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This study looks into how starting a piece of concept art with a strong silhouette can improve the final outcome of a character’s design, using silhouette shapes of stereotypes, looking into ink blotch tests and how a person interprets the positive and negative space between them as well as using shadows of everyday objects to create characters and scenes of a completely unrelated nature.
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1. Introduction
If an audience can read a design from a picture with little to no detail using only positive and negative space, it is likely that the character will be clearly represented when additional detail and colour is added. 
“If you create a set of strong, distinctive poses for your character, people will recognize these poses even when seen in silhouette or from a great distance.” (Gard, 2000)
Therefore, starting a character design process with silhouette sketching should help improve the final outcome of the design. For example, changing the perspective in which the character is performing an action can improve how coherent the action is to the audience when it is displayed.
This knowledge can help others wanting to improve their character design skills, giving them the chance for them to start with a simple shape and then build upon this solid shape until the design is complete. 
The silhouette would fit into the beginning of the concept art pipeline, before any solid ideas have been discussed as the character can evolve throughout the silhouette process, before the character detail has been added. Silhouette is used throughout a large range of art and media, including, but not limited to, photography, film, paintings, theatre, architecture, fashion and fitness. 
2. METHODOLOGY
[bookmark: _Hlk497767100]The methods used will be performative and interpretive to further research using sketching and photography.
The interpretive research and analysis will be particularly important in finding out how the brain reads positive and negative space, why the brain interprets the knowledge in this way and how this can be used within design to exaggerate a feature or action and help the audience grasp and process the information much faster.
For the performative method, each silhouette will need to be re-drawn repeatedly, without correcting mistakes, as well as being positioned in alternate angles until the information in the final silhouette is the clearest it can appear. 
3. Project-specific research
I will be researching this topic using books, journals, magazines and previous artwork, as well as videos and conferences, where the benefits and pitfalls of using silhouettes are discussed. The use of silhouette is discussed often within tutorial videos across Youtube, many discussing its use within character design. 
One of the reasons the use of silhouette within design pipelines has increased may be because digital design tools such as graphics tablets and Cintiques are more widely available, which makes creating a strong silhouette shape quicker and simpler than ever before. As well as within design, silhouettes have also been used in other art forms such as shadow puppetry and has also been incorporated into optical illusions. I will be doing more research into this and also how the human brain perceives silhouettes, for example, how the brain interprets positive and negative space. This is what optical illusions often focus heavily on to trick the brain. Within this same area, is the ink blot test or the 'Rorschach' test (Rorschach, 1921). Figure 1.
[image: Image result for Rochard Ink Blot Test]
Figure 1. An example of an ink blot from the Rorschach personality test. (Rorschach, 1921).
This test was originally used to diagnose schizophrenic patients although was later expanded into a personality and emotional response test. I will research this topic to see whether the use of ink blotches and the random shapes they create can be used to inspire unique character designs and lines of motion. 
I will also want to try other techniques such as using shadows from standard household objects to create new characters and one frame stories like artist Vincent Bal who created prints in this way such as Concerto for Piano Peeler (Bal, V., date unknown), which featured the shadow of a kitchen potato peeler utensil to create a scene where a man was playing the piano. Figure 2. I will combine my findings from art literature and academic literature to create a piece that is original and useful in the character design community. 
[image: Image result for vincent bal shadow art]
Figure 2. Concerto for Piano Peeler. (Bal, V., date unknown.)
3.1 Drawing my own silhouettes
I will begin by thinking of a character type in its most basic, stereotypical form. For example, a superhero. Without any more detail, I will begin to sketch multiple silhouettes of what I believe the standard shape of a superhero should be. I will not eliminate mistakes and will continue to draw and expand on each shape. From this, I will take the silhouette which I believe is the most expressive and best represents the personality of my character and build upon this. Once I am happy with the basic shape, I will redraw the silhouette in various perspectives until I find the view that best exhibits the key elements of my character.  Once I find this, I will add detail and colour into my character design. I will then critique each sketch then re-draw them until I am confident that the final outcome is the best portrayal of that character in that one pose that it can be. Figure 3. Figure 4.
[image: ]
Figure 3. Silhouettes of super hero poses, own.
[image: ]
Figure 4. Stages of superhero sketch, own.
I have also attempted this technique to create a silhouette of an elderly man with a walking stick mid walk. Figure 5. The silhouette begins with a very simple shape and with each new rendition, something about the shape is changed. The original drawing appears very childlike with a large head and small body. I therefore attempted to fill out the body a little more to match the dimensions of the head. I then tried to thin out the arms and legs a little bit more so the character looked more frail. 
I wasn’t sure if the legs were too close together to be able to tell that the character is walking in the silhouette so I tried to separate the legs. I didn’t feel like this gave an accurate representation of how this character would walk as I wanted it to be more of a shuffle so I changed the leg span back to what I had drawn originally. I then added clothing detail. The next step would be to add more of a dimension to the character and add colour and detail. [image: ]
Figure 5. Stages of silhouette sketches of an elderly man, own.
3.2 Using ink blotches
For the ink blotch method, I will find a large quantity of ink blotches from psychology literature and attempt to find and create characters from within each ink blotch. Multiple characters may also be featured per ink blotch. After designing characters from my own depictions of what the ink blotch may be, I will then look at popular answers for each ink blotch and try to design the character based on popular answers. I will do this after my own versions as I do not want to influence my own portrayal. 
3.3 Using object shadows
I will find objects that produce interesting shadows, some without interference, some that will have been placed in a specific way, although this will be made clear when presenting the final designs and then I will create characters based solely on the shadow the object forms. I will take pictures of the shadows, incorporating the objects that are creating the shadows so the whole process can be seen. 
Within each method, I will be using a Wacom graphics tablet to sketch the silhouettes and designs on top of the shadows and ink blotches. 
4. definition of proposed outcomes
One of the outcomes that I am hoping for is that, throughout the sketching process I will become more accustomed to my character, which will help me understand the personality of the character and how this character may move, talk and hold themselves when idle. I would like to introduce uses of silhouette which may have been over-looked or forgotten in recent artwork and media. 
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