. The character has weapons when moving the levels and examples will be the fire gauntlet, ice gauntlet, wind gauntlet and air gauntlet. For me, a sword and crossbow with different gauntlets gives the character an aesthetic look, it also gives more personality with new design features. I like how the colours match with the clothing and the armour. I like how the contrast of colours from the top half and the armour for example the top is light or primary and warm colours. The way the lower part of the armour on the legs looks more leaning towards the cold and secondary colours. This makes the character appealing to the audience and the players. The colours are complementary to each other. In terms of the character itself, I like how they made the character simple compared to the other characters in the game. The designer did not create characters that are too muscular or over the top or go in the stereotypical games characters that are physically imposing. The designer for this character made him look overconfident on facial features of the character and how his body position is presented. The weapon itself makes the orcs look more intimidating even though they are visually represented as mindless brutes or warriors. 
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The second character that I will be looking into the game is the orc warrior. The reason why I chose to look at this character is that they are the most common characters since there is an entire horde of them and the variation which is the armour orcs. What I enjoy seeing about the orcs physique is totally different from the main character because the main character sometimes has a near bodybuilder physique when fighting enemies, who also have a bodybuilder physique. But I like how they changed a few aspects of the enemy body because they create a character who has a fat belly. 

When it comes to the colour of the character, I like how they have a secondary colour which is green as base colour, and, they vary in shades of green. This allows the player or the audience to understand that there are different variations of the orcs instead of 1. The black armour on the orcs goes with the colour green and the design is not overbearing to look at or when playing it. The facial expression on the characters is more beastly by showing the massive, sharp teeth. The character is visually presented as a mindless brute which makes it unique since they are not the fastest or the smartest compared to other characters. When looking at this character I can see a few shapes that were implemented before the final design of the character. The shapes are a triangle by the neck and the traps which connect the neck and shoulder. There is a square by the chest.
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In this game 4 versions of this character and they have similar base powers and size. But 3 out of 4 ogres have additional powers and tools for them to use. The design of the character is the same such as their height, their body volume and the heavy feature that is portrayed in these images for the characters. I like how the designer gave them different looks for their roles in the game. The basic ogre design shows that this character is lower class out of the rest of them. The design implies that the character is mainly for offensive or to take the most damage out of his counterparts from weapons like the gauntlets and other traps. The design shows that the character has no special powers apart from the mace which is more of a melee weapon.

There is the armoured ogre, the design mainly shows that this ogre will be more resistant to damage, or it takes longer to destroy the character. There is a similarity with 2 characters that they have is the skin tone variation of the colour green and brown. The armour also makes the ogre even larger or more built and makes bone structure more powerful. The next ogre is the Fire Ogre, this ogre shares similarities with the armoured ogre when it comes to physical appearance. The design aspect is that this ogre is resistant to fire and also, they changed the skin tone to match up the power of having a resistance of having fire resistance. This is also same with the frost. 
 [image: A close-up of some toy action figures

Description automatically generated with low confidence] [image: A picture containing logo

Description automatically generated] 

These 2 are similar in design in terms of the colour and the armour placement. The colours for both have primary colours such as red and yellow also with a tint of blue in certain parts of the armour. In my opinion I like how the designers for both characters use historic reference to the knights and archers armour centuries. I can certainly see how that helped to make the characters.
 
The second that I watched and looked at is the God of War series.  The characters in the God Of War game series are mainly based on Greek mythology but also have introduced Norse mythology in the latest games. I will be looking into a couple of characters from both mythology in the game.
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This is Kratos and as part of my research, I found out that there are a few influences from the Greek Gods such as Perseus, Theseus, Achilles but the main one was Heracles. As the mythology changed the clothing changed from Greek to Norse mythology design. The character physique changed from lean muscle to a more powerlifting type of character.
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This is Atreus the son of Kratos. Even though this character looks like a kid, and he is based on the Norse God of Mischief Loki. The design of this character is that this character is skinny, and the clothing has animals as part of the design. The character looks more depressing and angrier and curious.

[image: ]
This is Zeus. I like how the design for him is simple and how the design stuck with the mythology when it comes to the hair and the beard. The physique design of the character is based on proportionate build and very athletic. The clothes match with the character’s beard and the armour.
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The is a different character design style for the Gods when it comes to their physique. The main example is Hercules because even though he's the strongest but also the biggest and the tallest compared to the other Gods who have similar physique. The colours on the clothes match with weapons and the helmet. When it comes into shape the character has a cube or cuboid shape to it. I like how the designer made Hercules more bodybuilder rather than a strongman physique.
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These are a few of the Gods from the Norse from the same game series but from the recent games. The first image is Thor the God Of Thunder, Baldur, Tyr The God Of War in Norse mythology and there is Magni the son of Thor in the game. The designs for these characters have their similarities and their differences. The similarities between these characters in design are that they are portrayed as tall and broad. The common design for these 4 characters is that they all have long hair and beard. The design for Thor is taken from the Norse since Thor describes a big character and has an appetite and I like how they   portrayed that in the design alongside with the belt. The game portrays Thor and his son to have heavy build but make Thor’s son more muscular physique, with similar design in clothing but different colour. The designs for Tyr and Baldur are similar in frame but there is a height difference between them. I like how Tyr is one of the only characters in the game who has full clothing. The facial hair for all 4 characters is a mixture of primary colours and tertiary colours.

The final game that I watched was DC Injustice games. Most characters were represented accurately when it came to the design. The design was based on a comic book for that issue.  An example of this is Superman design in the game is slightly different in the game than comics. The suit is more armoured in game and in the second game they made another change which is more of an upgrade. The designer made superman to have a much darker personality alongside heavily armoured suit with dark tones of his original suit colour. [12]
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{4} One of the movies that I watched that had 3d characters is The Incredible Hulk. Both characters are the Hulk and the Abomination which was taken from the Marvel comics. For this research, I watched a YouTube video on how they created both characters for the movie. In the video I found that they took the characters from the comics but changed a few things when it came to the design aspect. They changed the height of the Hulk because it varied in the books, and they kept the character as 9 ft tall. The designer made the character more of an American football player compared to bodybuilder to make the character move around quickly. The production team made technological advancement for the actors so that they can play their respective characters more freely eg giving them facial expression alongside VFX, CGI, and also 3d modelling. When making the Abomination they made his bones to stick out of the body e.g. the head, his elbows, legs and rib cage area and finally the spine. The character was 2 feet taller than the Hulk and made him look and act more dominating than the Hulk. When doing the motion capture, they made sure they gave 2 different personalities in design so that they are not similar in every way. The designers made Abomination to veins to stick out of the body, making him focused and sharp which makes the character more explosive than the hulk.
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My second part of the movie and tv series character design research was Teen Wolf. I want to do some research on this series because the majority of designs for the characters were made by using makeup and other materials and few CGI on the characters. I want to find out why the character designs were different from other shows. The character design for this show was simple but also effective when it comes to most of the characters. When watching the show only few of the character designs were fully animated cgi which was interesting but very effective. It shows the various outcomes. An example will be the designs of 2 werewolves.
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In these 2 images, the designs for these characters are completely different. For the first character you see that it is more of a muscular type of beast with larger head and more rounded head and body alongside being tall. [13] This character design was based on the Beast Of Gevaudan which was a wolf creature based in France. The first image of the character is all black compared to the second image who is smaller in size and muscle mass. The second werewolf design looks like it travels on all 4 whereas the first image shows it can walk on all 4 or walk like a bipedal character. The colour on the second werewolf has a dark tone with hints of blue and grey and the face is a hybrid of a man and a wolf with a lot of fur.
The designers gave them different colour eyes to show a minor difference between them. 

Comparing models between Games and Movies 
[12] There are similarities between the characters in designing in Games and in Movies. But there are also differences between them.

When designing a character consist of modelling and it also consists of creating an object and animation. But it includes a lot of stages to finish to make the project look good. The stages of modelling and character design is modelling which is the creation of the 3d object. Texturing is the application of textures to existing models. There is rigging the creation of a virtual ‘skeleton’ which is used for animation and animating the 3D model. There is rendering which is the visualisation of the created graphic and recording of the object and there is Compositing which is the combination of individual elements into a final image and addition of colour correction, effect and so on.

There is a difference between the 3d character aspect and the characters design if it is scripted. In games, the characters are designed to have a few different scenarios. Compared to movies where the design of the character is more fixed. The design aspect has less connection to the audience. Another difference when it comes to character design is how the character is portrayed in the game and also, they are portrayed in the movie.  In a game the player can have some sort of control of the design for example the player can change the colour of the character and their outfit. Whereas, in a movie the viewer cannot have that control when watching a movie.




Character Lighting
In games and films the lighting affects the characters both emotionally and physically. The traditional lighting produces more accurate portrayals of characters in a movie and in most of the games. The lighting creates more depth and realism for the characters to bring out the right emotions. Character lighting can be used to copy a character's objective, changes in characters positions and to soften or harden the character’s features to match a particular scene or multiple scenes. [5]

 
Concept art
Concept art in video games is one of the key parts of developing games. The concepts are responsible for creating the styles of a game and the tone as well. It can also be used to communicate the vision of the game to the team who are creating the game. Concept art converts an abstract notion into an object that is transferred into the real-world scenario. It mainly serves as a foundation upon which a finished version of the character or environment will be built in the gaming industry. In some cases, the finished versions of the artwork rarely resemble the actual and the original idea. But concept art nonetheless is vital for progressing any kind of game. Also concept art is not mainly used in video games, but it can also be used in films, television and in comics.

In video games there are 3 types of concept art in general and they are Character Art, Environment Art and Prop Concept Artist. The main concept art that I researched is Character Art. Character art is an art that depicts a character in a game, such as the character that a player may use or a character or a non-player character. This concept art is mainly used to help on how the character potentially would look like, and what kind of personality that the character might potentially have and how they move and how they behave in the game world.

The reasons why character concepts are important is because it can help the audience or the players to have a better understanding of the characters in the game and in movies. The players and the audience can somewhat feel more relatable by looking at how their characters are visually portrayed, alongside with their personality traits and with their backstories. This is vital for video games or any 3d related films to have strong narratives and characters that the audience and players can empathise with or relate with.
In conclusion, concept art in video games is a vital part of developing a gaming process. It helps as a guide on the right path of the direction of the project of the game and it makes everyone on the same page and facing the same direction when it comes to the project. This can be used as a marketing tool to generate excitement and interest to the audience. It may not be the glamorous part of the game development process, but it is one of the most important parts of the development. [6] [13]

Studies on ancient history books/reference
Referencing in games, films, and art are very important. In art in general having a reference is very invaluable when it comes to drawing human features, textures, vehicles and animals. All these components are objects that the audience or the viewers are very familiar with so that they can see or spot errors. When it comes to people or human based characters the artist can divide them to the most useful into 5 main areas such as facial features, hair, clothing form and limbs.




Practical side 
As part of this document, I have included the practical side which I have done for my independent project. I have used the research that I have researched and used the techniques that helped me to do this. Time is another major aspect for them both because in games it can take years to design a character or multiple characters right, whilst movies maybe need 2-3 to make characters design right.


Life Drawings/ online reference
Before doing any 3d modelling I decide to do a few drawings on people and also reference drawings from the internet. The reason that I decided to do some traditional drawings is that I want a rough idea on how some characters are made or look like for modelling. Firstly, I decided to draw people first since it is something that I am experienced in doing and have been practising and developing to this day. 

The 1 thing that really helped is going to life drawing classes because it helped me to understand human anatomy. It helped me to look at body angles and positioning and see which parts are more visible on the body. 
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This is a drawing that I did, it is a drawing of an ogre from the game Orcs Must Die. I wanted to do this drawing because it was interesting to draw and helped me to see the different shapes of the body of the ogre. When drawing this particular character, it helped me to understand the muscle position and helped me to understand the light and dark areas on the body. 
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This is an ogre that I drew as inspiration from the game. I wanted to experiment with this design for me to use potentially as a model. I played with the shading and played or altered with the body such as the biceps, shoulders and also the chest. The reason I played with drawing is that in the game the ogre’s body is not in a muscular shape. 
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 This is a drawing that I did for myself as a werewolf. This is the different stages of the drawing, and I used drawing as a potential modelling for 1 of my models. When drawing this I changed where the lighting would be on the face. I changed a few things as the drawing process went on, an example is the hair style. I just made the hair longer and made it rougher and thinner. The reference for this type of werewolf style is from a TV series called Teen Wolf. 
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This a concept drawing that I have done.

Heroforge concept design 
As part of my concept designs, I used hero forge for rough 3d concepts for my project. I wanted to apply or test out theories such as the colour theory and the shape theory. 

Abomination 
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For this design, I based the character on Marvel character the Abomination. I liked the design of the Abomination in the movies, where they made the character tall and muscular with its ribs showing also the bone sticking out of its elbows with the spikes coming out of its spine. I also looked at comic books and in the games on the design of the Abomination and how the character is represented. 

Hulk
[image: A statue of a person

Description automatically generated with medium confidence][image: A person in a garment

Description automatically generated with low confidence][image: A picture containing indoor, toy, automaton

Description automatically generated]

I also made a hero forge version of the hulk. Just as the previous model of the abomination, I added an armour onto the hulk with a mediaeval knight armour. The change with this armour is that the arms are not covered fully with armour because the hulk is more because I do not want it to be similar with the abomination design. I managed to add boots to the design for this character since abominations legs are more lizard-like than most humanoid l creatures. I changed the colour of the armour because I kept the colour of the armour blue because I did not want it to match the skin tone of the hulk. 

Hulkbuster
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This model design is mainly inspired by the Hulkbuster armour when it comes to colour planet and the build of it. For this character, I added long range and short-range weapons, and the long-range weapons are the miniguns and the assault rifle. on the waist. I also added a close quarter combat weapon which is a wrist blade. I kept the colour of the weapons and armour the same because the colours go well with each other. I wanted this model to be more equipped with weapons for any of my future models.

Unknown character model
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This character is not based on 1 specific hero, but it is a combination of several superheroes from both DC and Marvel comics



Zbrush 
For my practical projects, I used z-brush to make the characters. I was introduced to z-brush during my second year of university when I was doing a group project. Using the software became very useful for making the characters for the game. I watched YouTube videos on the basics of z-brush software and worked my way around making the models. I learned how to use various types of brushes which helped with my models and experimenting with the pre-set models.

In z-brush I made 6 models all together for my project. I made 5 full body characters, and I also made a head figure using a ball mesh on a z-brush.

Werewolf
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This is a model that I have done on z-brush. This particular model is from a drawing that I did of myself, and I implemented that drawing as a 3d model. The drawings shown above with the stages as character developed. As I mentioned in that drawing, this model is referenced to the T.V show called Teen Wolf. The T.V show inspired me to draw and model the werewolf.




brushes

Female
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 This a model of a regular female














Fatman
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This model is obese. For this character, I wanted this character to be obese by the torso area. When making this character there is no definition on the muscles on the arms and the body and the legs.

[image: Graphical user interface, application

Description automatically generated]


[image: ]

Abomination/Ogre
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 I based this character between several characters which are the abomination, a bodybuilder and an orc. The 3 characters are the face is more towards an orc and the feet. The part of the abomination is disproportionate body parts such as the forearm. The spine extruding from the back and over exaggerated size calves. The character also relates to the Marvel character the Abomination because it is big and thick, not pleasing to look at.



Bodybuilder
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The character model is based on a bodybuilder. When creating this character model, I investigated bodybuilders such Arnold Schwarzenegger and Ronnie Coleman.
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Armour character 
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This is a knight which was inspired by guardian knight from the game Orcs must Die.

Substance painter a
For texturing I used a software called substance painter here a few of textures that I have done for the characters. When texturing the characters, I based them on the traditional and related them to the research that I have conducted for this project.

The knight 
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I made the texture and the colour like the character in Orcs Must Die
The bodybuilder 
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I made the texture basic for this character.





This the work that I did on engine to work on lighting.
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The fat man
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Same here made texture basic with little more detail than the bodybuilder 














Conclusion
In conclusion, I found out that character design is a major aspect in both Games and Movies. They both play an equal part for the finished project even though the process can be different for Games and Movies. When researching the importance of character design, it helped me to understand how it can visually affect the gamers and the viewers who play games and watch movies. It helps to relate with the audience on the visual aspects. It also helps to understand how character design can change from a game and movie to book or the other way around. When finding the answer on the importance of character design, I realised the fact that without character design there will be no story behind any character, or there will be any games or 3d characters movies. I also found out that designs can change over the years from 2d to 3d and how it plays a major part in each genre. The design of the character makes games characters and 3d movie characters more interesting and likeable.
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